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BIBBITY BIBBITY BOP 
This popular drama game is “content flexible”; 
it can be adapted to feature vocabulary from a wide range of content areas. 

 
THE BASIC GAME: 

• The players stand in a circle, with one player in the center.  The Center steps in front of different circle players, 
points at the player and gives a cue.  The different directions are as follows and new directions are continually 
added. In some versions, if a circle player makes a mistake, that player becomes the new Center, and the Center 
joins the circle.  In the classroom, the teacher often stays in the center, and players who make a mistake sit down 
to indicate they are “out”.   

• Speaking cue:  Bibbity Bibbity Bop 
o The leader points to a person in the circle and says “Bippity Bippity Bop,” the player responds with one 

word "Bop" before the leader finishes the phrase. 
o If the leader points to a player and says simply “Bop,” the player says nothing. 

 
• Action Cues (ALL PLAY): Some titles cue everyone to spring into action, or cue everyone to FREEZE. This is 

especially used often in curriculum-based drama games.  
 

• Action Cues (TRIO PICTURES): The leader points to a Circle player. That player (the “target”) forms the 
centerpiece of the image, and the players on either side (the “neighbors”) form the sides of the image. The 
title of the action is what the leader says. Here are just a few examples: 

o WITCH— Target kneels, crooks a finger and says “Come in. Come in” as if s/he is the Witch in Hansel 
and Gretel. Neighbors reach their hands up at a 45° angle and create a roof by touching fingertips. 

o JELLO — Target wiggles like Jello. Neighbors create a bowl around the middle player with their arms. 
o ELEPHANT — Target creates an elephant trunk with her arms. Neighbors use their arms to create large 

elephant ears on either side of the middle player’s head. 
o GODZILLA — Target roars like a rampaging Godzilla. Neighbors cower down low and scream [quietly]. 
o PALM TREE – Target holds her arms out like palm fronds. Neighbors ball up like coconuts on either side 

of the tree. 
o AIRPLANE – Target creates goggles over her eyes using his/her hands. Neighbors put arms out to 

either side to create the wings. 
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CREATING A CURRICULUM-BASED VERSION OF BIBBITY BIBBITY BOP 
 
To create a curriculum-based Bibbity Bibbity Bop, replace the Speaking and Action cues with content area 
vocabulary. You can create some or all of these yourself, or elicit ideas and suggestions from your 
students! The following is an example used with a 5th grade class studying the American Revolution.  
 

! Speaking Cue instead of Bibbity Bibbity Bop:  It’s great for this to have a repetitive or alliterative 
quality, which will make it easier to say.  

! “All Play” Action Cues: All players spring into action, staying in their places around the circle.  All 
play cues must have the following: 

o Unison action: everyone does the same thing at the same time. 
o Unison vocalization:  everyone says the same thing at the same time.  
o Clear stopping point:  the action and vocalization should have a clearly defined stopping and 

starting point in order to avoid general chaos.   
! Example: VICTORY*: All players throw their imaginary hats up in the air and cry, 

“Huzzah!” followed immediately by “SHHH!” and silence. 
! Example: THE WORLD TURNED UPSIDE DOWN*:  All players become British soldiers at 

the surrender of Cornwallis, sighing and drooping.   
! “Trio Picture” Action Cues:  These trio action cues must have the following: 

o A composite picture made up of a Target in the center, and a Neighbor on each side. Be 
sure to keep it simple, and something that you can say quickly and the players can assemble 
quickly and easily. 

o An action—at the very least, the Target should have a motion or action.  
o A vocal element—either a line of dialogue or a sound effect. 

! Example: PAUL REVERE*: Neighbors bend and create horse/hoofbeats sound effects on 
their knees as Target gallops and cries “The British are Coming! The British are Coming!” 

! Example:  FIFE AND DRUM*:  All three march in place, humming or whistling “Yankee 
Doodle”.  Target waves a flag. One neighbors plays a fife, while the other plays a drum.   


