Justify This
Grades 9-12, Ages 14-18

Improvisation Session

David Cosand - alternoize@hotmail.com

Goals

To focus on improvisational skills

To develop quick thinking and justification skills

To develop a sense of community with fellow actors

Arizona Standards

1AT-D1 . Work in an ensemble to create characters for classical, contemporary, realistic, and non-realistic improvisations and scripted plays for the theatre, film, television and/or electronic media productions.

Warmup & Framing
Have students number off into groups of four. Give the groups only 10 minutes to create their own improvised scene. Give the following parameters: each scene must involve every actor/actress, each scene must have at least one song and one dance, and each scene must somehow have the words "peanut," "condominium," and  "stethoscope" said at least once, but the scenes need to justify why those words are used. They can't just be planted in the scene randomly.

Next, split the class into two halves, and have them form lines facing each other, leaving a good 10-15 feet of space between the lines. Each person has to have a partner for this to work. One line will be the openers and the other will be the closers. The students at the front of the lines will begin by jumping into the middle of the space, and the opener will say the first line that comes to his or her head, followed by the closer who says the first thing that comes to his or her head. The lines don't have to have anything to do with each other at all, nor do they have to make sense. Then the two will repeat their lines to each other as they make their way down to the end of the line. However, they also need to create a physical characteristic based on the way they landed from their jump. If someone lands in a crooked position, they need to plant themselves in that crooked position, and justify that position with a character. Then as each person walks back to the end of the line while repeating their lines to each other, they need to hold to that physical characteristic as they walk.

Process

Play Step-in Storybook. This game involves the entire class coming together and working as a team to create a story, but also requires a lot of individual effort and a keen sense of timing. The purpose of the game is to tell one big story, however everyone in the class gets only one line of the story. Explain the following parameters: there is never a specific order to who gets to go say the next line, only whoever feels that it is their turn should go. The first person to say a line will be saying the first line of the entire story. The second person to say a line must be the very last line of the entire story. If possible, have the students physically arrange themselves so that the person on the far right gets to be the beginning of the story, and the student on the far left gets to be the end. Following the first two students, every consecutive student gets to say their line wherever they want within the story. They need to position themselves according to where in the story they think their line should be - if it's near the end, they should be standing somewhere around the student on the far left, and if it's near the beginning, they should stand somewhere near the right. The trick is that the farther into the story the class is, the more work it is for students to justify each other's lines. The object of the game is to create a story that actually makes sense. If the students get really good at justifying each other's lines, the story should have a clear beginning, middle, and end.

Assessment
Discuss whether or not the class was justifying their choices in the improvised scenes and games.
