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 The Flash Mob 

 
Let’s begin with a working understanding of what a Flash Mob is:  
‘A flash mob is a group of people who give an organised but 
unannounced performance in a public space. There are lots of different 
flash mob styles, from pure entertainment to advertising, tributes to 
political protests.’ Delnext.com 
 
Characteristics of the Mob 
In PbC contexts Mobs can be used to explore key topics and celebrate 
languaging in a unique and exciting way. The modern concept of 
mobs, Flash, Smart and others can connect to performance art and 
Agit prop models from the sixties.  
Modern Flash Mobs are mostly choreographed song and dance but 
can also be a rehearsed scene with characters and dialogue. If 
students are not familiar with Flash Mobs, show them some videos on 
YouTube so they gain a better understanding. 
 
Step by Step 

• After introducing the topic that will be used for the Flash Mob 
students decide on whether they are going to work as one group 
or several smaller groups. 

• You will need a large open area for students to be able to 
practice.  

• Before beginning the creation decide on a deadline in which the 
Flash Mob has to be ready to be performed.  

• A performance space also needs to be targeted and a time to 
have maximum impact for the performance.  

• The Mob could happen in a neighbouring classroom or outside in 
more public parts of the school, perhaps in assembly time.  

• The element of surprise is key in a Flash Mob but it is important to 
have bigger details organised so it can run as smoothly as 
possible. When planning a Mob please ensure you have the 
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necessary permissions to perform from the relevant school 
authorities. 

• Start with an overview/summary of the chosen topic identifying 
possible narratives and opportunities for adaptation.  

• Highlight key points of the topic that you want to be explored 
during the performance. 

• Encourage students to brainstorm ideas for how they want to 
present the flash Mob, giving them pens and paper to organise 
their ideas. Work on a storyboard. 

• Depending on how much time you have, get them rehearsing on 
their feet as soon as possible. 

• If necessary, create basic props for the flash mob. 
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Following are a list of introductory drama exercises that combine most of 
the objectives and aspects needed when creating Flash Mobs.  

 
Hot Spot 
Hot Spot is a game which helps to strengthen improvisation techniques 
and allows students to get ideas of storytelling flowing. 

• Hot Spot begins with the group standing in a circle. 
• A suggestion may be given by the teacher or other students, but 

it is not necessary. One person will step into the centre of the 
circle and begin telling a story, for beginners it can be a story 
that the group would be familiar with. For more advanced groups 
they can begin improvising their own story. 

• After a few lines of the story someone must tap out the player in 
the centre and take their place. That player then begins telling a 
new story somehow inspired by the previous story. For example 
they could use a character from the previous story, a theme or 
the setting. 

• That becomes the pattern, as player after player taps into the 
centre of the circle to tell a story. Players in the surrounding circle 
may support by adding in sound effects, for example if there is a 
creaking door, rain, a baby crying etc. 

• The circle also provides support by tapping in to move the 
exercise along and not leave the player in the centre for too 
long. 

This can also be played using song to get students comfortable with 
singing  

• One person goes into the middle and sings an existing song 
• That person is tapped out by someone else. 
• They sing a related song. 
• The song can be related in any way - that's not important. 
• Each person should only be in the middle for a few seconds 

before being tapped out. 
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• It can also be played with elimination as you can go in the order 
of the circle, giving the next person 10 seconds before they have 
to take over singing and if they hesitate too long they are 
eliminated. 

 
Group Mime 
This can be completed in several stages as described below: 
Knife and Fork/Ten Second Objects 

• Students will work in pairs 
• The teacher will ask the pairs to create different objects and they 

have 10 seconds to do this.  
• Each group will then show how they created the object. 
•  After a couple of rounds it is good to ask them to make the 

sound of the object and then make it move. 
Examples of objects: 
Volcano 
A flower in a flowerpot 
A pyramid 
A knife and fork 

Miming a large moving vehicle.  
• One player may be the driver or passenger but the other must 

form the vehicle.  
• Players should add sound effects.  
• Players should try to represent not only the part but how it 

functions. If we see train doors, how do they open?  
• To help the players they can look at different types of vehicles 

and examine their major component parts.  
• Players should be given enough time to prepare. 

Group Household Appliance Mime 
• In groups players must mime a household appliance. One player 

can be the operator.  



20.04.2019  

 5 

• Ask for sound effects. As in the previous mime it helps if the 
players can discuss what the individual components of their item 
are and how they function.  

• During their mime they should try to show all the possibilities and 
functions of their appliance. If they mime a washing machine, 
they can demonstrate the machine filling with water, rinsing and 
they can demonstrate the different speeds. They can also 
demonstrate off/on.  

Group Animal Mime 
• In groups of five to eight the players choose an animal which 

they’ll mime together as a team.  
• The players should think about all the parts of the animal and 

how they work together to create the form and movement of their 
animal.  

• The animal should not be static but should get up and walk 
around, make noises and then go to sleep! 

 
Gibberish Musical 
A simple but effective exercise that allows students to engage with their 
range and performance without having to concentrate on remembering 
words. The most important thing for this exercise is to tell the students 
to be free and not think too much about what they are doing, as this 
will allow them to create more effectively. 

• Students should be put into partners. 
• A type of musical can be given to each set of partners for 

example, comedy, romantic, tragedy. For beginners or younger 
students they can choose a musical they both know and tell the 
story through gibberish. 

• It should just be a short scene, only 8-10 lines. 
• One person sings to their partner in gibberish.   
• They then answer in gibberish.   
• Then they come together in a beautiful/terrifying gibberish duet 

at the end of the scene. 
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• As an introduction to this exercise, a musical scene can be 
created using the vowel sounds, rather than jumping straight in to 
gibberish as this can be a hard task for beginners. As each 
partner moves through the scene, each line can be sang using a 
different vowel for example “A, aaa, a, aaa, a” with the partner 
responding with a new vowel. 

 
Funky Chicken Game 
A silly but fun game that gets the students moving in a group without 
the pressure of performance. The idea of the game is as follows: One 
person (leader) presents the text, the rest of the group answers, then 
some moves are made. 

• Text 
Leader: I want to see your funky chicken! 
Group: What's that you say? 
Leader: I said I want to see your funky chicken 
Group: What's that you say? 
All: I said oo, ah, ah, ah, oo, ah, ah, ah 

• All: Repeat  
• During the last two lines of the text, all players move towards the 

center of the circle, doing the movements that have been asked 
by the leader. 

• Then, the text is repeated but the funky chicken will be replaced 
with a different dance move. Each time, all the moves suggested 
are repeated (for the last two lines). 
 
 

Examples of moves 
Frankenstein: hold your arms and hands in front of your chest and 
move around like a zombie 
Elephant: use your arms to form an elephant's trunk 
Queen Elizabeth: form a saucer and a cup with your hands and drink 
some tea like the queen would 
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Superman: pose like superman when flying around 
Pink Flamingo: stand on one leg and jump around 
Sumo Wrestler: stamp each leg, with arms bent and fists clenched, like 
a sumo wrestler preparing for the fight 
 
 
The DVD Dance Game 
A simple movement exercise that will allow students to focus on their 
body and follow easy commands whilst music is playing. It is also 
useful as a warm up to get students focused. The teacher can be the 
leader while the students will be the performers. Here are some of the 
dance steps you can include.:  

• Fast Forward: For this particular pose, students will have to run or 
walk in a backward movement. 

• Record: When the caller calls out this word, students will have to 
make a funny face. 

• Slow Motion: In this particular pose, students can choose to 
dance, walk or run but in a slow and exaggerated manner. 

• Stop: Students will immediately have to stop whatever they are 
doing. 

• Pause: Students will have to start jumping as soon as this word is 
called out. 

• Broken record: Students have to freestyle their own crazy dance 
move. 

 

 


