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ABOUT
THE
PROJECT
Beginning in November 2018, this Erasmus+KA2 project took place over 2 1/2 years in
which 5 organisations over 4 European Countries, all leaders in their fields, came
together to coproduce a brand new, and unique Drama program - which is based on
multimedia and informal drama learning activities. SCRIPT nurtures and develops the
learning and emotional needs of Europe’s most excluded young people. Innovatively
designed for youth work practitioners, specifically when engaging with socially
excluded young people aged 18-25, SCRIPT is transversal in its ability to work in a
plethora of outreach settings, including but not limited to young offenders institutions,
prisons, probation centres, youth and community centres.
During the lifespan of this 2 1/2 year project, the 5 lead organisations in the UK,
Romania, Greece & Spain communicated with socially excluded young people, youth
workers and stakeholders to collaboratively develop, test and imbed a set of mutually
reinforcing coproduced informal learning resources. These included:
The SCRIPT Handbook – a program of interactive drama exercises and multimedia
techniques, which will give socially excluded young people a platform to design
create, perform and produce their own Pod Play.
ME – A self-validation toolkit for the young people taking part, enabling them to
track their progress and skills learnt throughout SCRIPT.
JOURNEY - An impact assessment for youth work practitioners, delivery settings
and stakeholders delivering the SCRIPT program.
EQUIP – A training module for youth work practitioners, providing practical tips and
advice to prepare, support and enrich their practice when delivering the SCRIPT
curriculum in a variety of outreach settings.
For more information about the project, it’s resources, and the organisations involved
please visit www.scripteu.com or follow #SCRIPTEU on Twitter and Instagram, and take
part in the discussion and share your SCRIPT experience!
·
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INTRO
DUCTI
ON
The SCRIPT Handbook is an informal learning resource of drama exercises and multimedia
techniques, which youth workers can use in their work with socially excluded young people.
This young people can be NEETs, young offenders, from marginalized communities, young
people at risk of offending and also other groups.The aim of this Handbook is to give the
skills and to prepare accordingly this young people in order to design, create, perform and
produce their own Pod Play. This Handbook was developed through co-production, between
the 5 partners of the SCRIPT project.
The 21 activities inside this Handbook create a flexible program, providing a bespoke
approach to learning in order to suit the wide range of complex emotional, social,
educational, individual needs of this target group. Also, the activities are developed in a way
which will ensure inclusion, whilst nurturing group and individual skill development and
enhancement. To generate creative material for the Pod Play, the SCRIPT handbook has a
series of drama exercises to provide a framework through which young people can explore
issues which are specific and pertinent to them.
Each exercise will provide to participants with different competences represented by the
following icons:

Social and Civic skills

Sense of initiative skills
Learning to learn skills
Digital competence skills
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The 21 activities are divided into 4 sections – Confidence, Communication
and Communication, Creating the Content and Management of Groups – in a
logical order which will prepare the participants to have the important
elements and soft skills to produce the Pod Play. Especially the stage of
Creating the Content is the driving force behind generating creative content
for the Pod Play. Of course, all the exercises in this Handbook could be used
throughout the process and according to the needs and interests of the
participants - however, we recommend the following of the Creating the
Content exercises in sequence.
In general, the Handbook is co-produced from organizations that are coming
from different backgrounds, so the activities can be adapted to be delivered
over a longer or shorter time frame, to suit the needs of different, individual
delivery settings, and different, individual needs of the young people
participating.
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ABOUT
THE
PODPLAY
The 'Pod-Play', bringing an old medium into the 21st century
During its research stage we asked potential participants what the term
'Radio Play' meant to them. The result of the feedback gave our SCRIPT
development team some food for thought. around 85% of participants asked
said that the term 'Radio Play' was not one they were familiar with, on top of
this, the majority of the young people we spoke to suggested that that
'Radio' in general was an out dated medium of entertainment and that they
did not particularly engage with it. After some research this did not surprise
us as 'Radio Plays' are a form of entertainment that hit their height in the
early 20th century. Safe to say, young people of today are more interested in
new media.
One term that resonated with the young people we conducted research with
was 'Podcast'. The podcast is one of the most popularly accessed source of
audio in the 21st century, why? Podcasts can be downloaded. The research
showed that young people access podcasts on a regular basis and in a
variety of forms including:
Sports podcasts
Celebrity news
Political news
Cooking shows
Lifestyle
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Taking this on board the SCRIPT team decided to bring the term 'Radio Play'
or 'Radio Drama' into the 21st century. After many discussions the team
settled on the term 'Pod-Play', combining the new media of podcasts with
the legacy of the original name for audio based drama. This new name has
been tested with some of our young people and has been shown to be
popular within the target demographic of SCRIPT.
So, what is a Pod-Play?
A Pod-Play is a unique audio based drama that tells a story in an imaginative
and innovative way. Designed to allow the user to follow the story by not
only listening to the action but using their imagination to create these worlds
and bring them to life.
Creating a Pod-Play
Creating a pod-play has numerous stages that don’t always come in a one
size fits all pattern. When working with the groups of young people that the
SCRIPT programme is designed for it is often the case that various stages of
the creative process can be staggered, done in various orders, have to be
revisited later on and skipped all together. It is due to this that it is imperative
that practitioners understand there is no ideal method or schedule when
creating a new pod-play with a group of NEET young people. That being
said we do have some tips and hints that are advised when undertaking the
process of creating your own innovative and unique Pod-play:

Generating Material
Performance
Recording/Rehearsing
End of the process
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Generating Material:
When creating a pod-play one of the first elements we must generate is a
story, in order to have a pod-play to listen to we must have a story to tell.
Generating material is not always the easiest thing to do, the process always
begins with winning the trust of the young people, this is done through using
the SCRIPT handbook and breaking the ice with our young people. The
handbook is a perfect device that has been specifically designed to help the
process in various ways. By following the suggested formula in the SCRIPT
handbook while being aware you may need to return to certain stages and
repeat or adapt certain parts of the process participants will begin to
generate storylines and generate characters which will be noted down by
the practitioners for later use.
Part of generating material is allowing the young people to express
themselves through the exercises used in the SCRIPT process, by allowing
the young people to discuss issues or themes that are important to them
and their lives we get an honest and powerful reaction from groups which
inevitably will create a strong story for our pod play to tell.
Performance
It is important to note that all of the participants will have varying levels of
confidence which will mean they may not all be as willing to be involved in
the actual performance stage of the process. It is vitally important that
practitioners realise that it is the process that is the important part of the
SCRIPT process and seeing our young people developed new levels of
confidence and relationships. Some participants may not be as involved in
the performance side of SCRIPT as others, usually through their own
omission, which is fine, the key to this is to make our young people aware
that we are all part of a team and without each and every one of the team
there would be no end product.
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Confidence of the young people is a very important part of the process
when it comes to recording/performing our script. A great tip for relaxing the
participants regarding their performance is that a Pod-play is not a live
performance, it is in fact the opposite. By telling our young people that they
can restart at any time and record again and again if needs must we can
relax them and allow them to enjoy the process of recording their story, this
will also come across in the end product and seem more natural.
Recording and rehearsing
SCRIPT is designed to be a tool to be used in outreach youth work, therefore
it is important to remember that not all venues and centres that SCRIPT is
implemented will have access to high level recording equipment and the
process does not hinge on the use of a recording studio. SCRIPT can be
implemented and recorded using the most rudimentary of recording tools
such as a mobile phone device. We can take things right back to basics
during the recording process and simply record our pod play in scenes on a
mobile phone and them play it back to our listeners chapter by chapter so to
speak.
When we have a finished article in terms of script we can rehearse the
performance in preparation for the recording day. Having said this it is
important to remember that a pod-play is an audio medium and not visual,
therefore it is important we have our 'actors' realise they are not expected to
walk around and perform as if they were visible to an audience, the key to
performance in a pod-play is the expression that can be conveyed using the
voice.
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The recording process can be as simple or as complex as we wish or as we
can using what ever is at our disposal by using any form of recording device
or equipment with the ability to play back, we can get sound effects from the
internet or we can record them live being creative with he tings around us,
which can often feel more real and give a more natural feel.
Some suggested recording devices/ programmes:
a mobile phone with a recordable option
a hand held voice recorder
a laptop with the ability to record or attach a mic
some pod-plays that were created using a sound studio used
programmes such as, logic pro x or Pro Tools.
End of Process
At the end of a SCRIPT project it is important that the young people involved
feel a sense of achievement and pride in what they have produced, this can
be done in various way. Here are just a few ways past SCRIPT project leaders
have shown appreciation to those who have completed the whole process:
A listening event, an event by where other users of the venue who did nit
take part in the project can come and listen to the finished pod-play, this
is an opportunity for our participants to showcase what they have
created.
A copy for participants - giving participants their own CD burnt with a
copy of their end product on.
A certificate of achievement presented to participants to show gratitude.
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SCRIPT
SAFEGUARDING
STANDARDS
The SCRIPT partnership have committed to a set of common safeguarding
Standards according to four areas: Policy, People, Procedures and
Accountability.
The Standards are basedon the following set ofprinciples:
All young people/vulnerable adults have equal rights to protection from
harm.
Everybody has a responsibility to support the protection of young
people/vulnerable adults.
Organisations have a duty of care to young people/vulnerable adults
with whom they work, are in contact with, or who are affected by their
work and operations.
If organisations work with partners they have a responsibility to help
partners meet the minimum requirements on protection.
All actions on safeguarding are taken in the best interests of the young
person/vulnerable adult, which are paramount..
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STANDARD 1:
POLICY
Each organisation has a policy that describes how it is committed to
preventing, and responding appropriately to safeguarding matters .
According to SCRIPT safeguarding policy is developed through
consultation with staff and associates and, where appropriate, young
people/vulnerable adults and communities
To design your policy to implement the SCRIPT methodology you will
need to:
understand
the
level
of
contact,
or
impact
upon
youngpeople/vulnerable adults that your organisation has as part of its
activities and the associated risks;
identify what policies and procedures you already have in place which
support safeguarding, such as good recruitment practices, and define
any gaps;
determine what your policy has to include so that risks to children are
reduced, and strengthen your organisational policies and procedures;
identify your key stakeholders and who needs to be involved in the
development, implementation and ownership of your policy.
Dos and don’ts for Standard 1
Do use other organisations’ safeguarding policies to inform yours.
Don’t just replicate them!
Do work with a group of relevant staff to develop and disseminate the
policy.
Do make an accessible version for young people/vulnerable adults you
work with.
Don’t develop a policy that just sits in the office.
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STANDARD 2:
PEOPLE
Each organisation places clear responsibilities and expectations on its
staff and associates and supports them to understand and act
accordingly.
Everyone associated with the organisation should know how to keep
young people/vulnerable adults safe and have appropriate learning
opportunities to develop and maintain the necessary attitudes, skills and
knowledge to keep children safe.
According to SCRIPT organisations should have a named designated
person who is responsible for making sure that the safeguarding
measures are integrated throughout the organisation and acts as a focal
point. This role should reflect the nature and structure of the organisation
and the person should be senior enough, and have enough support and
resources, to carry out the role.
At each appropriate level or setting there should be a named person or
persons who people can talk to about child safeguarding matters. It is
good practice to identify within your organisation the designated person
and everyone should know how to contact them.
Dos and don’ts for Standard 2:
Do make sure that all people are aware of potential risks, your
safeguarding policies and their obligations to meet the requirements of
those policies.
Do discuss openly with partners and children and families what you are
trying to achieve with your safeguarding measures and find out what
challenges may arise and how you can work together to overcome
these.
Don’t assume that everyone who works with young people/vulnerable
adults is safe or will do them no harm.
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STANDARD 3:
PROCEDURES
Each organisation creates a safe environment through implementing
safeguarding procedures that are applied across the organisation
Organisations carry out local mapping exercises which provide
information on the legal, social welfare and child protection
arrangements.
Safeguarding risk assessments and mitigation strategies are
incorporated into existing risk assessment processes at all levels.
Safeguarding measures are integrated with existing processes and
systems (strategic planning, budgeting, recruitment, programme cycle
management, performance management, procurement, partner
agreements and management systems etc.).
A reporting and responding process for incidents and concerns is
developed which is locally appropriate.
Simply publishing a commitment to keep all young people/vulnerable
adults safe is unlikely to inspire the necessary changes within an
organisation. Child safeguarding measures need to be integrated
throughout an organisation’s systems, processes and operations to
ensure the organisation is safe.
This Standard helps organisations take the necessary steps to integrate
safeguarding requirements and ensure the actions are globally relevant
and locally appropriate.
Dos and don’ts for Standard 3:
Do be clear on your ‘area of control’ and your responsibilities; mitigate
the risks that you have control over.
Don’t think that you will prevent all possible abuses; the way you
respond to abuse is as important as preventing it.
Do adopt a strategy of continuous improvement; don’t think you will have
everything in place overnight.
Do work with other organisations who can support your safeguarding
measures – don’t try and do it on your own!
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STANDARD 4:
ACCOUNTABILITY
The organisation monitors and reviews its safeguarding measures and
responds according to guidelines.
Implementation of child safeguarding policies and procedures is
regularly monitored. Learning from practical case experience informs
policy review and changes to safeguarding measures.
Policies and practices are reviewed at regular intervals and formally
evaluated by an external evaluator/auditor every three years Reporting
should not focus only on the number of cases that have come to your
attention, or been dealt with.
It should include how your systems and processes are working to
prevent the risk of abuse; your organisation’s risk register is a good place
to start.
It is important to consider that organisations believe there is a significant
under-reporting of suspected or actual cases by staff and communities.
Lack of reports are more likely to mean your policies and procedures are
not working well rather than abuse is not taking place.
Dos and don’ts for Standard 4:
Do be transparent with your information on safeguarding; an
organisation’s credibility rests on being transparent and responding
appropriately to concerns.
Don’t rely on having a policy as a measure of accountability. Being
accountable is ensuring that policy is being implemented through a
range of safeguarding measures.
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ADVANTAGES OF
IMPLEMENTING
KEEPING
CHILDREN SAFE
STANDARDS
Υoung people/Vulnerable adults are protected
Such standards can off er complete protection for young people/vulnerable
adults but following these Standards minimises the risk to children of harm.
Organisation staff and associates are protected
By implementing these Standards, all staff and associates will be clear about
how they are expected to behave with young people/vulnerable adults and
what to do if there are concerns about safety.
The organisation and its reputation is protected
By implementing these Standards organisations make clear their
commitment to keeping young people/vulnerable adults safe. The
Standards will help them to move towards best practice in this area.
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MANAGEMENT OF GROUPS

1. Activity Name: Splat/ Category Splat
Explanation:
All Participants make a circle. The practitioner stands in the centre of the circle. The
practitioner will, at random, point to a member of the circle and say the word SPLAT. This
person has to duck as fast as they can, the 2 people either side of this person have to
point at each other and say the word SPLAT! The first person to say the word splat is the
vwinner and the other person loses a life.
The practitioner then, at random points to another member of the circle and the process
is repeated. Once a member of the circle has lost all of their lives (this number is usually 3
but can be changed based on time constraints) they take a seat on the spot. They are ‘out
of the game’ and the rest of the participants continue playing. This continues until there
are only 2 members remaining. Once we have our final two members of the circle they
are placed back to back, ready for a final round. The practitioner will request a category
from the other members of the group to use for the final show down, "Fruit" The back to
back pair are instructed that every time they hear the practitioner shout out a fruit they
should take one step forward, once they hear something shouted out that is not a fruit
they should turn as quick as they can and SPLAT at the other person. The first person to
do this is our winner.
CATEGORY SPLAT:
An extra layer can be added to this game depending on the abilities of the group: Rather
than the practitioner saying the word SPLAT when they point randomly at a member of
the circle, they can say a category "SPORTS THAT USE A BALL" the person pointed at will
still duck as fast as possible, but this time the two people either side of them will, as fast
as they can, shout out something that falls into this category "FOOTBALL". As in the
regular version the first person to say a correct answer is the winner and the slowest
person loses a life. Each time the practitioner points at a participant they should say a
different category.
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A few rules:
If somebody shouts out who is not either side of the person ducking (this is called a
RANDOM SPLATTER) this person loses a life.
If the person pointed to by the practitioner shouts out SPLAT/An answer they lose a
life.
If the person pointed to by the practitioner doesn't duck or ducks too slow, they lose a
life..
Usefulness:
This game is useful on a number of levels:
It can be used as an effective energizer, the quick nature of the game gets the blood
pumping around the body and the brain and gets everybody warm and ready to get to
work.
This game can be used in times when you need to control the group. This exercise can
be used when the group loses concentration on tasks and needs to be reset. You can
drop everything and break out into a game of splat very quickly.
Although a quick fire exercise, SPLAT can be used to dial in the concentration of
participants when we add the layer of CATEGORY SPLAT. The need to think quick on
your feet and get an answer that fits into the category correctly takes a lot of
concentration and composure, participants will need to focus in order to win.
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram
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2. Activity Name: Paper Numbers
Explanation:
Participants arrange chairs in a circle. There is one chair in the centre. One participant
should volunteer to sit in the chair in the middle. They are the ‘Guard’.
All other participants sit in the chairs in a circle surrounding the Guard. The practitioner
writes down numbers on individual pieces of paper, enough so every participant has a
number except the guard. (e.g, if there are 10 participants surround the Guard, the
facilitator will write the numbers 1-10). The numbers are shuffled, and handed out at
random to the participants in the circle. Each participant checks their number. It is
important that they do not tell the guard their number. The Guard then picks 2 numbers,
for example 7 & 3. The object of the game is for the participants who’s numbers are called
to work together to swap chairs. The Guard’s job is to try and find out which participants
have the numbers 7 & 3, and prevent them swapping chairs. He does this by sitting in one
of the empty chairs as 7 & 3 try and swap places. If the participants succeed and swap
places, the Guard remains in the centre. The numbers are taken back by the facilitator,
reshuffled, and re-distributed at random. If the Guard succeeds, the participant who is left
without a chair becomes the Guard.
Usefulness:
As the exercise progresses, it naturally encourages participants to work together as a
group to help the participants whose numbers are called succeed. It develops
communication, teamwork, and their focus. It develops the groups dramatic skills,
through developing subtlety, nuance, role development through ‘bluffing’ techniques e.g
through other members of the group pretending they have the numbers called in order to
distract the guard to allow 7 & 3 to succeed in the swap.
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram.
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3. Activity Name: Draw your own body
Explanation:
All the participants lie on the floor and think about their body as a whole, and it’s different
parts eg, hair, ears, fingers, toes etc. After a few minutes of concentration, the workshop
leader gives each person a sheet of paper (the sheets of paper must all be the same size)
and a pencil or felt pen (all of the same colour if possible).
The workshop leader asks each participant to draw their own body on the paper, with
eyes still firmly closed. Once this is done, the workshop leader asks the participants to
write their names on the back of their drawings, still with their eyes closed. The leader
then collects up the drawings, arranges them on the floor in any order, and tells everyone
to open their eyes and come and look.
They then ask the participants what strikes them about the drawings… are there any
similarities? How are they different? Finally, the workshop leader invites them to try to
identify their own drawing.
Usefulness:
This exercise is a great ‘Ice breaker’ to be used during the beginning of the SCRIPT
process, and is particularly useful if the facilitator doesn’t know the group, and/or the
participants do not know each other. Not only is it a fun exercise (therefore setting the
tone for the remainder of the session), but it is a great way for the facilitator to subtly
assess group dynamics.
Source:
Augusto Boal “Games for Actors and Non-Actors”.
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CONFIDENCE
4. Activity Name: Name Circle
Explanation:
The participants stand in a circle, including the facilitator. Going clockwise, each
participant says their name. This can be repeated a few times, until the practitioner feels
all participants have begun to become familiar with each others names.
The facilitator then begins the next stage of the exercise. They will look across the circle
at another participant (e.g Stacey). The facilitator will initiate eye contact, say ‘Stacey’, and
walk towards her. Stacey has until the facilitator reaches her to look across the circle to
another participant (e.g Joe). She then has to initiate eye contact, say ‘Joe’, and walk
towards him before the facilitator has reached her. The facilitator then takes Stacey’s
place in the circle as she has moved towards Joe. Joe then has until Stacey reaches him
and takes his place in the
circle to repeat the process with another participant across the circle.
Usefulness:
This particularly useful to be used at the beginning of the process – especially, but not
restricted to participants who do not know each other very well. It helps participants & the
facilitators learn each others names, as well as ‘breaking the ice’ amongst the group.
Through promoting eye contact, staying calm under pressure and developing memory
skills, this exercise develops participants confidence – both in themselves, and in the
group as a whole.
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram.
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5. Activity Name: Drama Nein Danka
Explanation:
Participants form a circle. The facilitator begins by looking to the person to their right of
them (Person A) in the circle and says to them the word ‘YOU’. Person A then looks to the
person to their right (Person B) and says the word ‘YOU’, and so on and so forth until
everyone around the circle has said the word ‘YOU’ . Once the ‘YOU’ has come back to
the facilitator, another layer is added. This time, when the Facilitator says ‘YOU’ to Person
A, Person A then respond to the Facilitator with ‘ME?’. Person A then turns to Person B and
says ‘YOU’. Person B will respond to Person A with ‘ME’?, then turn to Person C and say
‘YOU’ and so on and so forth until the circle is complete and is back to the Facilitator. The
next layer to add is, in response to ‘YOU’, Person A will then say ‘It wasn’t me, I was…..’ and
create an excuse. Eg. ‘ It wasn’t me, I was walking my dog on the moon’. They then turn to
Person B and say ‘it was you’. Person B then also creates an excuse, and so on and so
forth until everyone around the circle has said an imaginary excuse.
Usefulness:
This exercise is for participants who lack self confidence, or who are sceptical about their
ability to act/perform. The facilitator should explain at the end of the exercise that each
‘excuse’ they each came up with was the participant ‘acting’ and ‘improvising’. They
should stress that each participant has just ‘acted’, and therefore, they all have the skills
needed to be a valuable member of the creative process.
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram.
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6. Activity Name: I pack my suitcase.
Explanation:
This exercise is based on the body language and gesture expression techniques, and it
aims the fact that participants get basic interpretative skills and memorize the different
gestures made by the other participants and repeat them. This exercise proposes all
participants to be in a circle, and it makes them to imagine that in the centre of the circle
there is an imaginary suitcase. The first participant begins by saying: "I pack my suitcase
and I take ..." and when mentioning the object, an item of clothing, etc. that s/he takes,
s/he makes a gesture. For example, if s/he chooses to take the glasses, as/he makes the
gesture of removing her/his glasses and putting them in the suitcase. The next participant
on her/his left, continues by saying "I pack my suitcase and I take my glasses and ..." and
s/he makes gestures again. Therefore, objects and things that have to be carried in that
imaginary suitcase are accumulated, with their corresponding gestures, and the exercise
finishes once all participants have added an item in the suitcase.
Usefulness:
This exercise is more suited for groups who are the lower age range of SCRIPT’s target
user. It’s a fun activity, and is particularly useful towards the beginning of the SCRIPT
process as an ice-breaker exercise, and to allow the facilitator to assess group dynamics.
Source:
https://es.scribd.com/document/103112721/Juegos-Dramaticos-Para-Adolescentes
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7. Activity Name: Grandma’s Footsteps
Explanation:
In this exercise one member of the group is nominated to stand at one end of the room
with their back to the remainder of the group. This person is known as GRANDMA. The
remainder of the group form a line across the room around 10-15 meters away (distance
depending on the room size). Once everybody is ready the group begin to move towards
the GRANDMA at the other end of the room. As they do so this person can turn around as
sporadically and randomly as they like, but when they do so the individuals moving
towards them must strike a pose and remain as still as statues. This pose must reflect an
action of the persons choosing. GRANDMA then can ask each individual "What are you
doing", if their pose does not reflect the action they are saying (I.E. if they say they are
walking the dog but don't look like they could be) or they are wobbling they return to the
back of the room and can move again once GRANDMA has turned her back once more.
Each time GRANDMA turns around, each participant must be posing in a different action –
both from one they, or any of the other participants have done before. The first person to
reach the line GRANDMA is standing on is the winner. The practitioner then asks for
another volunteer to be GRANDMA.
Usefulness:
This exercise is suitable for all ages, and can be delivered instead of, or as well as ‘I Pack
My Suitcase’. Grandma's footsteps is a great exercise for allowing participants to express
themselves on the level they wish. This game is completely lead by participants as they
choose which pose they strike and what activity they are pretending to do. By allowing
participants to make their own choices and be as expressive or as inventive as they see fit,
it allows the group to act out themes that are relevant to their own journeys and life
experiences.
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram.
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8. Activity Name: Keeper of the Keys
Explanation:
In this exercise the practitioner asks for one person to stand at one end of the room with
their back to the rest of the participants, this person is THE KEEPER. A bunch of keys is
placed behind the keeper at their feet (or any small object that is available which can
represent ‘the keys’). The rest of the group line up at the other end of the room. Once
everybody is ready the group begin to move towards the keys. Participants can only
move when THE KEEPER’s back is turned. THE KEEPER can turn around at random. When
they do the group must freeze like statues. If anybody is moving at all THE KEEPER can
send them back to the starting line, and they can move again once THE KEEPER turns
around. The aim of the game is for the group to take the keys from behind THE KEEPER
and get them back to the starting line without THE KEEPER guessing who has the keys.
Once the group have the keys they must use a technique of misdirection and teamwork in
order to throw THE KEEPER off the trail of the keys. Once the group has the keys,
participants can then start to move backwards towards the start line. The same rules
apply - every time THE KEEPER turns around the group must freeze. The group has these
short times when the back is turned to move the keys from person to person and get
closer to the start line. Once the participants begin to move back to the start line, THE
KEEPER has 3 guesses as to who has hold of the keys. They can make these guesses at
any time. Once the keeper guesses correctly, or the group successfully get the keys back
to the start line, the practitioner asks for another volunteer to be THE KEEPER and the
game starts again.
NOTE: The aim of this game is teamwork and skill, by running as fast as you can to the
start line once you have the keys and THE KEEPER's back is turned we lose the intent of
the game.Also NO THROWING THE KEYS!
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Usefulness:
This exercise promotes teamwork, all participants have to work as a unit in order to
achieve a common goal of returning the keys to the start line, therefore the group must
come together and have a single consciousness in order to achieve this goal.
Communication - In order to get the keys back to the start line our participants must use a
level of diversion and also listen to each other so they know where the keys are and who
will take them next. In order to achieve these goals the participants must communicate
quickly and concisely in order to keep the hidden and avoid being caught out by THE
KEEPER. This exercise requires very minimal contact between participants, the only time
participants come close is when passing the keys, therefore this game can be played in
almost any setting with any participant as it does not require touching which may not be
suitable for participants who have been through traumatic experiences in the past.
Creativeness - Our participants are required to act in some way, by trying to show THE
KEEPER than you have the keys when you in fact don't in order to throw them off the trail
of where the keys actually are. By doing this our participants are at the beginner level of
performance and are already beginning to use the technique of acting while playing this
game. Keeper of the keys promotes patience, running back to the start line and throwing
the keys is not permitted in this game, therefore the participants must take their time
when getting the keys back to the start line and use their skills of diversion.
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram.
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COMMUNICATION AND
UNDERSTANDING
9. Activity Name: The Machine of Rhythms
Explanation:
A participant goes into the middle and imagines they are a moving part in a complex
machine. They start doing a movement with their body, a mechanical, rhythmic
movement, and vocalising a sound to go with it. Everyone else watches and listens, in a
circle around the machine. Another person goes up and adds another part to the
‘machine’, with another movement and another sound. A third, watching the first two,
goes in and does the same, so that eventually all the participants are integrated into this
one synchronised, multiple machine’. When everyone is part of the ‘machine’, the
workshop leader asks the first person to accelerate their rhythm. Everyone else must
follow this modification, since the machine is one entity. When the machine is near to
explosion, the workshop leader asks the first person to ease up, gradually to slow down,
till in their own time the whole group ends together. It is not easy to end together, but it is
possible. For everything to work well, each participant really does have to try and listen to
everything they hear.
Usefulness:
The main use for this exercise is to develop communication skills within the group, as well
as develop group cohesion, which will be much needed when developing creative
content and recording the pod play.
Source:
Augusto Boal “Games for Actors and Non-Actors”.
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10. Activity Name: Guess the Leader
Explanation:
All participants create a circle except one. This person leaves the room. We call this
person THE GUESSER. While the guesser is out of the room, the circle nominates one
person to be THE LEADER (the guesser is not told who the leader is).
Once the leader is selected the guesser re enters the room and stands in the centre of
the circle. At this point the leader begins to make subtle movements which the rest of the
circle must copy. It is the guessers job to scan the circle and take a guess at who they
believe is leading the rest of the circle (the guesser gets 3 attempts at identifying the
leader). It is the job of the rest of the group to work together to make it as difficult as
possible for The Guesser to identify The Leader. If the guesser does not successfully
identify the leader after 3 attempts, the leader makes themselves known. The person who
was leading in the previous round will leave the room and take up the role of guesser, the
circle will then nominate a new leader and the process starts over again. In this game it is
best to explain to participants that that subtlety is key, I.E. if the leader is stood directly
next to you, by looking at them to see the actions you will give away their identity, it is
best to use each other as tools, by looking across the circle and using somebody facing
the leader as a mirror.
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Usefulness:
This exercise is very useful in many ways:
Guess the leader is a great warm up game, it is a game that every member of the group
can get involved in, those participants who wish to take more of a role can do so in
volunteering to be THE GUESSER or THE LEADER, and the more timid members of the
group who feel they don't wish to be as out there can also be involved. This game is one
that can be played anywhere as it does not take up a lot of room, by creating a small
circle and the game being stationary we do not need to move around and use up a lot of
space. Guess the leader is a good way to promote focus, both on an individual level and
as a group. the teamwork element of the game, needing to move as a unit and mirror
each other, promotes a cohesion between all participants in the circle. On an individual
level each participant must play their part in staying in sequence with other members of
the circle and working out the best way they can mirror the leader without giving away
their identity. Also as THE GUESSER it takes a certain level of focus and detective work to
find THE LEADER.
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram.
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11. Activity Name: Guess the emotion
Explanation:
The facilitator writes down a number of emotions on different pieces of paper eg shock,
suspicion, happiness, boredom, longing, interest etc. Each of the different pieces of paper
are folded up and shuffled, so the emotion written on each one cannot be seen.
The facilitator asks for a volunteer to pick one of the pieces of paper at random. The
volunteer then opens the piece of paper, making sure none of the other participants can
see the emotion they have been given. The facilitator should give guidance to the
volunteer. Ask them to think of a situation that would make a person feel this particular
emotion. They should give the volunteer 1 or 2 minutes thinking time, if they need it.When
the volunteer is ready, it is their job to then portray this situation, and therefore, this
emotion to the rest of the group without speaking. It is the job of the rest of the
participants to correctly guess that emotion. Following this, the volunteer can, if they wish,
explain the fictional situation that they were portraying. The facilitator will then ask for
another volunteer to pick another piece of paper with a different emotion.
This process is repeated until all participants in the group have volunteered.
The facilitator should make a note of any interesting characters/worlds/situations
created.
Usefulness:
By ‘performing’ to the rest of the group, this exercise begins to develop the participants
self confidence. Through using non-verbal communication, this develops both the
emotional expression of the ‘volunteer’ and the empathy of those watching, as they
interpret the emotion being portrayed. Through using the safety net of fictional characters
and scenarios, this is achieved in a safe, responsible, but fun way. Additionally, this
exercise can also be used as a tool to create new characters, situations and worlds –
adding to the building blocks of creating the final pod play
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram.
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12. Activity Name: What’s in a name?
Explanation:
1st phase: Individual work
The facilitator will lead a brain storming session with the participants, creating a list of all
the 'names’ a person may be given during their life… eg, brother, sister, manager, teacher,
friend’ etc. Each participant choses one of the names, and puts it into a sentence. From
this, each participant thinks of a situation/scenario, which includes this sentence.
2nd phase: group work
The participants form groups of 2 or more (depending on your group size). Each group
decides to act out one of the participants chosen scenarios. Some groups are not allowed
to use verbal communication and therefore have to act the scene only using body
language, mimic and gesture. Other groups can only verbally communicate and not use
body language. The facilitator should decide which.
3rd phase: Acting
Each group will present their result. If the participants want, they can act their scene again
with the other method.
4th phase: Evaluation
The participants analyse the scenes, trying to answer the following questions:
- How do the two different acting styles come across? How do the scenes appear?
- As your character, did you encounter a situation where you were unable to speak
because of a certain emotion?
- Why did you chose the name that you did?”
Usefulness:
This activity introduces the two basic components of acting: verbal communication and
non-verbal communication. To show the clear difference, groups will use only one of
them to enhance the understanding. Besides that, participants will start reflecting about
their emotions and discuss about how descriptions by others influence their identity and
personal development.This exercise also begins to develop characters, relationships and
scenarios which can be re-visited when creating content for the Pod Play.
Source:
Positive Psychology Program.
https://positivepsychologyprogram.com/drama-therapy/#activities-drama-therapy.
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13. Activity Name: Represent a community fairytale or story.
Explanation:
1st phase: Individual work
This exercise is based on the improvisation technique, which consists on the creation of a
dramatic scene where certain characters dialogue spontaneously, as a result of a certain
stimulus, for example a word or situation, a music piece, characters, objects, themes or
narrations, and which allows the development of personal and group creativity,
spontaneity, communication and theatrical expression. Participants are asked to narrate a
story, myth or legend of their community, with everyone being heard, while deepening
the understating of the background of the community and its diversity, and getting to
know different characteristics of the habits and behaviours of the people belonging to
their community. Among all the stories, myths and legends narrated, the group will pick
up the story they like most, and afterwards, they will represent this story in short and
dramatized scenes.
These improvisations can be done in different ways, such as doing pantomime, using
puppets, with spoken or sung dialogue, depending on the skills of the participants as well
as how they feel more comfortable with, and thus, there is no need of having a certain
experience in these interpretative skills.
Usefulness:
By using this technique, participants will be able to:
-Get familiarized with basic interpretive techniques and acquire interpretative skills.
-Develop communication habits towards the public.
-Encourage the critical thinking of the participants.
-Foster the active participation of young people in the development of the activity.
Source:
https://oleateatro.wordpress.com/arte-y-creatividad/actividades-del-arte-dramatico.
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14. Activity Name: Group Pictures
Explanation:
The facilitator should split the participants into smaller groups of 2 or 3. They should tell
the participants that they are going to give each group 2 minutes to create a picture.The
facilitator should first ask the groups to create a picture of an inanimate object, eg a
washing machine, a television, a car. The participants can only use their bodies to create
the picture – no sounds. Once they have completed their picture, they should stay still in
that picture – as if someone has taken a photograph of them.
Following the 2 minutes, one by one each group should show the others their ‘picture’.
Once all have shared, the participants should be given the opportunity to discuss their
interpretations with each other – the differences and similarities between each group. The
facilitator can repeat this stage of the exercise creating different ‘objects’, until they feel
participants are beginning to become more confident within the exercise. The facilitator
should then re-organise the groups so they are slightly bigger – possibly 3 or 4 members
per group. The same process is repeated again, but the facilitator should give the
participants 3-4 minutes to create a picture of a setting, eg, home, the city, a community
centre etc. The facilitator should guide participants, asking them to also think about and
depict the different people you may find in these settings. Following the 3-4 minutes, one
by one each group should show the others their ‘picture’, following which interpretations
should be discussed, along with the people they have portrayed within the picture, and
their relationships/views with and of each other.
The facilitator should use any notes taken of any interesting characters/worlds/situations
created through this exercise.
N.B, the facilitator should feel free to allow participants to choose the settings they want
to create a ‘picture’ of, should they feel it’s appropriate to their participants capabilities.
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Usefulness:
This exercise is useful for participants to begin to explore wider social issues eg poverty,
employment, etc, but in an organic way. Through creating ‘pictures’ of settings and
depicting the different people you may find within them, participants will not only
naturally depict social issues which are important to THEM, but will also express THEIR
opinions on these issues. Through discussions, exploring different interpretations etc, this
exercise also increases the participants tolerance, communication and understanding of
others.The characters and relationships created, and the issues depicted and explored by
participants can also be used as a building block to begin to create creative content for
the pod play.
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram.
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CREATING THE CONTENT
15. Activity Name: Character Shoe
Explanation:
The facilitator places a shoe in the centre of the room. The shoe can be any type (e.g.
running shoe, stiletto, man’s boot, a scruffy trainer etc).
The facilitator then asks the participants to think about who this shoe could belong to…
The facilitator should ask participants to think about:
- The name of the shoe owner
- Age
- Appearance
- Where they live? What town? What type of accommodation? Have they always lived
there? Do they live alone?
- What they do for a living? Have they always done this? If not, what did they used to do?
- Who are their friends?
- Do they have a family?
- What their hopes are?
- Are there things that they are good at?
This list is non-exhaustive. The facilitator can use these points to begin the thinking
amongst the participants, but respond to the information the participants are giving and
probe for more detail. The more detailed the life and character the young people create,
the better.The characters the young people create, and the detail that they give should
be noted down – either by the facilitator/young people – depending on the needs and
capabilities of the participants.This exercise can be conducted as a whole group, or in
smaller groups. We recommend that this activity is repeated using different ‘types’ of
shoes to enable the participants to create different characters. Facilitators and
participants can then begin to see if there are any potential links which can be made…
Eg shoe 1 belongs to Claire – an 18 year old girl who has 2 younger brothers who she
looks after since her Dad left.
Shoe 2 belongs to Jack – a 51 year old builder who travels from town to town working
different jobs.
Could the character of Jack be the father of Claire?
Facilitators can then use other ‘creating the content’ exercises to explore these potential
links. Any interesting links generated should be noted by facilitators.
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Usefulness:
This exercise is most useful at the beginning of the process, for participants who lack self
confidence, or who are sceptical about their creative ability. It immediately enables
participants to create complex ‘characters’ , ‘worlds’ and 'relationships’ which can begin to
form the basis of the storylines for the pod play, provide material for further creative
exploration, and/or begin the creative thinking within the participants which will be
needed throughout the process.
It also enables participants to begin to explore issues that interest them most, as they will
naturally create characters situations, and relationships that are relevant to them.
The facilitator should explain at the end of the first time they deliver the exercise that the
participants have just created a complex character and a world within which they live, and
therefore, all have the creative thinking needed to create a dramatic, engaging Pod Play.
Source:
Criminal Justice Arts Alliance Conference, 2019. Birmingham, UK.
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16. Activity Name: Throwing stones
Explanation:
1. Ask participants to recall an incident when they felt angry or frustrated and they felt the
desire to do something destructive. Participants can share these thoughts with each other
if they wish to do so.
2. The facilitators improvises a pose as someone is about to throw a stone. This position
represents someone in extreme anger or frustration.
3. After the demonstration, participants have 30 minutes (in different groups, depending
on the number of participants) to prepare a short role play that represents the incident,
which ends in the act of throwing the stone. A hand-out can be given to help developing
the role play. Questions can be, for example, the following:
• Who is the person and on whom are they throwing the stone?
• What does the person want to achieve by throwing the stone?
• Which particular event made the person to throw the stone?
• What are the feelings of the person throwing the stone before doing it?
4. Debriefing: A problem tree can be used to represent the problem, its roots and the
consequences of the particular act. Debriefing has an important role, thus questions
should focus on feelings and if the act actually resolved the problem.
Usefulness:
Not only will this exercise begin to allow participants to reflect upon their own
communication and conflict resolution skills, but through exploring different conflict
scenarios, participants begin to create characters/relationships/situations/worlds which
can be utilised when creating content for the pod-play.
Source:
Compass Manual.
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17. Activity Name: Freeze Frames & 5 seconds of life
Explanation:
The group forms a circle. The facilitator asks for a volunteer to walk into the centre of the
circle and freeze in an action of their choosing. This is done in silence, with the volunteer
not telling the rest of the group what the action is. The facilitator then asks the group to
have a look at the pose and think about what the person in the centre is doing/any
emotion that they are showing. The facilitator then asks for another volunteer to enter the
circle and add to the ‘freeze frame’ by freezing in another pose. This process is repeated
until the group is in agreement that the ‘freeze frame’ is complete. N.B Participants in the
circle should create 1 ‘freeze frame’, not create several separate ones. Whist the
volunteers remain ‘frozen’, the facilitator then taps one of the ‘frozen’ participants on the
shoulder. The ‘frozen’ participant is then ‘brought to life’. The facilitator should ask them a
series of questions i.e what their character is doing? Who they are? If they know any of the
other characters in the ‘world’ of the freeze frame. The facilitator then taps them on the
shoulder again, and the participant goes back into their frozen pose. The facilitator then
needs to stress to the rest of the participants in the freeze frame that despite their original
‘action’ they had in mind when they entered the circle, they should now work with the
‘storyline’ given by the ‘unfrozen’ participant.
The facilitator then taps another member of the ‘freeze frame’ on the shoulder and asks
them similar questions i.e What their character is doing? Who they are? How do they
know the other characters in the ‘freeze frame’?. The participants’ answers need to
compliment everything that they have heard in order to create one ‘world’.
This is repeated until everybody in the freeze frame has been ‘brought to life’.
N.B This exercise can be used multiple times to generate different, interesting ‘worlds’
and/or ‘characters’. The facilitator should make a note of any interesting
characters/worlds/situations created.
Usefulness:
This is to begin to develop participants improvisation skills. It also begins to enable
participants to create ‘worlds’, ‘characters’ and narratives which can begin to form the
basis of the storyline for the play. It also enables participants to begin to explore issues
that interest them most, as they will naturally create characters and situations that are
relevant to them. By participants working with each others ideas, and not against them,
this exercise naturally develops participants listening and communication skills,
teamwork, and the ability to cope with the unexpected.
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram.
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18. Activity Name: Extended Improvisations from freeze frames
Explanation:
This exercise is to be used following Freeze Frames & 5 Seconds of Life. The facilitator
should use any notes taken of any interesting characters/worlds/situations created
through the freeze frame & 5 seconds of life exercise. The facilitator should then ask the
participants to expand on this. Example 1. in 1 freeze frame, the young people may have
created 2 characters who were having an argument. In this exercise the facilitator could
ask 2 participants to show us more of these characters – for example, exploring these two
characters the day before the argument, what were they doing, where were they, was an
argument brewing? The facilitator should ask the participants to spend 15 minutes to
develop a short scene in which they explore this. The participants will then come back
and show the rest of the group. Example 2. In 1 freeze frame participants may have
created a really interesting ‘world’ or setting – for example, a spaceship. The facilitator
could ask 4 participants to take 15 minutes to create another scene on this spaceship
either using characters from the freeze frame, or brand new characters, or a mix of both.
The participants will then come back and show the rest of the group. N.B Similar to the
previous exercise, the facilitators should make a note of any interesting situations,
relationships and crucially, dialogue created by the participants.
Usefulness:
This exercise is crucial to build up the creative content needed for the radio play. It allows
participants the freedom and responsibility to create more in depth narratives and
characters as a team. Through doing this, it allows participants to take ownership of the
development, working more independently from the facilitator.
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram.
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19. Activity Name: Cross Improvisations
Explanation:
This exercise is to be used following the Extended Impros from Freeze Frames.
The aim of this exercise is to bring together the different creative content generated to
create 1 narrative. The facilitator should use any notes made from the previous exercises of
interesting situations, characters, relationships and dialogue. E.g Example 1 – the Facilitator
may ask to see the 2 characters who had an argument in impro 1 interact with another
character from impro 2. Example 2 – the Facilitator may want to see a character from impro
3 (which took place in a supermarket), in a scene in another setting i.e, the spaceship from
impro 2. Example 3 – the facilitator may ask to see characters from impro 1, 2 and 3 in a
scene all in the setting of the spaceship from impro 2. The facilitator will ask participants to
take 15-20 minutes to develop the scene, who will then come back and share with group.
Similar to previous exercises, notes should be made by facilitators but focusing on dialogue
generated by participants. An alternative – Instead of participants breaking out into smaller
groups and working alone, the facilitator can ask for everyone to work on each scene as a
group. The facilitator should ask for volunteers to take part in an improvisation.The rest of
the group should ‘form an audience’ to watch. The facilitator should ask members of the
‘audience’ to volunteer a ‘1st line’ and a ‘setting’ to start the improvisation off. The
volunteers should then use this as a starting point and improvised around this. Facilitators
made notes of any interesting lines/dialogue generated. 1 or 2 participants from the
audience also can take part in making notes (depending on their literacy levels). At the end
of each improvisation, the group should acknowledge the effort by the volunteers by a
round of applause. There should then be an opportunity for constructive feedback and
discussion from the ‘audience’ members – what elements of the scene the group want to
keep, what they want to change, and how this effects the next improvisation that’s needed
in order to develop the content for the Pod Play.
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Usefulness:
This begins to solidify the narrative, characters and setting for the play. This is also a tool for
facilitators to be able to get different members of the group to work with each other, who
may not have done previously. As the narrative starts to become clearer, this exercise
develops the confidence of the participants. This exercise also allows facilitators to begin to
steer the participants into the ‘roles’ in which they can flourish. The alternative option to this
exercise is particularly useful if the group struggles to work on their own. This alternative
ensures that all participants are involved in every scene, and group focus is maintained.
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram.
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20. Activity Name: Refining the narrative
Explanation:
This exercise is to be used following Cross Improvisations. The facilitator should use any
notes made of interesting scenes/characters created. The facilitator should list these
scenes, and with the group put them in an order, identifying any gaps in the narrative that
could be filled with potential scenes to produce the final play ready to be recorded. As a
group, participants decide on what needs to happen in the ‘missing’ scenes. The facilitator
will ask members of the group to take 15-20 minutes and work on these scenes. The
participants will then share the scene with the group. The facilitators should take note of
dialogue. During this phase, facilitators may wish to re-visit scenes developed previously
in order to refine the dialogue, and allow the young people to decide if anything needs
adding to these scenes for the final play.
An alternative – Instead of participants breaking out into smaller groups and working
alone,the facilitator can ask for everyone to work on each scene as a group.The facilitator
should ask for volunteers to take part in an improvisation. The rest of the group should
‘form an audience’ to watch. The facilitator should ask members of the ‘audience’ to
volunteer a ‘1st line’ and a ‘setting’ to start the improvisation off. The volunteers should
then use this as a starting point and improvised around this. Facilitators made notes of any
interesting lines/dialogue generated. 1 or 2 participants from the audience also can take
part in making notes (depending on their literacy levels). At the end of each improvisation,
the group should acknowledge the effort by the volunteers by a round of applause. There
should then be an opportunity for constructive feedback and discussion from the
‘audience’ members – what elements of the scene the group want to keep, what they
want to change, and how this effects the next improvisation that’s needed in order to
develop the content for the Pod Play.
Usefulness:
This is the final stage in the Script development for the final play. It allows the young
people to have overall control over the final content. It enables the participants to
develop their patience, persistence, self belief and commitment – to each other and the
overall final play. The alternative option to this exercise is particularly useful if the group
struggles to work on their own. This alternative ensures that all participants are involved in
every scene, and group focus is maintained.
Source:
No Place Productions’ TOGETHER Program est 2014. Practitoners John Burns, Rachel
Worsley and Carl Cockram.
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21. Activity Name: ECO
Explanation:
This exercise is based on the improvisation technique, which consists on the creation of a
dramatic scene spontaneously, and it serves as a warm-up activity. The group will be
arranged in a large row. Whoever is ahead will move at a pace that allows those behind
her/him to follow her/him. It will be important for each participant to follow whoever is
exclusively in front of her/him, so that it produces a collective movement in domino
effect. After few minutes the first person in the row will go back and so on until all the
people have lead the row.
Possible variations:
After all have passed through the first experience, 2 or 3 rows can be made to occupy the
entire space.
Usefulness:
“This exercise is useful in a number of ways–
-Warm up physically
-Focus their concentration upon the session
-Begin to work together as a team
-Enable the facilitator to assess group dynamics”
Source:
http://improvipedia.blogspot.com/p/juegos-de-impro.html
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