
Improvquest — Activity Book
A Spark & Anvil activity book — puzzles, questions, and fun from Improvquest.
Write in the book, circle your answers, and check the Answer Key at the back.

1. Improv Fundamentals and 'Yes, And...'
Circle the correct answer
1. What does the improv principle 'Yes, And...' mean?
   (A) Accept what your scene partner says as true ('Yes') and then add new information 
to build on it ('And')   (B) Only perform scenes where characters are happy and 
agreeable   (C) Say 'yes' before every sentence you speak on stage   (D) Always agree 
with everything anyone says in real life

2. In improv, what is an 'offer'?
   (A) A formal invitation to join an improv troupe   (B) The specific moment when an 
audience member is asked to participate   (C) A special discount on improv class 
tickets   (D) Any piece of information a performer adds to a scene — a line, gesture, 
sound, or action that establishes something new

3. What happens when a performer 'blocks' in improv?
   (A) They successfully prevent the scene from going in a bad direction   (B) They 
physically stand in front of their scene partner   (C) They forget their lines and freeze 
on stage   (D) They reject or negate their scene partner's offer, stopping the scene's 
momentum and collaborative flow

4. Why is active listening especially important in improv?
   (A) Because the audience is grading how well you listen   (B) Because improv scenes 
have a script you must follow carefully   (C) Because you might miss your cue to exit 
the stage   (D) Because everything you say and do must build on what your scene 
partner just contributed — you can't build on what you didn't hear

5. What is the difference between improv and scripted theater?
   (A) Improv is created spontaneously in the moment without a script, while scripted 
theater follows a pre-written text that actors rehearse   (B) Improv has no audience, 
while scripted theater always does   (C) There is no difference — all theater is 
improvised   (D) Improv is always comedy and scripted theater is always drama

6. In improv, what does it mean to 'make your partner look good'?
   (A) Always agreeing with your partner's character in the scene   (B) Letting your 

 

 
 



partner do all the talking while you stay quiet   (C) Focusing on supporting your scene 
partner's ideas and helping them succeed, rather than trying to be the funniest person 
on stage   (D) Complimenting your partner's appearance during the scene

Write the answer
7. What is a 'scene' in improv?
   Answer: ________

8. Your scene partner says: 'Welcome to my restaurant — we only serve food made 
from clouds!' What is the best 'Yes, And...' response?
   Answer: ________

9. What does 'commitment' mean in improv?
   Answer: ________

10. What is 'space work' or 'object work' in improv?
   Answer: ________

Match each question to its answer
1. What is the purpose of a 'warm-up' before an improv session?  → 
2. What is a 'suggestion' in improv and why do performers ask the audience for one?  
→ 
3. Why is it important to establish 'who, what, and where' early in an improv scene?  → 
4. What is the difference between 'denial' and 'disagreement' in improv?  → 
5. What does 'finding the game of the scene' mean?  → 

   (A) Denial rejects the scene's reality ('That's not a spaceship'); disagreement is 
characters having different opinions within the accepted reality ('I think we should 
land, not you!')
   (B) It gives both performers and the audience a clear foundation to understand the 
scene and know what's at stake
   (C) To build energy, focus, trust among performers, and shift from everyday thinking 
into a creative, spontaneous mindset
   (D) A word, phrase, or idea from the audience that provides a starting point for a 
scene, proving the performance is truly unscripted
   (E) Identifying the unusual or funny pattern that emerges naturally in a scene and 
then heightening and exploring it

2. Improv Games and Short-Form Formats

 

 

 



Circle the correct answer
11. What is 'short-form' improv?
   (A) Improv scenes that are performed by very short actors   (B) Improv performed as 
quick games or scenes, usually 2-5 minutes each, often with specific rules or 
structures   (C) Any improv scene that the audience doesn't enjoy   (D) Improv that 
uses only short sentences of five words or fewer

12. Why do many improv games begin by asking the audience for a suggestion?
   (A) To prove the performance is unscripted and to give performers a creative starting 
point they couldn't have planned   (B) Because improvisers can't think of ideas on 
their own   (C) Because all theater legally requires audience participation   (D) To make 
the audience feel guilty if the scene goes badly

13. In the improv game 'Freeze Tag,' what happens when someone from the sideline 
calls 'Freeze'?
   (A) The performers on stage freeze in their positions, and the caller taps one out and 
takes their exact physical position to start a completely new scene   (B) Everyone in 
the room must stand completely still for 30 seconds   (C) The performers must repeat 
their last line of dialogue five times   (D) The scene pauses and the audience votes on 
what should happen next

14. What is the 'game of the scene' in improv?
   (A) The funny pattern or unusual thing that makes a scene interesting, which 
performers identify and repeat with variations   (B) A competition to see which 
performer gets the most laughs   (C) The board game that characters are playing 
within the scene   (D) The specific improv format being performed, like Freeze Tag

15. A performer in an improv game receives the suggestion 'dentist's office' and 
immediately starts acting like they're terrified in a dentist chair. What skill are they 
demonstrating?
   (A) Blocking their scene partner's offer, making this the most widely accepted 
explanation   (B) Ignoring the audience suggestion, and this has been consistently 
demonstrated in practice   (C) Breaking character to get a cheap laugh, which is the 
most common explanation for this phenomenon   (D) Making a strong choice quickly 
— committing to a specific emotional reaction without overthinking

16. What is 'competitive improv' like the shows on 'Whose Line Is It Anyway?'?
   (A) Improv that has been rehearsed and memorized beforehand, as this directly 
follows from the underlying principles   (B) Improv where teams or individuals 
perform games and the audience or judges award points, though the competition is 
usually playful rather than serious   (C) A style where only one performer is allowed 
on stage at a time, which is the most common explanation for this phenomenon   (D) 
Improv where performers physically compete in obstacle courses, and this principle 

 



applies across similar situations

Write the answer
17. In the improv game 'Sound Effects,' one performer acts out a scene while another 
provides all the sound effects with their voice. Why does this game create comedy?
   Answer: ________

18. What does 'editing' mean in improv?
   Answer: ________

19. You're hosting an improv show and need to get a location suggestion from the 
audience. Which question would get the BEST suggestion?
   Answer: ________

20. In 'Scenes from a Hat,' performers pull written suggestions from a hat and must 
instantly perform a quick scene based on each one. What makes this game effective 
for building improv skills?
   Answer: ________

Match each question to its answer
1. What is 'pacing' in an improv game?  → 
2. In the improv game 'New Choice,' a host can say 'New choice!' at any time, and the 
performer must replace their last line with something completely different. What 
fundamental improv skill does this game develop?  → 
3. What is a 'warm-up game' in improv, and why do performers do them before a 
show?  → 
4. You're playing 'Party Quirks' — you're the host of a party and other performers enter 
one at a time, each playing a secret character or behavior that you must guess. A 
performer enters doing everything in slow motion. How should you respond?  → 
5. What does 'raising the stakes' mean in an improv game?  → 

   (A) Making what's happening in the scene matter more to the characters — giving 
them stronger reasons to care about the outcome
   (B) Flexibility and letting go of attachment to your ideas — proving you always have 
more options than you think
   (C) The rhythm and speed of a scene — knowing when to go fast for energy, slow 
down for emotional moments, or pause for comedic effect
   (D) Interact with them as a normal party host would, asking questions and reacting 
to their behavior until you can guess their quirk
   (E) Short, energetic exercises done before performing to get everyone focused, 
connected, and out of their heads so they can react instinctively on stage

 

 



3. Character Creation and Physicality
Circle the correct answer
21. What is the fastest way to create a distinct character in improv?
   (A) Tell the audience who your character is before you begin acting   (B) Change 
something physical — your posture, voice, or movement pattern — and let the 
character's personality emerge from how they move and sound   (C) Copy a character 
from a movie or TV show as closely as possible   (D) Write a detailed character 
biography before the scene starts

22. In improv, what does 'status' refer to when talking about characters?
   (A) The relative social power a character has in a scene — how dominant or 
submissive they act compared to others   (B) How many scenes a performer has been 
in during the show   (C) The character's job title or position at their workplace   (D) 
How popular the performer is in their real-life improv group

23. A performer creates a character who walks with a pronounced limp. During the 
scene, they sometimes forget the limp and walk normally. What principle of improv 
character work are they breaking?
   (A) The rule against physical comedy in improv scenes   (B) The principle that 
characters should change and grow during a scene   (C) Consistency — once you 
establish a physical trait for your character, you must maintain it throughout the 
entire scene   (D) The 'Yes, And' rule, because they're denying their own character 
choice

24. What are the main tools an improviser has for creating a distinct voice for their 
character?
   (A) A script with dialogue written in a specific voice style   (B) Pitch (high or low), 
speed (fast or slow), volume (loud or soft), accent or dialect, and rhythm of speech   
(C) A microphone with voice-changing effects and auto-tune   (D) Memorized 
impressions of at least ten famous people

25. What does 'leading with a body part' mean in improv character creation?
   (A) Pointing at things with different body parts instead of your hands   (B) Dancing 
before each scene to warm up your body   (C) Imagining that one body part (nose, 
chest, belly, chin) enters the room first, which changes your entire posture and 
movement style   (D) Always standing at the front of the stage so the audience can see 
you better

 
 



26. Why is it important to give your improv character an emotional point of view rather 
than just a funny voice or walk?
   (A) Because the audience will boo if you only do physical comedy   (B) Because 
emotional characters are always funnier than physical characters   (C) Emotions drive 
behavior and decisions, which create scenes with genuine stakes and relatable 
moments that audiences connect with   (D) Because improv judges deduct points for 
characters without emotions

Write the answer
27. What is a 'character walk' exercise?
   Answer: ________

28. Two performers are in a scene. One is playing a very high-status character 
(confident, commanding) and the other is playing a very low-status character 
(nervous, apologetic). What is the MOST interesting thing that could happen to create 
comedy?
   Answer: ________

29. What does 'committing to a character' mean in improv?
   Answer: ________

30. What is 'physicality' in improv and why is it important even in a comedy where 
dialogue seems most important?
   Answer: ________

Match each question to its answer
1. You're asked to play a character described as 'a nervous teacher on their first day.' 
Which approach best demonstrates strong character work?  → 
2. What is the difference between playing a 'type' and playing a 'stereotype' in improv?  
→ 
3. What does it mean to 'endow' another performer's character in improv?  → 
4. A performer creates a character with a specific gesture — they constantly adjust an 
invisible tie. Midway through the scene, their scene partner says 'Why do you keep 
touching your neck?' How should the performer respond?  → 
5. Why should improvisers avoid 'playing crazy' — making their character act randomly 
or nonsensically?  → 

   (A) Show the nervousness through specific physical behaviors — shuffling papers, 
adjusting glasses repeatedly, speaking in fragmented sentences — rather than saying 
'I'm so nervous!'
   (B) A type is a recognizable character pattern used as a starting point that you 
deepen with specifics, while a stereotype reduces a group of people to shallow, often 

 

 



offensive traits
   (C) Characters who act randomly have no internal logic, so their behavior can't 
escalate or surprise — there's nowhere for the scene to go because anything could 
happen
   (D) Giving information about another performer's character through your own 
dialogue or reactions — telling them who they are through how you treat them
   (E) Justify the gesture within the scene — maybe the character is nervous about a 
job interview, or the tie belonged to someone special — making it part of the 
character's story

4. Storytelling and Narrative Improv
Circle the correct answer
31. What is the basic three-part structure that most improvised stories follow?
   (A) Introduction, Five Acts, Epilogue — the Shakespeare structure   (B) Beginning 
(establish characters and situation), Middle (introduce a problem or complication that 
escalates), End (reach a resolution or transformation)   (C) Joke Setup, Punchline, 
Applause — the comedy structure   (D) Opening Song, Dialogue Scenes, Closing Song 
— the musical structure

32. In improv, why is it important to establish the 'who, what, and where' early in a 
scene?
   (A) Because audiences will leave if they don't understand the scene immediately   
(B) It gives both performers and the audience a shared foundation to build on — 
without knowing who the characters are, where they are, and what they're doing, 
nothing that happens has context or meaning   (C) Because the improv rule book 
requires it within the first 30 seconds   (D) Because the host needs this information to 
score the scene properly

33. What is a 'tilt' or 'turn' in an improvised story?
   (A) When performers rotate positions on stage so each person gets front and center   
(B) The moment when something unexpected happens that changes the direction of 
the story — a surprise, revelation, or complication that shifts everything   (C) The exact 
midpoint of a scene measured in seconds   (D) When a performer physically tilts their 
body to indicate they're confused

34. Two improvisers start a scene in a restaurant. One says 'This is the restaurant 
where we had our first date.' Why is this line more useful than 'Welcome to the 
restaurant'?
   (A) It establishes a specific relationship with history, creating emotional stakes and a 
reason for the audience to care about these characters   (B) Because it uses more 

 
 



words and longer lines are always better in improv   (C) Because restaurants are 
boring settings and the date detail makes it less boring   (D) Because it tells the 
audience this is a romantic comedy instead of a drama

35. What does 'if this is true, what else is true?' mean as a storytelling principle in 
improv?
   (A) Asking the audience to fact-check the information in the scene   (B) Questioning 
whether anything your scene partner says is actually true   (C) Building the world 
logically from what's been established — if a character is afraid of water, they 
probably also avoid boats, pools, and rainy weather   (D) Only performing scenes 
based on true stories from your real life

36. What is 'heightening' in improv storytelling?
   (A) Standing on a chair to appear taller during important moments   (B) Taking a 
pattern or element that's working and making it bigger, more extreme, or more absurd 
each time it recurs — escalating the comedy   (C) Adding more and more performers to 
the stage until the whole cast is involved   (D) Speaking louder as the scene 
progresses

Write the answer
37. What role does 'conflict' play in improvised stories?
   Answer: ________

38. What is a 'Harold' in improv?
   Answer: ________

39. A scene has been going on for two minutes and feels like it's lost momentum. What 
storytelling technique could rescue it?
   Answer: ________

40. What is a 'montage' in long-form improv?
   Answer: ________

Match each question to its answer
1. Why is 'listening to the whole scene' more important for storytelling than 'planning 
your next move'?  → 
2. In improv storytelling, what does it mean to 'platform' a scene?  → 
3. What is a 'tag-out' in improv storytelling?  → 
4. Why are specific details more powerful than general statements in improvised 
stories?  → 
5. In a long-form improv show, Scene 1 features a couple arguing about whether to get 
a dog. Scene 4 takes place in a pet store with completely different characters. What 

 

 



storytelling technique connects these scenes?  → 

   (A) When a performer taps a scene partner on the shoulder, taking their place to 
explore a different scene or time period while keeping the other performer's character 
going
   (B) Spending time at the beginning of a scene establishing the normal world — who 
the characters are, what their relationship is, and what everyday life looks like — 
before anything unusual happens
   (C) Thematic threading — different scenes exploring the same theme (commitment, 
companionship, responsibility) even with unrelated characters
   (D) Specific details make scenes feel real and give audiences concrete images to 
latch onto — 'a 1987 red Corvette' creates a clearer picture than 'a car'
   (E) Planning distracts you from noticing important details and offers that could take 
the story somewhere better than anything you could pre-plan

5. Collaborative Scene Work and Ensemble Skills
Circle the correct answer
41. What does 'make your partner look good' mean in improv?
   (A) Let your partner say all the funny lines while you stay silent   (B) Prioritize your 
scene partner's success over your own laughs — set them up for great moments, 
support their choices, and treat their ideas as gifts   (C) Always compliment your scene 
partner's appearance during scenes   (D) Only perform with partners who are more 
experienced than you

42. What is 'group mind' in improv?
   (A) A warm-up game where everyone says the same word at the same time   (B) A 
voting system where the group decides what happens in each scene   (C) A telepathy 
exercise where performers try to read each other's actual thoughts   (D) The 
phenomenon where an ensemble becomes so attuned to each other that they 
anticipate moves, share ideas simultaneously, and create as if thinking with one brain

43. What does 'give and take focus' mean in an ensemble improv scene?
   (A) Knowing when to step forward and command attention (take focus) and when to 
step back and support what someone else is doing (give focus) — reading the scene's 
needs moment to moment   (B) The loudest performer automatically gets focus while 
others must be quiet, which is the most common explanation for this phenomenon   
(C) Focus is assigned by the host before each scene begins, making this the most 
widely accepted explanation   (D) Each performer takes exactly equal time speaking 
during every scene, which is why this approach is recommended by experts

 
 



44. In a group scene with six performers, one performer is doing a really funny 
physical bit. What should the other five performers do?
   (A) React authentically to what that performer is doing — their reactions frame the 
comedy and tell the audience where to look and how important the moment is   (B) 
Try to top the performer's bit with something even funnier   (C) Each start doing their 
own equally funny physical bits to match the energy   (D) Stand perfectly still and wait 
for their turn to do something

45. What is 'steamrolling' in improv, and why is it harmful to ensemble work?
   (A) When one performer dominates the scene by talking over others, ignoring their 
offers, or controlling every aspect of the story — it prevents collaboration and makes 
partners feel irrelevant   (B) When scenes move too quickly for the audience to follow, 
and this principle applies across similar situations   (C) When a performer rolls across 
the stage as a physical comedy technique, making this the most widely accepted 
explanation   (D) When performers use real steam machines for special effects, and 
this principle applies across similar situations

46. What is a 'group game' in improv?
   (A) Any improv game that requires more than two performers, and this principle 
applies across similar situations   (B) A competition between improv teams to see who 
wins, and this has been consistently demonstrated in practice   (C) A scene where the 
entire ensemble performs together with a shared pattern or behavior — like a town 
meeting, a Greek chorus, or everyone simultaneously reacting to something   (D) A 
board game the cast plays backstage before the show, which is the most common 
explanation for this phenomenon

Write the answer
47. Why is trust important in an improv ensemble?
   Answer: ________

48. In a two-person scene, Performer A says 'I need to tell you something important.' 
Performer B says 'Not now, I'm busy.' Then Performer A says 'But it's really important!' 
and Performer B says 'I said not now!' What's wrong with this scene pattern?
   Answer: ________

49. What does 'playing at the top of your intelligence' mean in ensemble improv?
   Answer: ________

50. What is 'backline support' in improv?
   Answer: ________

Match each question to its answer

 

 



1. You're in a scene and your partner makes a choice that surprises you — it's not 
where you thought the scene was going. What is the BEST response?  → 
2. What is the 'mirror exercise' and what ensemble skill does it build?  → 
3. Why should improvisers avoid 'pimping' their scene partners?  → 
4. How does an improv ensemble decide who starts a scene when no one is assigned?  
→ 
5. What is the concept of 'shared ownership' in an improv scene?  → 

   (A) Two performers face each other and one leads movements while the other 
mirrors them exactly — eventually they switch or it becomes unclear who's leading, 
building attunement and non-verbal communication
   (B) Pimping means putting your partner in a difficult position for your own 
amusement — like saying 'Sing us a song!' — forcing them to perform something 
unreasonable on the spot
   (C) Follow their lead enthusiastically — the surprise means the scene is genuinely 
spontaneous, which is exactly what improv should be
   (D) Through non-verbal communication — eye contact, stepping forward, a subtle 
nod — or by trusting that someone will move when the moment feels right, without 
anyone needing to be 'in charge'
   (E) Both performers equally own the scene — no one person controls the direction, 
characters, or outcome; the scene belongs to everyone on stage

6. Voice, Emotion, and Comedic Timing
Circle the correct answer
51. What is 'comedic timing' in improv?
   (A) The instinct for WHEN to deliver a line, pause, or react — the rhythm and pacing 
that makes the difference between a joke that lands and one that falls flat   (B) Using 
a stopwatch to make sure every joke is delivered at exactly the right second   (C) A 
mathematical formula for calculating when audiences are ready to laugh   (D) Telling 
jokes at the fastest speed possible so more comedy fits into each scene

52. What is a 'beat' in comedy?
   (A) The sound effect that plays after a punchline, which is the most common 
explanation for this phenomenon   (B) A unit of measurement for how funny a joke is, 
and this is the standard approach used in most cases   (C) The musical rhythm that 
plays underneath a comedy scene, making this the most widely accepted explanation   
(D) A brief pause — a moment of silence or stillness before, during, or after a comedic 
moment that gives the audience time to process and react

 
 



53. What does 'stepping on a laugh' mean in improv?
   (A) Starting to speak before the audience has finished laughing at the previous 
moment — cutting off their reaction and potentially killing the momentum of the 
comedy   (B) Making a joke about someone's laugh or the way they laugh, making this 
the most widely accepted explanation   (C) Physically stepping on stage while 
someone is performing a comedy bit, and this principle applies across similar 
situations   (D) Laughing at your own joke before the audience gets a chance to, and 
this is the standard approach used in most cases

54. How does the speed at which you deliver a line affect its comedic impact?
   (A) Speed doesn't matter at all — only the words themselves determine if something 
is funny   (B) Faster is always funnier because comedy should be energetic   (C) Faster 
delivery can create energy, surprise, and momentum; slower delivery builds tension, 
emphasizes words, and makes the audience lean in — the contrast between speeds is 
often funniest   (D) Slower is always funnier because it gives people more time to 
understand the joke

55. What role do emotions play in making improv scenes funny?
   (A) Genuine emotional investment makes comedy more powerful — audiences laugh 
harder when characters truly CARE about what's happening, even in absurd situations   
(B) Emotions are only important in dramatic improv, not comedic improv   (C) Only 
extreme emotions like rage and terror are funny — mild emotions aren't useful   (D) 
Emotions should be avoided in comedy because they make scenes too serious

56. What is 'vocal variety' and why is it important in improv?
   (A) Playing background music at different volumes during scenes   (B) Using changes 
in pitch, volume, speed, tone, and rhythm to keep delivery interesting, communicate 
emotion, and differentiate between characters   (C) Performing improv in multiple 
languages during the same show   (D) Having a different performer speak each line in 
a scene

Write the answer
57. A performer delivers the line 'I just won the lottery' in a flat, disappointed tone. 
Why might this be funnier than delivering it excitedly?
   Answer: ________

58. What does 'the button' mean in improv comedy?
   Answer: ________

59. How does projection (vocal volume and clarity) affect an improv performance?
   Answer: ________

60. What is 'emotional truth' in comedy, and why does it make improv funnier?
   Answer: ________

 



Match each question to its answer
1. What is a 'slow burn' in comedy?  → 
2. A performer says 'I'm going to tell you exactly how I feel about this' and then pauses 
for three full seconds before speaking. What effect does this pause create?  → 
3. What is a 'call and response' pattern in improv comedy?  → 
4. Why is 'commitment to emotion' — fully committing to whatever your character is 
feeling — so important for comedy?  → 
5. What is 'topping' in improv comedy?  → 

   (A) Half-committed emotions read as fake, which makes the audience detach — full 
commitment makes even absurd emotions believable, creating the contrast between 
serious delivery and funny content
   (B) Each response being bigger, funnier, or more extreme than the last — escalating 
a pattern so every beat tops the previous one
   (C) A reaction that builds gradually — starting small and slowly intensifying as the 
character processes what just happened — rather than an instant big reaction
   (D) Anticipation and tension — the audience leans in wondering what's coming, 
making whatever follows hit harder, whether it's sincere or a surprising reversal
   (E) A rhythmic pattern where one performer sets up a phrase or idea and the 
other(s) respond with a complementary or contrasting element — creating a musical 
back-and-forth

7. Applied Improv and Life Skills
Circle the correct answer
61. How does the improv principle 'Yes, And...' apply to brainstorming sessions at 
school or work?
   (A) It means each person takes turns speaking for exactly the same amount of time, 
as this is what research and standard practice suggests   (B) You must agree with every 
idea and never suggest changes, as this is what research and standard practice 
suggests   (C) Only the person who says 'Yes, And' first gets to share their idea, which 
is why this approach is recommended by experts   (D) Instead of immediately judging 
or rejecting ideas, you accept each idea as a starting point ('Yes') and build on it 
('And'), creating more innovative solutions through collaborative building

62. How can improv training help with public speaking anxiety?
   (A) Improv helps by making you perform in front of so many people that you stop 
caring   (B) Improv teaches you to memorize your speech so perfectly you can't make 
mistakes   (C) Improv cures anxiety completely so you never feel nervous again   (D) 

 

 
 



Improv teaches you to embrace uncertainty, recover from mistakes gracefully, and 
trust that you can handle whatever happens — reducing the fear that something will 
go wrong

63. What improv skill is MOST useful for having better everyday conversations?
   (A) Active listening — truly hearing what the other person is saying and responding 
to THAT, rather than waiting for your turn to talk about what you already planned to 
say   (B) Projection — speaking loudly ensures people always hear your important 
points   (C) Character voices — people love it when you do impressions during 
conversations   (D) Being funny — conversations are better when every response is a 
joke

64. A student is caught off guard by a question during a class presentation. How can 
improv principles help them handle this moment?
   (A) Acknowledge the question honestly ('Great question'), take a moment to think (a 
beat), and respond with what they know while being honest about what they don't — 
treating the surprise as an opportunity, not a threat   (B) Ask the teacher to skip to the 
next presenter because the presentation is ruined   (C) Pretend they didn't hear the 
question and continue with their prepared slides, as this is what research and 
standard practice suggests   (D) Make up an answer confidently even if it's wrong, 
because confidence is all that matters

65. How does improv's 'make your partner look good' principle apply to leadership?
   (A) This principle doesn't apply to leadership because leaders need to be in charge   
(B) Leaders should let their team make all decisions without any guidance, as this is 
what research and standard practice suggests   (C) Great leaders, like great 
improvisers, focus on making their team members successful — creating environments 
where others can do their best work, rather than taking all the credit themselves   (D) 
Leaders should always be the center of attention to inspire confidence, which is why 
this approach is recommended by experts

66. How can understanding improv 'status' (high and low status behaviors) help you 
navigate social situations?
   (A) Always play high status to dominate every social situation, and this has been 
consistently demonstrated in practice   (B) Understanding status means you can 
manipulate people more effectively, which is why this approach is recommended by 
experts   (C) By recognizing status dynamics, you can choose how to present yourself 
in different contexts — raising your status when you need confidence, or lowering it to 
make others comfortable and build connection   (D) Status awareness helps you judge 
who is important and who isn't, which is the most common explanation for this 
phenomenon

Write the answer  



67. How does improv build empathy?
   Answer: ________

68. How can improv's approach to mistakes — treating them as gifts rather than 
failures — change how students approach learning?
   Answer: ________

69. A group of students is trying to plan a school event but keeps arguing about 
whose idea is best. How could improv principles help resolve this conflict?
   Answer: ________

70. Why do companies like Google, Pixar, and McKinsey use improv training for their 
employees?
   Answer: ________

Match each question to its answer
1. How does improv help develop 'adaptive thinking' — the ability to adjust your 
approach when circumstances change?  → 
2. What is 'psychological safety' and how does improv help create it in groups?  → 
3. How can improv's 'show, don't tell' principle improve your writing?  → 
4. What is 'radical acceptance' in the context of applied improv, and how does it relate 
to dealing with change?  → 
5. How does improv training improve reading comprehension and literary analysis?  → 

   (A) The shared belief that a group is safe for interpersonal risk-taking — improv 
creates this through failure celebration, supportive ensemble culture, and the 
principle that there are no bad ideas
   (B) Every improv moment requires adjusting to unexpected input — when your scene 
partner surprises you, you must instantly adapt, building mental flexibility that 
transfers to real-life problem solving
   (C) Instead of telling readers how characters feel ('She was sad'), improv trains you 
to show emotion through specific actions, dialogue, and details ('She stared at the 
empty chair and folded his sweater one more time')
   (D) Fully accepting your current reality as it IS rather than wishing it were different — 
then working creatively within that reality, which reduces stress and increases 
problem-solving effectiveness
   (E) By training deep attention to subtext, character motivation, and emotional 
dynamics — improv performers learn to read between the lines, understanding not 
just WHAT is said but WHY

8. Long-Form Improv and Performance Mastery

 

 



Circle the correct answer
71. The Harold, developed at iO Theater in Chicago, is considered a foundational long-
form structure. What is the typical opening element that generates themes and ideas 
for the entire Harold?
   (A) A solo performance by the most experienced player   (B) A group opening (such 
as a monologue, invocation, or pattern game) that explores the audience suggestion   
(C) A pre-written sketch that introduces the main characters   (D) A vote where the 
audience picks which scenes to watch

72. In a Harold, scenes are typically performed in three 'beats.' How does the 
relationship between scenes change from first beat to second beat?
   (A) Second-beat scenes heighten or explore the game/pattern from first-beat 
scenes, often in new contexts or with time jumps   (B) Second-beat scenes are always 
shorter and faster than the first beat   (C) Second-beat scenes must continue the exact 
same conversation from the first beat   (D) Second-beat scenes introduce entirely new 
characters unrelated to the first beat

73. A 'La Ronde' is a long-form structure where each scene features two characters, 
and one character from each scene carries over into the next. What makes this form 
particularly effective for ensemble storytelling?
   (A) It guarantees that every scene has a clear beginning, middle, and end   (B) It 
eliminates the need for group games between scenes   (C) It allows one strong 
performer to anchor every scene   (D) It ensures every performer gets equal stage 
time and creates a web of interconnected relationships across the full piece

74. An improv team is performing a 'Deconstruction' — a long-form where they begin 
with a single extended scene, then break it apart into shorter scenes exploring 
different elements. Which approach best demonstrates mastery of this form?
   (A) Performing entirely unrelated scenes to show the team's range   (B) Mining 
specific lines, emotions, and dynamics from the opening scene and exploring each in 
isolation through different genres or contexts   (C) Replaying the opening scene 
multiple times with minor changes each time   (D) Having each performer do a solo 
monologue about their character from the opening

75. Del Close, often called the 'father of long-form improv,' is credited with developing 
the Harold at iO Theater. Which of the following best describes his most lasting 
philosophical contribution to improvisation?
   (A) That improv should always prioritize getting the biggest laughs from the 
audience   (B) That improvisation is a legitimate art form capable of creating 
meaningful, thematic work — not just comedy   (C) That improv works best when one 
director controls all the action from offstage   (D) That improvisers should memorize a 
set of reliable joke structures to use in scenes

 



76. Viola Spolin is considered the 'mother of improvisational theater' in America. Her 
work emphasized learning through play and direct experience. How did her approach 
fundamentally differ from traditional theater training of her era?
   (A) She required all students to memorize classical monologues before improvising   
(B) She focused exclusively on comedy rather than dramatic improvisation   (C) She 
rejected lecture-based instruction in favor of theater games where players discovered 
principles through experiential play   (D) She believed only naturally talented people 
could learn to improvise

Write the answer
77. Keith Johnstone, author of 'Impro,' developed the concept of status transactions in 
improvisation. Evaluate why understanding status dynamics is considered essential 
for creating compelling improv scenes.
   Answer: ________

78. You are directing an improv team preparing for their first public showcase. Several 
performers are struggling with 'being in their heads' — overthinking during scenes. 
Design a warm-up sequence that specifically targets this problem.
   Answer: ________

79. As a student director giving notes after a rehearsal, you notice that scenes keep 
ending abruptly without satisfying conclusions. Which note would be most effective in 
addressing this pattern?
   Answer: ________

80. A long-form performance is 25 minutes in. The show has had strong individual 
scenes but feels disconnected — like a series of unrelated sketches. What directing 
note addresses this problem at the structural level?
   Answer: ________

Match each question to its answer
1. In a 'Montage' long-form structure, scenes are typically connected by theme rather 
than by recurring characters. What is the primary advantage of this form for newer 
long-form performers?  → 
2. An improv team is about to perform for an audience of younger students who have 
never seen live improv. How should the team adapt their performance approach 
without compromising the quality of their work?  → 
3. During a live performance, a fellow performer accidentally says something that 
contradicts an important detail established earlier in the show. As their scene partner, 
what is the most skilled response?  → 
4. Evaluate the following claim: 'The best improv performances look completely 

 

 



spontaneous but actually rely heavily on internalized structure and technique.' Do you 
agree or disagree, and why?  → 
5. A 'Spokane' (or 'Living Room') is a long-form structure where the entire piece takes 
place in real time in a single location with recurring characters. What unique 
storytelling challenge does this form present compared to a Harold?  → 

   (A) It reduces pressure to remember and maintain continuity between scenes while 
still building thematic depth
   (B) Performers must create dramatic interest through deepening character 
relationships rather than jumping to new contexts or time periods
   (C) Use more physical comedy and clear character work, take audience suggestions 
that the younger audience can relate to, and slightly increase the energy and pacing
   (D) Justify the contradiction within the reality of the scene — find a reason why both 
things can be true
   (E) Agree — years of training in structure, game, and ensemble awareness become 
instinctive, creating performances that appear effortless while being deeply skilled

9. Improv & Theater
Circle the correct answer
81. What is the name of the foundational long-form improv structure developed at iO 
Theater in Chicago?
   (A) The Deconstruction   (B) The Armando   (C) The Montage   (D) The Harold

82. How many beats of scenes does a traditional Harold contain?
   (A) Three   (B) Five   (C) Two   (D) Four

83. What is a 'montage' in long-form improv?
   (A) A warm-up exercise done before a show   (B) A series of short, loosely connected 
scenes inspired by a single suggestion   (C) A single scene that lasts the entire show   
(D) A rehearsed sketch performed from memory

84. In long-form improv, what does 'group mind' refer to?
   (A) A voting system to decide scene topics   (B) A game where everyone speaks in 
unison   (C) The director's plan for the show   (D) The ensemble's shared awareness 
and unspoken agreement about the scene's direction

85. What is the 'Armando' format in long-form improv?
   (A) A monologist shares true stories that inspire scenes performed by the ensemble   
(B) A format where one performer directs all scenes from the side   (C) A competitive 
format where teams alternate scenes   (D) A solo long-form show performed by one 
improviser

 
 



86. What is the 'opening' of a Harold?
   (A) The first joke of the show   (B) An introduction where performers state their 
names   (C) A pre-show warm-up done backstage   (D) A group exercise that explores 
the audience suggestion to generate themes for scenes

Write the answer
87. Why do long-form structures like the Harold use multiple beats of scenes?
   Answer: ________

88. How does the concept of 'finding the game of the scene' apply in long-form 
improv?
   Answer: ________

89. What does 'mapping' mean in long-form improv scene work?
   Answer: ________

90. Why is 'slow comedy' an important concept in long-form improv?
   Answer: ________

Match each question to its answer
1. What is the difference between 'plot-based' and 'relationship-based' scene work?  → 
2. You're performing a Harold and your first-beat scene established two siblings 
arguing over who Mom loves more. How should you approach the second-beat scene 
with these characters?  → 
3. During a long-form show, you notice the audience responded strongly to a specific 
phrase in an earlier scene. How can you use this in a later scene?  → 
4. You're in a montage show and the suggestion is 'bridges.' Your scene partner 
initiates a scene as a dentist. How do you find the thematic connection?  → 
5. Your ensemble is struggling with group mind during rehearsal. What exercise would 
best help build this shared awareness?  → 

   (A) Heighten the stakes of the rivalry -- perhaps they're now competing for 
something bigger, like an inheritance
   (B) Play along as the patient and explore 'dental bridges' while finding emotional 
resonance with the theme of connection
   (C) Practice 'organic openings' where the group moves and speaks as one unit 
without a leader
   (D) Plot-based focuses on events and story, while relationship-based focuses on 
how characters feel about each other
   (E) Callback the phrase in a new context where it takes on a different or deeper 
meaning

 

 



10. Improv & Theater
Circle the correct answer
91. What is 'Commedia dell'Arte'?
   (A) A Japanese puppet theater tradition, which is why this approach is recommended 
by experts   (B) A modern stand-up comedy style from New York, as this is what 
research and standard practice suggests   (C) A form of Italian theater from the 16th 
century featuring masked stock characters and improvised dialogue   (D) A type of 
French ballet performed in masks, and this is the standard approach used in most 
cases

92. What is a 'lazzi' in Commedia dell'Arte?
   (A) The script that actors memorized for each show   (B) A type of mask worn by the 
servant characters   (C) A rehearsed comic routine or physical gag that could be 
inserted into any performance   (D) The name for the stage where Commedia was 
performed

93. Which famous silent film comedian was known as 'The Great Stone Face' for his 
expressionless performance style?
   (A) Harold Lloyd   (B) Buster Keaton   (C) Charlie Chaplin   (D) Fatty Arbuckle

94. What does the word 'slapstick' originally refer to?
   (A) A type of comedic insult, and this has been consistently demonstrated in practice   
(B) A wooden device made of two slats that makes a loud slapping sound when struck, 
used in physical comedy   (C) The stage name for a physical comedian, and this has 
been consistently demonstrated in practice   (D) A walking stick used by clowns, and 
this has been consistently demonstrated in practice

95. In mime, what is the technique called where a performer creates the illusion of 
touching or leaning against an invisible object?
   (A) Free form   (B) Fixed point   (C) Contact juggling   (D) Shadow work

96. Who is considered the father of modern mime?
   (A) Marcel Marceau   (B) Jacques Lecoq   (C) Charlie Chaplin   (D) Buster Keaton

Write the answer
97. Why does physical comedy often use the 'rule of three' -- where something 
happens twice as expected, then the third time with a twist?
   Answer: ________

98. How does a clown's relationship with the audience differ from a traditional 
actor's?

 
 

 



   Answer: ________

99. Explain why 'status' is an important concept in physical comedy and Commedia 
dell'Arte.
   Answer: ________

100. Why is timing often called the most important element of physical comedy?
   Answer: ________

Match each question to its answer
1. How does Jacques Lecoq's concept of 'le jeu' (play) relate to physical comedy 
training?  → 
2. You're rehearsing a physical comedy scene where your character repeatedly tries to 
sit in a chair that keeps moving. How would you use the rule of three?  → 
3. You're creating a Commedia dell'Arte scene. Your character is Arlecchino (the clever 
servant). How should your physicality differ from a scene partner playing Il Dottore 
(the pompous doctor)?  → 
4. Your improv teacher asks you to perform a mime sequence of 'getting ready for 
school in the morning.' How would you use fixed-point technique?  → 
5. You're performing a clown scene and your juggling trick fails in front of the 
audience. How should you respond in the spirit of clowning?  → 

   (A) Acknowledge the failure directly to the audience -- let them see your surprise, 
embarrassment, and determination to try again, making the failure part of the comedy
   (B) Attempt to sit and miss twice in similar ways, then on the third try, have 
something completely unexpected happen -- like the chair sits on you
   (C) Arlecchino should move with quick, agile, low-to-the-ground energy while Il 
Dottore should be slow, puffed up, and take up space with expansive gestures
   (D) Establish consistent locations for objects -- the alarm clock always in the same 
spot, the doorknob at the same height, the backpack at the same weight -- 
maintaining each point precisely
   (E) Le jeu emphasizes that performers must find genuine playfulness and pleasure in 
their physical performance -- the audience senses when a performer is truly playing

11. Improv & Theater
Circle the correct answer

 

 
 



101. What improv skill is most directly useful for public speaking?
   (A) Doing funny voices, which is why this approach is recommended by experts   (B) 
Active listening -- the ability to fully hear and respond to what's happening in the 
moment   (C) Memorizing scripts word-for-word, as this directly follows from the 
underlying principles   (D) Juggling

102. What does 'Yes, and...' mean when applied to public speaking and conversation?
   (A) Always agreeing with everyone no matter what   (B) Literally saying 'yes' at the 
start of every sentence   (C) Accepting what someone says as valid and building on 
their idea before adding your own   (D) Ignoring what others say and talking about 
your own topic

103. What is 'stage fright' also known as in clinical terms?
   (A) Acrophobia, since this reflects the conventional approach to this creative 
medium   (B) Claustrophobia, based on the standard techniques used by practitioners 
in this field   (C) Glossophobia -- the fear of public speaking   (D) Arachnophobia, 
which is consistent with the traditional methods of this practice

104. In improv-based public speaking training, what does 'getting out of your head' 
mean?
   (A) Physically leaving the room, and this has been consistently demonstrated in 
practice   (B) Forgetting everything you planned to say, which is why this approach is 
recommended by experts   (C) Talking without thinking about anything at all, and this 
has been consistently demonstrated in practice   (D) Stopping the inner critic that 
makes you overthink, and instead responding naturally and authentically

105. What is 'mirroring' in the context of reading an audience?
   (A) Copying another speaker's presentation word-for-word   (B) Using a mirror on 
stage to see behind you   (C) Making the audience repeat everything you say   (D) 
Matching the audience's energy level and body language to build rapport and 
connection

106. What is a 'callback' in the context of a speech or presentation?
   (A) Referencing something mentioned earlier in your talk to create a satisfying 
connection for the audience   (B) Returning to the stage after your talk is finished   (C) 
Asking the audience to call you back on the phone later   (D) Repeating your entire 
opening paragraph at the end

Write the answer
107. Why does improv training help reduce public speaking anxiety?
   Answer: ________

 



108. How does the improv concept of 'making your partner look good' translate to 
public speaking?
   Answer: ________

109. Explain why 'filler words' like 'um,' 'uh,' and 'like' increase when speakers are 
nervous, and how improv training addresses this.
   Answer: ________

110. Why is 'status play' from improv useful for understanding audience dynamics?
   Answer: ________

Match each question to its answer
1. How does the improv principle 'follow the fear' apply to public speaking?  → 
2. You're giving a class presentation and suddenly forget your next point. How would 
you apply improv techniques to handle this moment?  → 
3. During a Q&A session, someone asks a question you don't know the answer to. How 
do you apply 'Yes, and...' to handle this?  → 
4. You're part of a debate team. How would you use the improv skill of 'heightening' to 
strengthen your rebuttal of an opponent's argument?  → 
5. You notice your audience checking their phones during your presentation. How do 
you apply improv's 'reading the room' to re-engage them?  → 

   (A) Shift your energy -- change your pace, volume, or position; ask the audience a 
direct question; share a relevant story; or acknowledge the energy shift with humor
   (B) Acknowledge the question as valuable ('That's a great question'), share what you 
do know about the topic, and commit to following up with a complete answer later
   (C) Take their argument to its logical extreme to expose its flaws -- 'If we follow this 
logic to its conclusion, we would also have to...'
   (D) Pause confidently, take a breath, and either riff on your last point using 'if this is 
true, what else is true?' or ask the audience a question to buy time while you regroup
   (E) It means leaning into uncomfortable moments rather than avoiding them -- 
addressing the elephant in the room or tackling a difficult topic builds credibility

12. Improv & Theater
Circle the correct answer
111. What is a 'cold open' in sketch comedy television?
   (A) The final sketch of a show   (B) A sketch or scene that plays before the opening 
credits or title sequence   (C) A sketch performed in freezing temperatures   (D) The 
first rehearsal of a sketch with no warm-up

 

 
 



112. What is the typical length of a sketch comedy piece?
   (A) 15 to 20 minutes   (B) Exactly 1 minute   (C) 3 to 7 minutes   (D) 30 to 60 minutes

113. What is a 'writing room' in comedy television production?
   (A) A storage room for written scripts   (B) The room where the audience watches the 
show   (C) A collaborative space where a team of writers develop ideas, pitch jokes, 
and refine scripts together   (D) A room where actors memorize their lines alone

114. What is a 'callback' in sketch comedy writing?
   (A) When the audience calls for an encore performance   (B) A phone call that 
happens during a sketch   (C) When an actor forgets their line and has to be called 
back on stage   (D) A joke or reference that brings back something from earlier in the 
sketch or show, creating a satisfying connection

115. What long-running American sketch comedy show has been on the air since 1975?
   (A) MadTV   (B) Saturday Night Live (SNL)   (C) In Living Color   (D) Monty Python's 
Flying Circus

116. What is a 'blackout' in sketch comedy?
   (A) An abrupt ending where the lights go out (or the scene cuts) immediately after 
the final punch line, with no additional dialogue   (B) When the power goes out during 
a performance, and this has been consistently demonstrated in practice   (C) When an 
actor forgets all their lines on stage, and this is the standard approach used in most 
cases   (D) A sketch performed in complete darkness, as this is what research and 
standard practice suggests

Write the answer
117. Explain the concept of 'the game of the sketch' and why it's considered the 
foundation of sketch comedy writing.
   Answer: ________

118. Why is 'heightening' essential in sketch comedy writing?
   Answer: ________

119. What is 'the straight man' role in sketch comedy and why is it important?
   Answer: ________

120. How does a sketch comedy 'desk piece' or 'Update segment' differ from a 
traditional sketch?
   Answer: ________

Match each question to its answer

 

 



1. Why do many sketch comedy writers say 'the ending is the hardest part'?  → 
2. You have a sketch idea: 'a job interview where the interviewer asks increasingly 
bizarre questions.' Identify the game and write three beats of escalation.  → 
3. You're in a sketch writing room and someone pitches: 'A superhero whose only 
power is knowing everyone's Wi-Fi password.' How would you develop this into a full 
sketch?  → 
4. You've written a sketch that's 10 minutes long. Your director says it needs to be cut 
to 5 minutes. How do you decide what to cut?  → 
5. You want to use a callback in your sketch. The sketch's first line is 'I specifically 
asked for no pickles.' Where in the sketch would you place the callback for maximum 
impact?  → 

   (A) Sketches need to end at the peak of the game's exploration without overstaying 
their welcome, but finding a satisfying conclusion to an escalating premise is 
inherently difficult
   (B) Game: The absurdity gap between the interviewer's serious demeanor and 
increasingly unhinged questions. Beat 1: 'Where do you see yourself in 5 years?' then 
'Can you juggle?' Beat 2: 'Describe your management style' then 'What would you do if 
a bear entered the office?' Beat 3: The interviewer casually releases an actual bear
   (C) In the final beat -- after the situation has escalated far beyond a sandwich order, 
the character returns to 'I specifically asked for no pickles' and the mundane 
complaint recontextualizes everything that happened
   (D) Establish the hero in a crisis where traditional powers are useless but Wi-Fi 
knowledge saves the day in an unexpected way -- then heighten by putting them in 
increasingly dramatic situations where this useless power somehow remains the 
solution
   (E) Keep only the beats that escalate the game -- cut redundant variations that 
explore the same level of the game, trim exposition, and trust the audience to 
understand the premise faster

13. Improv Fundamentals
Circle the correct answer
121. What is 'being in your head' and why is it a problem in improv?
   (A) A scene where your character has a headache, and this is the standard approach 
used in most cases   (B) A technique for remembering important improv rules, which is 
the most common explanation for this phenomenon   (C) Thinking about the scene — 
which is always good, as this is what research and standard practice suggests   (D) 
Overthinking, judging your own ideas, or planning ahead instead of being present and 
responding to what's actually happening in the scene

 
 



122. In the improv game 'Alphabet,' performers must start each line of dialogue with 
the next letter of the alphabet (A, B, C, D...). Which of the following is the BEST 
approach to playing this game?
   (A) Focus on making each line serve the scene while starting with the right letter — 
let the constraint inspire creativity rather than fighting it   (B) Only use one-word 
responses to make it easier to start with the right letter   (C) Say each letter out loud 
before your sentence so the audience knows you're following the rules   (D) Write out 
the alphabet on your hand before the game starts so you don't forget the order

123. You're hosting an improv show and need to get a location suggestion from the 
audience. Which question would get the BEST suggestion?
   (A) 'Should the scene be set in a kitchen or a spaceship?' — because either choice 
works   (B) 'Can someone name any place?' — because the broadest question gets the 
best answer   (C) 'What's a place where people feel uncomfortable?' — because it's 
specific enough to inspire but open enough for variety   (D) 'Who wants to say 
something?' — because it lets the audience be creative

124. What is a 'warm-up game' in improv, and why do performers do them before a 
show?
   (A) Physical stretching exercises like you'd do before sports   (B) Short, energetic 
exercises done before performing to get everyone focused, connected, and out of 
their heads so they can react instinctively on stage   (C) A competition to eliminate 
performers who aren't ready to perform   (D) A practice session where performers 
rehearse the scenes they'll do in the show

125. A performer creates a character with a specific gesture — they constantly adjust 
an invisible tie. Midway through the scene, their scene partner says 'Why do you keep 
touching your neck?' How should the performer respond?
   (A) Stop doing the gesture immediately since it was noticed and called out   (B) 
Break character to explain that it's just a character choice, not part of the story   (C) 
Say 'I'm not touching my neck' and deny what the audience can clearly see   (D) Justify 
the gesture within the scene — maybe the character is nervous about a job interview, 
or the tie belonged to someone special — making it part of the character's story

126. What does 'if this is true, what else is true?' mean as a storytelling principle in 
improv?
   (A) Only performing scenes based on true stories from your real life   (B) Asking the 
audience to fact-check the information in the scene   (C) Building the world logically 
from what's been established — if a character is afraid of water, they probably also 
avoid boats, pools, and rainy weather   (D) Questioning whether anything your scene 
partner says is actually true

Write the answer  



127. Why are specific details more powerful than general statements in improvised 
stories?
   Answer: ________

128. What is 'walk-on support' in ensemble improv, and when should you use it?
   Answer: ________

129. What makes a 'runner' (a recurring joke or bit throughout an improv show) work 
well?
   Answer: ________

130. How does 'emotional range' differ from 'emotional volume' in improv?
   Answer: ________

Match each question to its answer
1. How does improv training improve reading comprehension and literary analysis?  → 
2. A 'Spokane' (or 'Living Room') is a long-form structure where the entire piece takes 
place in real time in a single location with recurring characters. What unique 
storytelling challenge does this form present compared to a Harold?  → 
3. Keith Johnstone, author of 'Impro,' developed the concept of status transactions in 
improvisation. Evaluate why understanding status dynamics is considered essential 
for creating compelling improv scenes.  → 
4. You are producing your school's first-ever improv show. Create a show format that 
includes both short-form games (for accessibility) and a long-form piece (for artistic 
depth), designed to introduce improv to an audience that has never seen it before.  → 
5. During a live performance, a fellow performer accidentally says something that 
contradicts an important detail established earlier in the show. As their scene partner, 
what is the most skilled response?  → 

   (A) Justify the contradiction within the reality of the scene — find a reason why both 
things can be true
   (B) By training deep attention to subtext, character motivation, and emotional 
dynamics — improv performers learn to read between the lines, understanding not 
just WHAT is said but WHY
   (C) Status shifts create dramatic tension and reveal character relationships, giving 
scenes momentum even without a traditional plot
   (D) Performers must create dramatic interest through deepening character 
relationships rather than jumping to new contexts or time periods
   (E) Open with 2-3 high-energy short-form games to warm up the audience and 
establish the rules of improv, then transition into a 15-20 minute long-form Harold or 
Montage, with a brief host explanation bridging the two halves

 



14. Improv Skills
Circle the correct answer
131. What is the improv concept of 'gifts'?
   (A) Special abilities that only experienced improvisers have   (B) Audience members 
bringing actual gifts to throw on stage   (C) Prizes awarded to the best performer after 
a show   (D) Generous offers that set up your scene partner for success — giving them 
information, emotions, or situations they can easily build on

132. In the improv format called 'Day in the Life,' performers act out an ordinary day 
for a specific type of person (like 'a day in the life of a school bus driver'). Why does 
starting with something ordinary often lead to funnier improv?
   (A) Because the rules of improv forbid scenes set in unusual locations   (B) Because 
audiences only laugh at things they've personally experienced   (C) Because 
extraordinary situations are too difficult for improvisers   (D) Ordinary situations are 
relatable, and comedy comes from finding the absurdity hidden within normal, 
everyday experiences

133. In the improv game 'Sound Effects,' one performer acts out a scene while another 
provides all the sound effects with their voice. Why does this game create comedy?
   (A) Because the audience gets to make the sounds instead   (B) Because sound 
effects are always funny no matter what   (C) The actor must justify whatever 
unexpected sounds their partner makes, creating surprises neither person planned   
(D) Because the performer making sounds is secretly telling the other what to do

134. What is the danger of 'mugging' in improv?
   (A) Making exaggerated facial expressions at the audience instead of genuinely 
reacting within the scene, which breaks the scene's reality and asks for unearned 
laughs   (B) Standing too close to the audience during a performance, and this is the 
standard approach used in most cases   (C) Performing a scene about a robbery or 
theft, and this is the standard approach used in most cases   (D) Drinking from an 
invisible mug when your character should be using a glass, which is why this approach 
is recommended by experts

135. What does 'raising the stakes' mean in an improvised story, and how do you do it?
   (A) Making what characters stand to gain or lose more significant — by adding 
consequences, deadlines, emotional weight, or personal connections to what's at 
stake   (B) Adding more characters to the scene to make it seem more important, and 
this is the standard approach used in most cases   (C) Moving the scene to a more 
dramatic location like a mountaintop, which is the most common explanation for this 
phenomenon   (D) Increasing the volume and intensity of your performance, as this 
directly follows from the underlying principles

 
 



136. A performer narrates: 'Sarah walked into the room and saw something that 
changed everything.' Why is this type of narration problematic in improv?
   (A) It tells the audience what to feel without showing what happened — good 
storytelling reveals through action and dialogue, not by telling the audience 
something is important   (B) Because the sentence is too long for improv narration   
(C) Because it uses the character's name, which should be kept secret   (D) Because 
improv is not allowed to have narrators under any circumstances

Write the answer
137. What does 'make your partner look good' mean in improv?
   Answer: ________

138. A performer says 'I'm going to tell you exactly how I feel about this' and then 
pauses for three full seconds before speaking. What effect does this pause create?
   Answer: ________

139. What is the difference between 'performing emotion' and 'feeling emotion' in 
improv, and which creates better comedy?
   Answer: ________

140. A classmate shares an idea in a group project and another classmate immediately 
says 'That's stupid.' What improv principle was violated, and how could improv training 
prevent this?
   Answer: ________

Match each question to its answer
1. Design an original long-form improv structure for a team of six performers that 
incorporates at least two of the following elements: audience interaction mid-show, a 
recurring group game, and thematic connections between scenes.  → 
2. Augusto Boal developed 'Theater of the Oppressed,' which uses improvisational 
theater techniques for social change. In his 'Forum Theater,' audience members can 
stop a scene and replace a character to try a different approach. How does this 
application of improv differ philosophically from entertainment-focused improv?  → 
3. A long-form performance is 25 minutes in. The show has had strong individual 
scenes but feels disconnected — like a series of unrelated sketches. What directing 
note addresses this problem at the structural level?  → 
4. Evaluate the following claim: 'The best improv performances look completely 
spontaneous but actually rely heavily on internalized structure and technique.' Do you 
agree or disagree, and why?  → 
5. Why is 'listening' considered even more important than being funny in improv 
games?  → 

 

 



   (A) Look for thematic connections between scenes and use callbacks, tag-outs, or 
group games to weave threads together
   (B) Because everything you do must build on what just happened — if you're not 
listening, you'll miss offers and break the collaborative flow
   (C) Forum Theater uses improv as a rehearsal for real-life social action — the goal is 
practicing strategies for change, not entertaining an audience
   (D) A structure where three pairs perform scenes, a group game crystallizes the 
emerging theme after each round, and the audience votes on which theme to explore 
deeper in the final act
   (E) Agree — years of training in structure, game, and ensemble awareness become 
instinctive, creating performances that appear effortless while being deeply skilled

15. Improv Skills
Circle the correct answer
141. What is 'initiating' in improv?
   (A) Being the first person to speak or act at the beginning of a scene, establishing 
the initial reality for others to build on   (B) Beginning your improv training for the 
very first time, which is the most common explanation for this phenomenon   (C) 
Starting the show by greeting the audience, which is the most common explanation 
for this phenomenon   (D) Initiating a vote about which game to play next, as this is 
what research and standard practice suggests

142. What is a 'pattern game' or 'opening' at the beginning of a long-form improv 
show?
   (A) The audience voting on which suggestion they want used, as this is what research 
and standard practice suggests   (B) A rehearsed opening number that's the same for 
every show, and this is the standard approach used in most cases   (C) A game to 
determine which performer speaks first in the show, as this is what research and 
standard practice suggests   (D) A collaborative ensemble exercise where the group 
explores the audience's suggestion through word association, shared stories, or group 
scenes — mining ideas that will inspire the show's scenes

143. Two performers are playing an improv game where they must tell a story one 
word at a time, alternating. Why is this game challenging?
   (A) Because the audience is shouting words at the same time   (B) Because only one 
performer is allowed to use nouns   (C) You must let go of controlling the story's 
direction — each word your partner adds might take the sentence somewhere 
unexpected, and you have to go with it   (D) Because it's impossible to tell a story with 
fewer than fifty words

 
 



144. A performer in an improv game receives the suggestion 'dentist's office' and 
immediately starts acting like they're terrified in a dentist chair. What skill are they 
demonstrating?
   (A) Making a strong choice quickly — committing to a specific emotional reaction 
without overthinking   (B) Ignoring the audience suggestion, and this has been 
consistently demonstrated in practice   (C) Blocking their scene partner's offer, making 
this the most widely accepted explanation   (D) Breaking character to get a cheap 
laugh, which is the most common explanation for this phenomenon

145. A performer creates a character who walks with a pronounced limp. During the 
scene, they sometimes forget the limp and walk normally. What principle of improv 
character work are they breaking?
   (A) The principle that characters should change and grow during a scene   (B) The 
'Yes, And' rule, because they're denying their own character choice   (C) The rule 
against physical comedy in improv scenes   (D) Consistency — once you establish a 
physical trait for your character, you must maintain it throughout the entire scene

146. What is the basic three-part structure that most improvised stories follow?
   (A) Joke Setup, Punchline, Applause — the comedy structure   (B) Beginning 
(establish characters and situation), Middle (introduce a problem or complication that 
escalates), End (reach a resolution or transformation)   (C) Opening Song, Dialogue 
Scenes, Closing Song — the musical structure   (D) Introduction, Five Acts, Epilogue — 
the Shakespeare structure

Write the answer
147. What does 'give and take focus' mean in an ensemble improv scene?
   Answer: ________

148. What is 'vocal variety' and why is it important in improv?
   Answer: ________

149. How can improv training help with public speaking anxiety?
   Answer: ________

150. In a 'Montage' long-form structure, scenes are typically connected by theme 
rather than by recurring characters. What is the primary advantage of this form for 
newer long-form performers?
   Answer: ________

Match each question to its answer

 

 



1. As a student director giving notes after a rehearsal, you notice that scenes keep 
ending abruptly without satisfying conclusions. Which note would be most effective in 
addressing this pattern?  → 
2. How does improv training help people in everyday life, beyond performing on 
stage?  → 
3. Compare and contrast short-form improv (like 'Whose Line Is It Anyway?') with long-
form improv (like a Harold or a Montage). What is the main structural difference?  → 
4. In the improv game 'Freeze Tag,' what happens when someone from the sideline 
calls 'Freeze'?  → 
5. What is the difference between a 'scene' and a 'bit' in improv?  → 

   (A) It builds active listening, adaptability, confidence, collaboration, creative 
problem-solving, and comfort with uncertainty
   (B) The performers on stage freeze in their positions, and the caller taps one out and 
takes their exact physical position to start a completely new scene
   (C) Find the moment when the scene's central relationship or game has been fully 
explored, and let the last line land before editing
   (D) A scene involves characters with relationships and objectives in a specific 
location, while a bit is a comedic idea or premise played for laughs without deeper 
character or emotional investment
   (E) Short-form uses distinct games with specific rules (2-5 minutes each), while long-
form develops connected scenes from a single suggestion over 20-30 minutes without 
predetermined rules

16. Improv Skills
Circle the correct answer
151. What does 'raising the stakes' mean in an improv game?
   (A) Making what's happening in the scene matter more to the characters — giving 
them stronger reasons to care about the outcome   (B) Speaking louder so the 
audience can hear better   (C) Physically raising objects above your head during a 
scene   (D) Adding more performers to the stage to make the scene bigger

152. What is 'short-form' improv?
   (A) Improv performed as quick games or scenes, usually 2-5 minutes each, often with 
specific rules or structures   (B) Improv that uses only short sentences of five words or 
fewer   (C) Any improv scene that the audience doesn't enjoy   (D) Improv scenes that 
are performed by very short actors

 
 



153. What is a 'callback' in improv?
   (A) When a performer forgets their position and has to return to it   (B) Referencing 
something funny from an earlier scene or game later in the show, connecting different 
parts of the performance   (C) The phone number you give the audience so they can 
provide feedback   (D) Asking a performer who left the stage to come back for another 
scene

154. Analyze why 'playing a character who doesn't know something the audience 
knows' is one of the most reliable sources of comedy in improv.
   (A) It creates dramatic irony — the gap between what the audience knows and what 
the character knows generates tension and humor every time the character 
unknowingly gets closer to (or further from) the truth   (B) Because the rules of 
comedy require at least one uninformed character per scene   (C) Because audiences 
always enjoy feeling smarter than the characters on stage   (D) Because confused 
characters are easier to play than confident ones

155. In a long-form improv show, Scene 1 features a couple arguing about whether to 
get a dog. Scene 4 takes place in a pet store with completely different characters. 
What storytelling technique connects these scenes?
   (A) Thematic threading — different scenes exploring the same theme (commitment, 
companionship, responsibility) even with unrelated characters   (B) The couple from 
Scene 1 must appear in Scene 4 for it to make sense   (C) The scenes must be about 
dogs because all scenes in a show must share the same topic   (D) Nothing connects 
them — they're completely separate stories

156. In an improvised narrative, what is 'exposition' and why should improvisers be 
careful with it?
   (A) A special section of the stage where performers stand when explaining things   
(B) The moment when performers are exposed to the audience suggestion for the first 
time   (C) A public exhibition of improv performance art in a gallery setting   (D) 
Background information delivered through dialogue — it's necessary for context but 
can kill a scene's energy if characters tell each other things they would already know

Write the answer
157. Analyze why the best improv ensembles are often described as having a 
'language' unique to their group. What creates this shared language?
   Answer: ________

158. What is the 'k sound theory' in comedy?
   Answer: ________

159. What is an 'aside' in improv and how does it affect comedic timing?
   Answer: ________

 



160. How can improv's approach to mistakes — treating them as gifts rather than 
failures — change how students approach learning?
   Answer: ________

Match each question to its answer
1. You are directing an improv team preparing for their first public showcase. Several 
performers are struggling with 'being in their heads' — overthinking during scenes. 
Design a warm-up sequence that specifically targets this problem.  → 
2. What is 'space work' or 'object work' in improv?  → 
3. Why do many improv games begin by asking the audience for a suggestion?  → 
4. In a 'Guessing Game' format where one performer doesn't know a secret that the 
others act out, why is it important for the actors NOT to make the secret too obvious?  
→ 
5. What does it mean to 'endow' another performer's character in improv?  → 

   (A) If the guesser gets it instantly, there's no journey for the audience to enjoy — the 
fun is in watching the gradual discovery
   (B) Giving information about another performer's character through your own 
dialogue or reactions — telling them who they are through how you treat them
   (C) To prove the performance is unscripted and to give performers a creative starting 
point they couldn't have planned
   (D) Miming and interacting with invisible objects to create the physical world of the 
scene without props
   (E) Physical warm-ups that demand full-body engagement, followed by fast-paced 
word association games that reward instant responses over clever ones

Riddle & Joke Break
Guess the answer, then check the key!
161. Why did the improv actor bring a ladder on stage?

162. What's an improv performer's favorite word?

163. Why was the improv show always sold out?

164. What do you call an improv performer who can't stop talking?

165. Why did the audience love the improv show?

166. What did the improv teacher say to the nervous student?

 

 



Answer Key  
1. A — Accept what your scene partner says as true ('Yes') and then add new 

information to build on it ('And')
2. D — Any piece of information a performer adds to a scene — a line, gesture, 

sound, or action that establishes something new
3. D — They reject or negate their scene partner's offer, stopping the scene's 

momentum and collaborative flow
4. D — Because everything you say and do must build on what your scene partner 

just contributed — you can't build on what you didn't hear
5. A — Improv is created spontaneously in the moment without a script, while 

scripted theater follows a pre-written text that actors rehearse
6. C — Focusing on supporting your scene partner's ideas and helping them 

succeed, rather than trying to be the funniest person on stage
7. A short improvised performance with characters, a location, and some kind of 

relationship or situation that unfolds in real time
8. 'Yes, and I hear your cumulus cake is out of this world! I've been dreaming about 

it since I saw the review in Sky Dining Magazine.'
9. Fully dedicating to your character, emotion, and the reality of the scene — 

playing it with conviction even if it's silly
10. Miming and interacting with invisible objects to create the physical world of the 

scene without props
Matching (Improv Fundamentals and 'Yes, And...'): 1→C, 2→D, 3→B, 4→A, 5→E

11. B — Improv performed as quick games or scenes, usually 2-5 minutes each, often 
with specific rules or structures

12. A — To prove the performance is unscripted and to give performers a creative 
starting point they couldn't have planned

13. A — The performers on stage freeze in their positions, and the caller taps one out 
and takes their exact physical position to start a completely new scene

14. A — The funny pattern or unusual thing that makes a scene interesting, which 
performers identify and repeat with variations

15. D — Making a strong choice quickly — committing to a specific emotional 
reaction without overthinking



16. B — Improv where teams or individuals perform games and the audience or 
judges award points, though the competition is usually playful rather than 
serious

17. The actor must justify whatever unexpected sounds their partner makes, creating 
surprises neither person planned

18. Ending a scene at the right moment — usually at a big laugh or when the scene 
has peaked — before it loses energy

19. 'What's a place where people feel uncomfortable?' — because it's specific enough 
to inspire but open enough for variety

20. It forces rapid-fire responses with no planning time, building speed of thought 
and the ability to commit instantly
Matching (Improv Games and Short-Form Formats): 1→C, 2→B, 3→E, 4→D, 5→A

21. B — Change something physical — your posture, voice, or movement pattern — 
and let the character's personality emerge from how they move and sound

22. A — The relative social power a character has in a scene — how dominant or 
submissive they act compared to others

23. C — Consistency — once you establish a physical trait for your character, you 
must maintain it throughout the entire scene

24. B — Pitch (high or low), speed (fast or slow), volume (loud or soft), accent or 
dialect, and rhythm of speech

25. C — Imagining that one body part (nose, chest, belly, chin) enters the room first, 
which changes your entire posture and movement style

26. C — Emotions drive behavior and decisions, which create scenes with genuine 
stakes and relatable moments that audiences connect with

27. An exercise where performers walk around the space, progressively transforming 
how they move to discover new characters through physical exploration

28. A status reversal — the high-status character suddenly needs something from the 
low-status character, flipping the power dynamic

29. Fully embodying your character choice without breaking, second-guessing 
yourself, or half-heartedly performing — even if the choice feels silly

30. The way a performer uses their body — gestures, posture, facial expressions, 
movement — which communicates as much or more than words and makes 
scenes visually engaging
Matching (Character Creation and Physicality): 1→A, 2→B, 3→D, 4→E, 5→C



31. B — Beginning (establish characters and situation), Middle (introduce a problem 
or complication that escalates), End (reach a resolution or transformation)

32. B — It gives both performers and the audience a shared foundation to build on — 
without knowing who the characters are, where they are, and what they're doing, 
nothing that happens has context or meaning

33. B — The moment when something unexpected happens that changes the 
direction of the story — a surprise, revelation, or complication that shifts 
everything

34. A — It establishes a specific relationship with history, creating emotional stakes 
and a reason for the audience to care about these characters

35. C — Building the world logically from what's been established — if a character is 
afraid of water, they probably also avoid boats, pools, and rainy weather

36. B — Taking a pattern or element that's working and making it bigger, more 
extreme, or more absurd each time it recurs — escalating the comedy

37. Conflict creates tension and gives characters something to struggle with, making 
the audience care about the outcome — without conflict, scenes lack direction 
and energy

38. A long-form improv structure invented at iO Chicago where a single audience 
suggestion inspires three separate storylines that eventually connect and 
interweave

39. Introduce a discovery, arrival, or revelation that raises the stakes — something 
new that forces the characters to react and makes the scene matter more

40. A structure where separate, unrelated scenes are inspired by a single suggestion 
and connected by theme rather than plot — each scene explores a different 
angle on the same idea
Matching (Storytelling and Narrative Improv): 1→E, 2→B, 3→A, 4→D, 5→C

41. B — Prioritize your scene partner's success over your own laughs — set them up 
for great moments, support their choices, and treat their ideas as gifts

42. D — The phenomenon where an ensemble becomes so attuned to each other 
that they anticipate moves, share ideas simultaneously, and create as if thinking 
with one brain

43. A — Knowing when to step forward and command attention (take focus) and 
when to step back and support what someone else is doing (give focus) — 
reading the scene's needs moment to moment



44. A — React authentically to what that performer is doing — their reactions frame 
the comedy and tell the audience where to look and how important the moment 
is

45. A — When one performer dominates the scene by talking over others, ignoring 
their offers, or controlling every aspect of the story — it prevents collaboration 
and makes partners feel irrelevant

46. C — A scene where the entire ensemble performs together with a shared pattern 
or behavior — like a town meeting, a Greek chorus, or everyone simultaneously 
reacting to something

47. Because performers must take creative risks — making bold choices, being 
vulnerable, and looking silly — and they can only do that when they trust their 
teammates to support them unconditionally

48. It's a 'transaction scene' — the characters are negotiating the same thing back 
and forth without progressing, creating a loop instead of a story

49. Making your character as smart and capable as a real person in that situation 
would be — not playing dumb for cheap laughs or pretending not to understand 
obvious things

50. When performers not currently in a scene stand at the back of the stage, ready to 
enter as needed — providing walk-on characters, sound effects, or physical 
elements to enhance the active scene
Matching (Collaborative Scene Work and Ensemble Skills): 1→C, 2→A, 3→B, 4→D, 
5→E

51. A — The instinct for WHEN to deliver a line, pause, or react — the rhythm and 
pacing that makes the difference between a joke that lands and one that falls flat

52. D — A brief pause — a moment of silence or stillness before, during, or after a 
comedic moment that gives the audience time to process and react

53. A — Starting to speak before the audience has finished laughing at the previous 
moment — cutting off their reaction and potentially killing the momentum of the 
comedy

54. C — Faster delivery can create energy, surprise, and momentum; slower delivery 
builds tension, emphasizes words, and makes the audience lean in — the 
contrast between speeds is often funniest

55. A — Genuine emotional investment makes comedy more powerful — audiences 
laugh harder when characters truly CARE about what's happening, even in absurd 
situations



56. B — Using changes in pitch, volume, speed, tone, and rhythm to keep delivery 
interesting, communicate emotion, and differentiate between characters

57. The contrast between the amazing content (winning the lottery) and the 
unexpected delivery (disappointment) creates comedy through subverted 
expectations

58. The perfect ending line or moment that wraps up a scene at its peak — the final 
punchline or image that leaves the audience laughing as the scene ends

59. If the audience can't hear you, nothing else matters — projection ensures your 
words reach every seat, while also conveying confidence and commitment to 
your character

60. Responding with genuine, honest emotions rather than performed or 
exaggerated ones — real vulnerability and authentic reactions create deeper, 
more resonant comedy
Matching (Voice, Emotion, and Comedic Timing): 1→C, 2→D, 3→E, 4→A, 5→B

61. D — Instead of immediately judging or rejecting ideas, you accept each idea as a 
starting point ('Yes') and build on it ('And'), creating more innovative solutions 
through collaborative building

62. D — Improv teaches you to embrace uncertainty, recover from mistakes 
gracefully, and trust that you can handle whatever happens — reducing the fear 
that something will go wrong

63. A — Active listening — truly hearing what the other person is saying and 
responding to THAT, rather than waiting for your turn to talk about what you 
already planned to say

64. A — Acknowledge the question honestly ('Great question'), take a moment to 
think (a beat), and respond with what they know while being honest about what 
they don't — treating the surprise as an opportunity, not a threat

65. C — Great leaders, like great improvisers, focus on making their team members 
successful — creating environments where others can do their best work, rather 
than taking all the credit themselves

66. C — By recognizing status dynamics, you can choose how to present yourself in 
different contexts — raising your status when you need confidence, or lowering it 
to make others comfortable and build connection

67. By requiring you to inhabit different perspectives, listen deeply to understand 
others' viewpoints, and treat every person's contribution as valuable — skills that 
transfer directly to real-life relationships



68. It creates a growth mindset where errors are seen as information and 
opportunities for discovery, reducing the fear of trying new things and 
accelerating learning through experimentation

69. Use 'Yes, And' to build on each person's idea rather than competing to win — 
combine elements from multiple suggestions to create something better than 
any single person imagined

70. Improv develops collaboration, creativity under pressure, adaptive thinking, 
active listening, and the ability to build on others' ideas — all critical skills for 
innovation and teamwork
Matching (Applied Improv and Life Skills): 1→B, 2→A, 3→C, 4→D, 5→E

71. B — A group opening (such as a monologue, invocation, or pattern game) that 
explores the audience suggestion

72. A — Second-beat scenes heighten or explore the game/pattern from first-beat 
scenes, often in new contexts or with time jumps

73. D — It ensures every performer gets equal stage time and creates a web of 
interconnected relationships across the full piece

74. B — Mining specific lines, emotions, and dynamics from the opening scene and 
exploring each in isolation through different genres or contexts

75. B — That improvisation is a legitimate art form capable of creating meaningful, 
thematic work — not just comedy

76. C — She rejected lecture-based instruction in favor of theater games where 
players discovered principles through experiential play

77. Status shifts create dramatic tension and reveal character relationships, giving 
scenes momentum even without a traditional plot

78. Physical warm-ups that demand full-body engagement, followed by fast-paced 
word association games that reward instant responses over clever ones

79. Find the moment when the scene's central relationship or game has been fully 
explored, and let the last line land before editing

80. Look for thematic connections between scenes and use callbacks, tag-outs, or 
group games to weave threads together
Matching (Long-Form Improv and Performance Mastery): 1→A, 2→C, 3→D, 4→E, 
5→B

81. D — The Harold

82. A — Three



83. B — A series of short, loosely connected scenes inspired by a single suggestion

84. D — The ensemble's shared awareness and unspoken agreement about the 
scene's direction

85. A — A monologist shares true stories that inspire scenes performed by the 
ensemble

86. D — A group exercise that explores the audience suggestion to generate themes 
for scenes

87. To heighten relationships, explore themes more deeply, and find unexpected 
connections

88. Performers identify the unusual or funny pattern in a scene and heighten it 
through repetition

89. Taking the game or pattern from one scene and applying it to a completely 
different context

90. It allows relationships and stakes to build naturally, creating deeper laughs
Matching (Improv & Theater): 1→D, 2→A, 3→E, 4→B, 5→C

91. C — A form of Italian theater from the 16th century featuring masked stock 
characters and improvised dialogue

92. C — A rehearsed comic routine or physical gag that could be inserted into any 
performance

93. B — Buster Keaton

94. B — A wooden device made of two slats that makes a loud slapping sound when 
struck, used in physical comedy

95. B — Fixed point

96. A — Marcel Marceau

97. The first two times establish a pattern the audience anticipates, making the 
unexpected third variation surprising and funny

98. A clown directly acknowledges and interacts with the audience as part of the 
performance, while traditional actors maintain the fourth wall

99. Status determines how characters physically carry themselves -- high-status 
characters take up space and move deliberately, while low-status characters 
shrink and stumble

100. Because the same physical action can be hilarious or flat depending on when it 



happens -- the pause before the fall matters as much as the fall itself
Matching (Improv & Theater): 1→E, 2→B, 3→C, 4→D, 5→A

101. B — Active listening -- the ability to fully hear and respond to what's happening 
in the moment

102. C — Accepting what someone says as valid and building on their idea before 
adding your own

103. C — Glossophobia -- the fear of public speaking

104. D — Stopping the inner critic that makes you overthink, and instead responding 
naturally and authentically

105. D — Matching the audience's energy level and body language to build rapport 
and connection

106. A — Referencing something mentioned earlier in your talk to create a satisfying 
connection for the audience

107. It gradually exposes speakers to low-stakes 'failure' in a supportive environment, 
teaching them that mistakes are survivable and often valuable

108. It shifts focus from self-consciousness to service -- when speakers focus on 
giving value to the audience rather than worrying about themselves, they 
perform better

109. Filler words fill silence while the brain searches for words -- improv teaches 
speakers to embrace pauses instead of filling them, because silence is more 
powerful than 'um'

110. It helps speakers read the room -- recognizing who holds influence, who is 
engaged, and how to adjust their authority level for the situation
Matching (Improv & Theater): 1→E, 2→D, 3→B, 4→C, 5→A

111. B — A sketch or scene that plays before the opening credits or title sequence

112. C — 3 to 7 minutes

113. C — A collaborative space where a team of writers develop ideas, pitch jokes, and 
refine scripts together

114. D — A joke or reference that brings back something from earlier in the sketch or 
show, creating a satisfying connection

115. B — Saturday Night Live (SNL)

116. A — An abrupt ending where the lights go out (or the scene cuts) immediately 
after the final punch line, with no additional dialogue



117. The game is the core comedic idea or pattern that makes the sketch funny -- 
once established, the sketch explores that pattern through variations and 
escalation

118. Each beat of the sketch must escalate the game -- raising stakes, pushing the 
absurdity further, or finding new ways the game manifests -- to maintain 
comedic momentum

119. The straight man reacts normally to the absurd situation, grounding the comedy 
by showing the audience how a reasonable person would respond

120. It features a performer at a desk (like a news anchor) delivering jokes directly to 
the camera or audience, rather than acting in a fictional scene with other 
characters
Matching (Improv & Theater): 1→A, 2→B, 3→D, 4→E, 5→C

121. D — Overthinking, judging your own ideas, or planning ahead instead of being 
present and responding to what's actually happening in the scene

122. A — Focus on making each line serve the scene while starting with the right letter 
— let the constraint inspire creativity rather than fighting it

123. C — 'What's a place where people feel uncomfortable?' — because it's specific 
enough to inspire but open enough for variety

124. B — Short, energetic exercises done before performing to get everyone focused, 
connected, and out of their heads so they can react instinctively on stage

125. D — Justify the gesture within the scene — maybe the character is nervous about 
a job interview, or the tie belonged to someone special — making it part of the 
character's story

126. C — Building the world logically from what's been established — if a character is 
afraid of water, they probably also avoid boats, pools, and rainy weather

127. Specific details make scenes feel real and give audiences concrete images to 
latch onto — 'a 1987 red Corvette' creates a clearer picture than 'a car'

128. Entering an existing scene briefly as a new character to add information, make a 
game move, or provide something the scene needs — then leaving without 
overstaying

129. Each time the runner appears, it's in a new context and slightly escalated — the 
audience's recognition of the pattern combined with the surprise of its new 
application creates growing laughter

130. Range is the variety of emotions you can play (joy, fear, disgust, tenderness, 



confusion), while volume is the intensity level — you can play quiet joy or loud 
joy, subtle fear or extreme terror
Matching (Improv Fundamentals): 1→B, 2→D, 3→C, 4→E, 5→A

131. D — Generous offers that set up your scene partner for success — giving them 
information, emotions, or situations they can easily build on

132. D — Ordinary situations are relatable, and comedy comes from finding the 
absurdity hidden within normal, everyday experiences

133. C — The actor must justify whatever unexpected sounds their partner makes, 
creating surprises neither person planned

134. A — Making exaggerated facial expressions at the audience instead of genuinely 
reacting within the scene, which breaks the scene's reality and asks for unearned 
laughs

135. A — Making what characters stand to gain or lose more significant — by adding 
consequences, deadlines, emotional weight, or personal connections to what's at 
stake

136. A — It tells the audience what to feel without showing what happened — good 
storytelling reveals through action and dialogue, not by telling the audience 
something is important

137. Prioritize your scene partner's success over your own laughs — set them up for 
great moments, support their choices, and treat their ideas as gifts

138. Anticipation and tension — the audience leans in wondering what's coming, 
making whatever follows hit harder, whether it's sincere or a surprising reversal

139. Performing emotion means showing external signs of feeling without internal 
engagement; feeling emotion means genuinely accessing the emotional state — 
felt emotion creates more authentic, funnier comedy

140. The 'Yes, And' principle was violated — improv training teaches that dismissing 
ideas kills creativity and damages trust, and offers a better habit: building on 
ideas rather than judging them
Matching (Improv Skills): 1→D, 2→C, 3→A, 4→E, 5→B

141. A — Being the first person to speak or act at the beginning of a scene, 
establishing the initial reality for others to build on

142. D — A collaborative ensemble exercise where the group explores the audience's 
suggestion through word association, shared stories, or group scenes — mining 
ideas that will inspire the show's scenes

143. C — You must let go of controlling the story's direction — each word your partner 



adds might take the sentence somewhere unexpected, and you have to go with it
144. A — Making a strong choice quickly — committing to a specific emotional 

reaction without overthinking
145. D — Consistency — once you establish a physical trait for your character, you 

must maintain it throughout the entire scene
146. B — Beginning (establish characters and situation), Middle (introduce a problem 

or complication that escalates), End (reach a resolution or transformation)
147. Knowing when to step forward and command attention (take focus) and when to 

step back and support what someone else is doing (give focus) — reading the 
scene's needs moment to moment

148. Using changes in pitch, volume, speed, tone, and rhythm to keep delivery 
interesting, communicate emotion, and differentiate between characters

149. Improv teaches you to embrace uncertainty, recover from mistakes gracefully, 
and trust that you can handle whatever happens — reducing the fear that 
something will go wrong

150. It reduces pressure to remember and maintain continuity between scenes while 
still building thematic depth
Matching (Improv Skills): 1→C, 2→A, 3→E, 4→B, 5→D

151. A — Making what's happening in the scene matter more to the characters — 
giving them stronger reasons to care about the outcome

152. A — Improv performed as quick games or scenes, usually 2-5 minutes each, often 
with specific rules or structures

153. B — Referencing something funny from an earlier scene or game later in the 
show, connecting different parts of the performance

154. A — It creates dramatic irony — the gap between what the audience knows and 
what the character knows generates tension and humor every time the character 
unknowingly gets closer to (or further from) the truth

155. A — Thematic threading — different scenes exploring the same theme 
(commitment, companionship, responsibility) even with unrelated characters

156. D — Background information delivered through dialogue — it's necessary for 
context but can kill a scene's energy if characters tell each other things they 
would already know

157. Shared experiences, inside references, established patterns, practiced 
techniques, and hundreds of hours of collaborative creation build an implicit 
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vocabulary that allows communication through minimal cues
158. The observation that words with hard 'k' sounds (like 'pickle,' 'chicken,' 'pickle,' 

'cockroach') tend to sound funnier than words with soft sounds — likely because 
the sharp sound triggers a physical reaction

159. When a character briefly speaks directly to the audience while other characters 
can't hear — sharing thoughts, secrets, or commentary that creates dramatic 
irony

160. It creates a growth mindset where errors are seen as information and 
opportunities for discovery, reducing the fear of trying new things and 
accelerating learning through experimentation
Matching (Improv Skills): 1→E, 2→D, 3→C, 4→A, 5→B

161. To take the scene to the next level!

162. "Yes!" followed closely by "and!"

163. Because the performers never scripted a bad review!

164. An improvosaurus -- they go on and on without a script-tion!

165. Because every performance was truly one-of-a-kind -- un-scene before!

166. "Break a leg -- but don't break the scene!"
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