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RESOURCES

Chairs

Fruits

Items of clothing
Plastic waste
Fresh flowers
Paper

Pens

" ROOM SET-UP

School hall or studio
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ACTIVITY ONE: FRUIT SALAD

WHY PLAY THIS GAME?

This game is usually aimed at primary school children, but we used
it as a springboard to engage Y9 pupils in a playful yet thought-
provoking conversation about global patterns and systems.

'HOW .TO PLAY

DO: Arrange enough chairs in a circle for the whole group except for one chair.
DO: Nominate one player to stand in the middle of the circle.

DO: Give each player a name of one type of fruit (out of a possible three options). Choose a mix of fruit
from around the world. We went for: apples, oranges, and bananas.

EXPLAIN: The player in the centre of the circle will call the name of a fruit and whoever is that fruit e.g.
‘bananas’ should move from their seat across the circle to find a different seat. Players who are ‘oranges’
and ‘apples’ stay in their seats. It is then up to the player in the middle to try and get to an empty seat
before it is taken. Whoever is left standing then goes in the middle and calls out a fruit.

NOTE: It is possible to do combinations of fruit e.g. apples and oranges.

EXPLAIN: If the player in the middle calls ‘FRUIT SALAD' - all players must move across the circle the find a
new seat.

Together, we discussed:

What impact does eating food out
of season have on the planet?'
What other choices could we make?
What are the barriers to these
choices?

How_can education help us
understand more about growing
locally sourced, sustainable food?
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WHY PLAY THIS GAME? )

This game is great for concentration and getting to know individual
names within a group. It also promotes ensemble working. We
used this game to begin thinking about global journeys.

'HOW .TO PLAY

DO: Get players to stand in a circle.

EXPLAIN: One player will make eye contact with another player across the circle and starts
walking towards them but says their own name as they complete this journey. They then take
the place of that player, prompting them to start walking across the circle to find someone
else.

EXPLAIN: Eventually, all players will have walked across the circle.
Then, the group repeats the ‘pattern’ of journeys. This requires focus and concentration!

DO: Once the pattern is established, start playing with tempos, rhythms, and ways of
travelling and greeting each other.

Consider how can the young people make the moment of arrival and departure more
interesting.

Perhaps develop this idea further so that each crossing represents a journey around the
world. Play and experiment with ways of moving across the circle, imagining it is the globe.
This may be a mode of transport, the reason for the journey, or the emotional response to
completing the journey.
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ACTIVITY THREE: STUDENT-LED RESEARCH

WHY PLAY THIS GAME? )
Student-led research is a great way to foster young people's
interest in a topic and get them to take ownership of their
learning and engagement.

HOW TO PLAY

DO: Divide young people into three research teams
Team One: Flowers

Team Two: Fashion

Team Three: Food

ASK: Each member of the group to research the impacts the above industries have on the
planet and how they contribute to the climate crisis. You may choose to steer them towards

certain websites / resources to help them complete this.

DO: Once the young people have completed their individual research get them to share their
findings with the rest of their group.

ASK: What did they find out? Did they discover similar findings? What was most surprising?

ASK: Each team to present their findings to the rest of the group. This could be informally
through conversation or via a prepared presentation or performance.

DO: Use these presentations and the research as a starting point or inspiration for devising.
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ACTIVITY FOUR: CHANCE PROGEDURES

WHY PLAY THIS GAME?

We wanted to expand upon and play with some of the concepts from the games and activities described
above to see how we could develop these elements into a performance. We introduced some
techniques from choreographer Merce Cunningham and his collaborator John Cage. Using their idea of
‘chance procedures’, which involves deciding on different variables that may happen during an
improvised performance and giving certain performers different ‘rules’ which are not shared with all
performers. Using chance procedures opened many new possibilities for movement and other
choreographic elements.

"HOW.TO PLAY
We took the Circle Pathways pattern and asked the young people to repeat this pattern 5 times. We
mapped the room as a map, establishing where in the room each continent was. They each started from
a point in the room which represented a country. On each repetition, we introduced a new rule.

We have included ours a guide below however you could create your own rules and chance cards with
your group. To begin with, the idea is that the other players do not know each other’s chance card - so

write these out on pieces of paper and give them to individuals.

We used props such as items of clothing, fruit, flowers, and plastic waste and established a place in the
room which represented ‘the great pacific garbage patch’ (linked to our student-led research)

CHANCE CARDS )

No rule 1st round - establish the pattern.

ROUND RULES

1.

2. Pick up flowers on your next move and deliver them 2nd round - greeting each other as if
3. Take anitem of clothing and deliver it 33”03 met tgergat a pam"t

4, Pick up and dump some plastic on the pacific pile wl:aitr:;n - bance whilstyou are

5. Pick up some fruit and deliver it 4th round - think about how you are
6. Reject item you are delivered travelling between points.

7. Trace your journey in chalk every time you shift place 5th round - introduce rule via chance
8.  Chaos Instigator cards.

9. :

Shout out - 139 miles Kent to Coventry

10.  Shout out - 4,934 miles Ivory Coast to Coventry
11.  Shout out - 5300 miles Costa Rica to Coventry

12.  Shout out - 1040 miles Spain to Coventry

13.  Shout out - 11,426 miles New Zealand to Coventry

vy  EE

ACTING ON CLIMATE - TEACHER RESOURCE e

Arts and
Humanities
Research Council

Social
Research Council



