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SOUND AND MOVEMENT
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COOKIE
Devide into pairs. One person navigates the other, whose eyes are closed, by saying “Cookie”. 
 Stage 1: Guide says “Cookie” again and again.  When the facilitator says “…..?......” (we can’t remember what exactly we said) the guide moves further away from the partner, the blind partner must find the guide.
Stage 2: Guide can say “Cookie” three time after having moved away from the partner.
Stage 3: Guide can say “Cookie” once.
Stage 4: Guide is not allowed to say “Cookie” any more and must make other sounds for the partner to follow. 
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1 Slow motion

‘The winner is the last person home. Once the race has begun, the actors must
never stop moving and every movement should be executed as slowly as possible.
Each ‘runner” should take the largest step forward she is capable of, on every stride.
‘When one foot s being moved in front of the other, it must pass above knee-level.
In the process of moving the foot forwards, the actors must stretch their bodies
right out, so that in this movement the foot will break the equilibrium, and every
centimetre it moves, a new muscular structure will appear instinctively, activating
certain ‘dormant’ muscles. When the foot falls, the sound should be audible. This
exercise, which requires considerable equilibrium, stimulates all the muscles of
the body. Another rule - both feet must never be on the ground at the same time:
the moment the right foot lands, the left must rise and vice versa. Always with
only one foot on the ground.
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Name & Gesture

The group stand in a circle. The leader begins by introducing herself by her first
name accompanied by a physical gesture. The whole group repeat the name
and gesture. This process works around the group until everyone has said their
name and performed a gesture. This process is then repeated but without the
name this time. Then anyone who wishes takes a step forward and the rest of
the group must say his or her name and perform that person’s gesture.
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Bombs & Shields

Group spread out around the room. Each person chooses one other person
without making their choice known; that person is their Bomb. Then choose
another person — that one is their shield. The aim of the game is to keep your
shield between yourself and your bomb.

There will be a lot of frantic movement to begin with and the facilitator can count
down from 10 — 1 as the bomb is about to explode. On the command freeze, the
facilitator goes around the group asking if people managed to keep their shield
between themselves and their bomb.
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Columbian Hypnosis

Group divide into pairs — choosing A & B. A will ‘hypnotise’ B with her hand — B
must keep her face just a few inches from A’s hand at all times — always an equal
distance. A should try to manipulate B into all sorts of positions, using forgotten
muscles, in order to use her body in a different way. A & B swap around
Variation: Group divides into 3's. A hypnotises B & C using two hands which
may do entirely different movements at any time.

Variation: One person (A) stands in the centre of the rest of the group who stand
in a circle. Each person silently chooses a part A to be hypnotised by. ‘A’ then
begins to move about very slowly and the whole circle must follow their chosen
part.
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Directions:

Have students stand in a circle. Ask for one volunteer to go into the middle and begin to do a simple movement and make a
sound. (For example, the player may stomp and say “bump, bump, bump” etc.) This sound and movement must be repeated
several times until all players are imitating the volunteer. The volunteer continues doing this sound and movement while
moving out of the center of the circle and replacing another person who moves to the center. The new person in the middle
and group continue the original sound and movement until the new player reaches the center and changes it. All players now
start doing the new sound and movement simultaneously, etc.
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ivide into pairs. One person stands in front of the other and closes his eyes —
he is the blind car. The person behind is the driver who gives directions by
touching the ‘car's’ back with his hand;
Touch left shoulder = turn left; touch right shoulder = turn right; press centre of
back = move forward (pressure denotes speed); no touch = stop.





image6.png
2 Noises

‘The group divides up into pairs: one partner will be blind, the other will be her
guide. The guide makes an animal-like noise, like a cat, a dog, a bird, or a made-
up animal - and her partner listens. Then all the blind people are to close their
eyes and all the guides, at the same moment, start making their sounds, which
their blind partners must follow. When the guide stops making the sound, the
d person should stop moving. The guide s responsible for the safety of
d partner; he must stop her (ie. by ceasing to make his sound) if she s in
danger of colliding with another blind person or bumping into an object. He should
change his position frequently. If his blind charge is ‘good", if she is managing 1o
follow him, the guide should move as far away as possible. The blind person must
concentrate on her own noise, even when there are lots of other noises all around

her. The exercise deals with the selective functioning of the ear.




