
Creativity Day 2015 
Improvisation Workshop with Peggy Eserkaln 

Hosted by the HSSD Gifted and Talented team 

Name of Game Description

“Shake It Out” Good 'get the wiggles out' energizer. Shake each hand and each foot as 
counting backwards from 10, then 9, then, 8, all the way down. 

“5 Second 
Environment

Level One: Full group stands ‘superhero space’ – host calls out 
‘things’ (can’t be a person) to be (broccoli, mashed potatoes, 
skyscraper). Players must become that item in 3 seconds.  Repeat as 
needed. 

Level Two: Full group – this time it’s a ‘category’ (food) and players pick 
one item to be from the category. NOVELTY is a goal. 

Level Three: 4-8 players and 1-3 guessers. Guessers leave the room. 
Host provides location. Players create ‘environment’ with no repetition 
of objects. Guessers attempt to guess location, then items. 

“What Are You 
Doing?”

Pairs/ Head-to-Head game. 
The first player starts miming an activity. As soon as the activity is 
clear, other player asks "What are you doing”? The first player answers 
something that has nothing to do with what he's actually doing. 
VARIATIONS: 
open round 

category – related to school 

one letter – has to start with a, then b, then c…. 

two letters – has to start with intials (N.S. – Noticing squirrels)

“Forward and 
Reverse”

The players start doing a straight scene based on the audience's 
suggestion. At any time the host can call out "Reverse". The players then 
start doing the scene backwards. Although the order of the lines is 
reversed, each line is said forward. Then the host can call out "Forward" 
and the scene moves forward again. The host will continue to switch 
back and forth to try to mess the players up.

“Arms Expert” Player A stands with their arms at their side while player B pushes their 
arms through the armpits of player A. Ideally the players will be chosen 
for appropriateness of size. It is ideal if the arm supplying player can 
hide behind the talking player. The two go about the scene usually in the 
form of a question answer session with the audience. The talking player 
is left to justify the actions of the hands that they have no control over.



Improvisation Rules to Remember: 

1. Eliminate “wrong” or “no” from vocabulary when encouraging creativity.  

2. Novelty is the goal – “new or original ideas” 

3. Guessing is a creative skill – “quantity not quality” 

4. Always do something instead of nothing. 

5. Nothing gross or violent – it is too EASY and breaks the scene.  

6. Be COMPETENT and CONFIDENT in your actions. 

7. Be safe, be appropriate and be unusual.  

8. Steel vs Jello thinking – there are times and places for both.  

9. Support others in their creative thinking by letting them think (and not giving 

your answer!) 

“Bippity Bippity 
Bop”

Played in a circle with one person in the middle. Person in the middle has 
4 options: 
1. Point at someone in the circle and say “bippity bippity bop” as fast as 
she can. The person being pointed at must say “bop” before she gets to 
the end of her phrase. 
2. Point to a student and only say “bop”, the student must stay quiet.  
3. Say “Elephant” and student in middle must make a trunk with each 
player on the side of them making ears. 
4. Say “airplane” and student in middle must form goggles with each 
player on the side of them making wings. 

“Trios” Group in a circle. One person jumps in middle and says "I am broccoli", 
next person must do an associative item "I am cauliflower", and the next 
(3rd) person adds another association "I am a carrot".  New person 
starts new trio. Rules; no 'people' - only objects as ideas. Try not to 
repeat any ideas. 

“Dr Know-it-all” Dr. Know-it-all is played by three players (optionally also by two players), 
standing beside each other, and who are only allowed to speak one word 
at a time. So each player will say only one word, in the order Player 
1-2-3-1 and so on. Another player will play the interviewer who questions 
Dr. Know-it-all.


