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Game Play for Noisy Crowds
pieces for large groups of any instruments/sound sources
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Setting: 
The group is distributed over a large area ideally with the same 
instrument(s)/sound source(s).
Each performer must establish line of sight with at least two others. 
Performers can move as long as they maintain line of sight.
One player is nominated to begin the performance.

Play: 
Player A makes a hand signal to player B determining how many 
sounds are to be made (1 to 5).
Player B makes the number of sounds determined by player A.

Player A then mimics what player B has made.

Player B becomes player A, makes a had signal to another player and 
so on…

Performance finishes when one player decides to signal "no sounds" 
with a closed fist.

Variations:
1. Players aim to keep a steady rhythm throughout.

2. Players aim to speed up gradually with each exchange of hand 
signals.
3. Multiple instruments/sound sources can be used. In this case 

Player A shows the instrument/sound source while making the 
hand signal.
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Setting:
The group is distributed over a large area ideally with the same 
instrument(s)/sound source(s) and according to a pre-defined 
trajectory/shape (line, circle etc…).
Each performer must establish line of sight with at least two others. 
Performers can move as long as they maintain line of sight.
One player is nominated to begin the performance and the order of 
play is determined by the layout of the group.

Play:
Player A makes a sustained sound increasing the dynamic from "as 
quiet as possible" to "as loud as possible".

Player B begins to make a similar sound when Player A is "as loud as 
possible" and so on...

Performance finishes when one player decides not to pick up a sound 
from a previous player.

Variations:
1. Players aim to play a sound with similar characteristics except 
dynamics.

2. Players aim develop other characteristics of the sound along with 
dynamics.

3. Players introduce a "canon" by starting another sequence before the 
first sequence ends.

4. Player making the sound gradually moves closer to the player 
about to take up the sound.



GAME PLAY FOR NOISY CROWDS, PEDRO REBELO 2013 

ApingB
A1      A2      A3      A4     A…

B1      B2       B3      B4     B…

10x

A1      A2      A3      A4     A…

B1      B2       B3      B4     B…

9x

Setting: 
 Group is divided in two sub-groups and placed opposite each other
One player is nominated to begin the performance and the order of 
play is determined by the layout of the group.

Play: 
First player in Group A plays a short sound and first player in Group 
B responds. The two players repeat the action (call and response) 10 
times establishing their own rhythm. 

The next two players pick up the pattern and carry on 10 times and so 
on…

After the last players in each group, play returns to the first players 
with another cycle this time repeating 9 times.

Keep going reducing the number of repeats per cycle until it reaches 
one and the performance ends.

Variations:
1. Group A and Group B have corresponding instruments/sound 
sources.

2. Play speeds up the rate of call and response returning to "normal" 
at each cycle repeat !
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Setting:
Player A is surrounded by all the other players in a circle.

Play:
Player A begins by making a sustained sound while constantly 
turning around anticlockwise (facing each of the other players in 
turn).

All other players perform short sounds in sequence (one sound each, 
at a steady tempo, clockwise).

Player A targets one of the other players (Player B), stops in their 
direction and Player B who begins to play a sustained sound turning 
anticlockwise.

All other players circle around Player B.

Once all players are in a circle Player A begins the clockwise sequence 
of short sounds.

Repeat until Player B decides not to play.

Variations:
1. Alternate between clockwise and anticlockwise movement 
sequences.


