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Upstage Right Upstage Upstage Left
(or Up Right) (or Up Left)
Stage Right Center Stage Stage Left
Downstage Downstage
Right (or Downstage Left (or Down
Down Right) Left)

AUDIENCE

Use this booklet to learn the key terminology for Drama. Tick the terms you
know with a green pen and revise the remaining ones until you can
confidently tick those too.

A big part of GCSE and A Level Drama is about using the correct
terminology with confidence so the sooner you begin revising the better




Drama Style and Techniques

Styles of Drama

Naturalism Naturalistic acting aims to be as realistic as possible, creating a slice of reality on stage

Non-naturalism Any style that is not naturalistic (Physical Theatre, Epic Theatre etc) It aims instead to
emphasise a key theme, idea or characteristic.

Epic theatre Created by Bertolt Brecht, Epic theatre forces audience members to constantly return to
rational observation, rather than emotional immersion (watching with you head, not just your heart)
Sudden bursts of song, elements of absurdity and breaking the fourth wall are all prime examples of how
this rational observation is constantly revitalized; this idea is known as Verfremdungseffekt.

Physical theatre Dance and mime, physicality and movement are the key communicator of the play's
storytelling.

Old Comedy- The first period of ancient Greek comedy, often featured daring political commentary and
sexual innuendo.

Expressionism- Shows the antagonists inner feelings or emotional conflict on stage through the acting and
design, often nightmarish (e.g. exaggerated and distorted)

Absurdity and Surrealism Shows a world where all human attempts to find meaning are pointless. Use of
pause, repetition, fragmented speech etc

Melodrama Created by early Greek dramatists, uses stock characters and stereotypes to portray stories in
an exaggerated way, either tragic or comic. Links to commedia dell'arte.

Theatre of Cruelty As developed by Antonin Artaud, a style that encourages the shock and horror of the
audience, through the excessive use of light and sound, instead of active entertainment or emotional
relaxation.

Poor theatre Developed by Jerzy Growotski, this genre believes in the stripping back of set, props,
costume, light and sound to allow the focus to be placed solely upon the actors, their characterisation and
the underlying human relationships.

Immersive theatre Developed by Augusto Boal, these styles all place focus on the audience member's
individuality: their personal decisions, opinions and emotions, and how that impacts those of the
characters onstage. The audience firmly exists within the 'world of the play' Links to Promenade

and Forum theatre

Site-Specific theatre The play is performed in a space that will most bring the play to life e.g. Midsummer
Night Dream being performed in the woods.

Verbatim theatre — All the words used in the production are taken from real life interviews/people


https://en.wikipedia.org/wiki/Epic_Theatre
https://en.wikipedia.org/wiki/Physical_theatre
https://en.wikipedia.org/wiki/Ancient_Greek_comedy
https://en.wikipedia.org/wiki/Expressionism
https://en.wikipedia.org/wiki/Theater_of_the_Absurd
https://en.wikipedia.org/wiki/Melodrama
https://en.wikipedia.org/wiki/Theatre_of_Cruelty
https://en.wikipedia.org/wiki/Poor_theatre
https://en.wikipedia.org/wiki/Immersive_theatre

Drama Techniques
Narration-

Still images-

Thought tracking-
Cross cutting-
Marking the Moment-
Soundscape-
Conscience Corridor-

Choral Speech/ movement-
Physical Theatre -

Movement Sequence -
Chair duets-

Monologues & Duologues -
Interlinking monologues-

Rhyme/Poems-
Breaking the Forth Wall/

Direct address-

Symbolism-

Brechtian Techniques

Minimal Set-
Fragmentary costumes —
Fragmentary props-
Multi-role-

Coming out of role-
Caricatured Acting Style-
Gestus-

On-stage Costume changes-
Lighting equipment in full
view of the spectator-
Breaking the forth Wall/

Direct address-

Spass-

Explain what is happening on stage to draw the audience’s attention to a key
point or message

Frozen images can show different events swiftly without having to go in depth
When a character steps out of the action and explains how they feel inside
Jumping backwards or forwards in time to the vastness of an issue

Making a key moment stand out using pace/lights/sound etc

Actors make the sounds of a location to evoke the atmosphere of that place
Character walks through two lines of actors who say the thoughts spinning
around the main character’s head

Actors speak and move as one (Powerful way of sharing message / Can
represent a larger group of people. Can use unison, cannon and repetition)
Communicate ideas mainly with movement, not words to make the audience
engage their minds as they interpret the movement

Use movement to communicate moods and concepts in a visceral way

A series of simple movements put together using physical connection. NVC
forces the audience to interpret the scene (engage their minds)

Allows the audience to hear real life stories to give the piece weight and truth
Monologues jump between different characters. Interesting to watch and
shows a range of peoples POV

Speak the message of the play to the audience in rhyme (catchy/engaging)

Speak directly to the audience or even walk over to them/behind them/sit
amongst them- Explicitly draws the audience in/involves them in the issue
When something represents something else e.g. A wine stain on Eric’s shirt is
symbolic of his alcoholism, a rose is symbolic of love

A bare or symbolic set- not naturalistic

Single items of clothing used to represent a character (stethoscope = doctor)
Single objects representing a place (Type writer = office)

Actors play more than one character in the play

Actors might step out of character to speak to the audience or get a laugh
Over-the-top, exaggerated characters — e.g. the greedy politician

Clear gesture or movement used by the actor that captures the essence of a
key moment rather than delving into emotion

In full view of the spectator (audience) to prevent them from becoming too
drawn into the characters as real people (keep the audience subjective)

Keep the audience subjective- this is not real life

Speak directly to the audience or even walk over to them/behind them/sit
amongst them- Explicitly draws the audience in/involves them in the issue
‘Fun’. Brecht realised comedy excellent way of engaging audience + forcing
them to think about issues



Labelling-

Placards and Projections-
Open white lighting—

Song-

Demonstration of role —
Narration-

Spoiling dramatic tension in
advance of episodes-
Disjointed time sequences-

Historification-

Alienation technique-

Retrograde-

Structural Techniques

Ambiguous Openings -
Episodical Structure -
Comic Scenes-
Naturalistic Scenes-
Scene of Tension -
Rhetorical questions-
High Impact opening-
Drip-feeding information-
Cyclical structure-

Keep audience subjective by labelling characters simply as ‘Man’ or
‘Shopkeeper’

Signs held up to reveal unspoken information about what’s happening on
stage

Keeps audience exposed and alert. Due to its emotional impact, coloured
light on stage is eliminated

Used to communicate the message or themes of the drama in a different and
engaging way

Actors are encouraged not to fully become the role, but rather to
‘demonstrate’ the role at arms length, with a sense of detachment
Describing what is happening or about to happen on stage

To keep the audience subjective rather than emotionally absorbed in the
story

Flash backs and flash forwards — large jumps in time to key points you wish to
show the audience. Can show scale of issue and keep pace fast and dynamic
Setting events in another place and/or time in order to distance the
emotional impact

“Verfremdungseffekt” ultimate aim of distancing the audience emotionally
and increasing their intellectual response to the drama. Keeping the audience
thinking subjectively

Running a scene or moment backwards to show how things could be done
differently or to simply highlight something about that moment

Suggests a theme/idea in an intriguing way

Jump to different places/times to explore an issue on larger scale
Burst of energy, reinvigorates- allows you to mock/ exaggerate

Can show moment of ‘real life’ for audience to connect with

Can hold the audience’s attention, excite, alert

Explicitly makes the audience consider or answer a question

Grabs your audience from the very start, awakens them

Force the audience to engage their brains- work out the message
Can suggest ‘nothing changes’, we’re not learning from our mistakes

Comical Moments juxtaposed

with emotional scenes-

Shock the audience, make them see a contrast

Non-chronological structure- Keeps a high pace and means you can jump to key places/times (not

Historical facts/references-
Reflective ending-

restricted by 1 location and ‘real time’
Shows context, evidence of your point to give your argument more weight
Guide the audience to consider how things are and how they could be



Acting Vocabulary

Use these ideas to explain how an actor brings character and emotions to life on stage

1. Tone — The sound of your voice, communicating an emotion — Excited/Aggressive etc
2. Pitch — High/Low

3. Stress — Emphasising certain words to make them stand out

4. Pause — Tension or to show that your character is thinking

5. Pace — Fast/Slow

6. Projection —loud/quiet (although you must always be heard on stage)

1. Body Language — Communicating meaning through the body and how one stands (posture)

2. Movement — How someone moves or walks (gait) e.g. Slow laboured steps to show that a
character feels deflated.

W

Gesture — Using the hands or arms to express meaning e.g. pointing a finger = accusing

4. Facial Expressions — Utilising eye contact and parts of the face to communicate meaning. E.g.
avoiding eye contact to show shame

5. Proxemics— Showing relationships through distance e.g. far away from others to show isolation

6. Levels — Using height to show status or emotion e.g. on the floor to show distress and weakness

Vocal Vocabulary

Tone - Patronising, menacing, joyful, erratic, cautious, jovial, assertive, authoritative, pleading, mimicking,
stern, firm, desperate, confused, feigned sincerity, restrained, melodious, innocent, forceful, frightened,
optimistic, soft, content, peaceful

Pitch - High - shrill, screech, piercing, yelp, sharp,

Low- Bellowing, deep, groan, rumbling, growled, gravelly, Boom, roar, snarled, barked, hissed

Stress- Emphasise, upward inflection/downward inflection, elongate, Emphasise plosive/sibilance/fricative.
Pace - Rushed, hesitant, slurred, fast/slow, relaxed, lethargic, controlled, erratic, steady, fluid, disjointed
Pause - Hesitant, stilted, thoughtful, elongating, psychological pause, tense pause, rushed and breathless,
long and uncomfortable

Projection — Gentle, loud, whispered, clear, booming

Other Vocal Techniques - Quivering, laughter, sighing, panting, breathing, exhale/inhale, clear throat, whimpering,
Staccato, slurred, Idiolect/dialect- accent, received pronunciation, lisps.

Intonation- The rise and fall of pitch when speaking

Inflection- Raising your pitch up or down E.g. Upward inflection sounds like a question

Articulation- Speaking clearly, emphasising consonants and vowels

Accent- How a particular region or class sound when speaking (Cockney, French, Liverpudlian, Cornish)
Received Pronunciation- The standard form of British English pronunciation, based on educated speech in
southern England.



Physicality Vocabulary

Body Language

Open body language = upright posture, chest puffed out, shoulders back, raised chin, arms open, wide fluid
gestures

Closed off body language = slumped posture, bent over, hunched shoulders, head down, arms folded or
holding themselves, wringing hands

Tense body language = Clenched posture, tense shoulders, body rigid and still, tensed jaw, tapping feet or
wringing hands

Movement-

Excited/joyful: fast, energetic pace, skip/glide/float across the stage, playful gestures

Confident: Long, slow, purposeful strides, strutting forward arrogantly

Angry: Fast pace, short strides, march forward, lurch forwards, lean in, pursue or corner someone
Afraid/anxious: Quickened pace, frantic steps, pace the space erratically, sudden changes in direction, snap head
from left to right, tremble, lean away, retreat nervously, dart downstage,

Sad/broken: Laboured, slow, small steps showing a lack of energy, sink to the floor, frozen- rigid and still,
Drunk person: Slow pace, unsteady foot steps, meander

Stillness could represent: A character’s strength or power, holding their ground/Status OR it can show
shock, fear, frozen to the spot

Gesture-

Excited/joyful: Flowing, fluid, throw arms out, clasp hands together

Confident: Large, slow, controlled, Arms open wide, moving fluidly, relaxed

Angry: Fast and tense movements, Clenched Fists, grip furniture, point finger, aggressively gestures towards
Afraid/anxious: Erratic, hands out in front defensively, clutching at sides, folded arms, wringing hands, hands
fidgeting, grip furniture, thrust hands towards pleadingly

Sad/broken: Slow, defeated, arms hung by side, clutching at sides protectively, folded arms, wringing hands
Drunk person: Loose, slow, throwing arms out, exaggerated, uncontrolled, gripping furniture for support

Facial Expressions-

Head: Raise head/chin, tilt to side, drop head, dart side to side

Eyes: Widen eyes, raise eyebrows. Narrowed eyes, furrowed brow, eye contact with someone, gaze
lowered to floor or raised to the sky, scowl, glazed eyes, cold stare, look down nose at someone, dart side to side
Mouth: Wide smile, open mouthed (shock), parted lips, smug smile, quivering lip, pursed lips (irritated)
frown, clenched jaw, bare teeth, snarl

Proxemics and Levels-

Near: Close relationship, comfortable, Intimidating, Unaware, getting into people’s personal space
Far: Dislike or fear of something/someone / Isolation, being alone or apart

High Level : High status/powerful, Age, Strength, Victorious, Respected

Low Level: Weak, Low status, Distraught, Defeated




Design Vocabulary

Stage Types

Back cloth Cut cloth Proscenium Theatre
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Stage

Proscenium arch- The stage is framed with a ‘proscenium’ arch. (Traditional proscenium arch theatres are
now often adding small aprons to break the divide between the audience and the performance space)

Apron A projecting strip of stage that extends past the proscenium arch and into the audience area for
actors to perform downstage of the curtain

Thrust The performance space thrusts out into the audience. The audience sit on three sides of the stage

End-on-stage Often found in a studio theatre, the seats face the stage space at one end (There is no
proscenium arch)

Traverse The audience are positioned opposite each other with the performance taking place in the middle
In- the-round The audience are seated all the way around the performance space

Promenade and immersive These can be found spaces or non-theatre spaces. Audience members walk
through the space to experience the performance.

Site specific theatre These spaces are chosen as a key part of the production. The performance links
directly to the space that it is performed in.

Amphitheatre The audience sit in a large and steep half bowl shape with a circular stage at the bottom.



Set and Stage Furniture

Naturalistic Recreates the location in exact detail, making it appear real

Abstract Not representing reality (for example, uses shapes, colour, textures to suggest mood/location)
Period The time period that the set suggests (can help reinforce the social, historical, cultural and political
context of the play)

Colour This works alongside lighting to reinforce mood and atmosphere. The colour of the set will also
communicate meaning, especially when it contrasts with the colour or costume or lighting

Materials The medium or fabric (for example, metal, glass, wood, velvet)

Texture The feel and appearance of a surface. This can be used to support the key themes and ideas of a
production. For example, a metallic texture will have a very different meaning from earthy textures
Shape The appearance (for example, angular, curved, pointed, rugged, silhouetted)

Entrance and exits The position of entrances and exits, and how characters use them E.g. Door flats,
wings, aisles, trap door, the flies etc

Set changes The set is changed to suggest a new location or mood

Levels Different levels on the stage can help make the space look more interesting, convey different
locations and help show characters status on stage

Deck Stage floor

Stage furniture — Items of furniture used of stage e.g. Table and chairs, drink cabinet etc.

Props - (Properties) Furnishings, set dressings, and all items large and small which cannot be classified as
scenery, electrics or wardrobe. Props handled by actors are known as hand props, props which are kept in
an actors costume are known as personal props

Backdrop - a painted cloth hung across the back of a stage

Cyclorama- a curved backdrop of white fabric (Usually Canvas or Muslin). Placed upstage, Cycs are also
often illuminated during performances to match the mood of the scene, or images and video can be
projected onto them

Box set - Naturalistic setting of a complete room built from flats with only the side nearest the audience
(the fourth wall) missing

Flat - An upright wall that can be decorated. Can also have door flats and window flats

Rostrum (Rostra= plural). Also known as a riser, a rostrum is a raised, stationary platform on the stage for
the actors to perform on. They provide levels, to make a show more visually interesting

Truck - Wheeled platform on which a scene or part of a scene is built to facilitate scene changing

Flies/fly loft -- The space above the stage that enables a stage crew to quickly fly (hoist) scenery and even
people on and off stage from above

Stage lifts/- specialised elevators, powered by hydraulics, that are used to raise and lower entire sections
of a theatre stage

Hydraulics A machine of pistons used to bring large pieces of set on or off automatically

Gauzes or scrims- are stage curtains used to provide useful, often dramatic and moody theatrical effects
when light is shone through them (google image this to see example)

Projections Can be used to create a location or show film / images


https://en.wikipedia.org/wiki/Stage_crew
https://en.wikipedia.org/wiki/Theatrical_scenery

Costume

Era — Time period of the costume- Provides audience with contextual information

Fit/shape — How it fits the actors body. Tight, loose, well-fitted etc. Fit can show a character’s weight (can
be padded or tight fitting), confidence, sexuality, age or morality.

Material/Fabric — Choice of fabric can show how the character feels e.g. claustrophobic and weighed down
in thick velvet or stiff starched collars. Or a natural, at harmony person in soft linen

Texture The feel of the fabric

Quality — The quality of the fabric can show status or wealth

Colour - Can symbolise character trait e.g. deep purple = traditional colour of the upper classes
Thickness/Movement- How does the material flow? A thick, starched collar shows rigidity, where as a dress
of thin, floaty chiffon suggests youth and freedom

Links to the text- What do we know about the characters that would affect how we dress them?

Character traits/status- Costume used to symbolise the character E.g. bolder clothing- confidence, clown-
like costume- buffoon.

Accessories/Props/Personal Props- A key prop is a small object like a glass a personal prop belongs to a
character and might might convey information about them e.g. an expensive pocket watch to show wealth
Break down- Make a costume appear shabby or dirty (for example, after a battle or a fight, or a walk in the
rain)

Key Fabrics:

Chiffon- Lightweight, extremely sheer, almost transparent fabric

Cotton- Comfortable, breathable- most widely used natural-fibre materials in the world

Lace- A decorative open fabric made through knitting or looping cotton or silk together in patterns- used especially
for trimming garments.

Linen- Natural- made from fibres of the flax plant, cool and breathable material, stronger than cotton

Satin- A smooth lustrous, shiny fabric, with a superb drape and sheen

Silk- Natural- produced by the silkworm. Naturally strong, lustrous, high-quality fabric

Velvet- One of the most luxurious fabrics, thick, heavy, traditionally made from silk

Wool- Made from animal hair. Warm, can be course or fine. Most popular fabric for suits (followed by cotton)
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Lighting

Profile spot m

Lanterns

Profile (spot light)- Hard edged effect used to light characters or elements on the stage.

Fresnel- Softer edged effect. Sliders on the Fresnel can be used to widen/narrow the beam of light
Parcans- Powerful lanterns great for very deeply coloured washes of light on the stage

Flood- Produces a clear, wide-angled light, but you have very little control over it so its only used for a
whole stage wash

Strobe- A flashing light, used for special effects. Creates a jerky movement effect or can be used for lighting
in a storm

Pin Spot- Tight beamed spot lights- used with mirror balls

Cyc Floods- Lanterns used specifically to light Cycloramas

LED- There are now LED versions of all theatre lights. These bulbs do not get hot and so are very safe
Moving Heads- ‘intelligent’ lighting this lantern can be programmed to pan light from side to side, up and
down, change colour via a motorised colour wheel, project gobo images, rotate, spin, create DJ style laser
shows — see this link to be wowed! https://www.youtube.com/watch?v=yim2WaBm2Ko&feature=youtu.be

However, This lighting is better for special effects only not for general lighting needs

Birdie- Miniature lantern that's ideal for hiding in small parts of a set to illuminate a small area or set piece.
Provides a surprisingly bright soft-edged pool of light.

Follow spot- A large spot light that pivots on a stand to manually follow a character on stage as they move
around the stage- typically used in musical theatre

Black Light- Lanterns that emit Ultra Violet light (all other lamps are turned off and these lamps show up all
fluorescent objects/paints etc

Other Lantern Terms:

House Lights- The lights that are used in the auditorium to help the audience to their seats, usually these
are faded out during performances (unless there is a special reason to light the entire audience)

Practical Lighting- On stage lights that actors are aware of or could interact with (e.g. a table lamp)
Blinders- Lamps directed into the auditorium (often used to shock jolt the audience)

Front light- Lighting placed in high and in front of the actors- the most common placement of lighting
Downlight- Placing lanterns directly above the acting area. Could be a spot or wash. Casts shadows down
the actors face

Up-light- Lantern placed below the actor can cast shadows and create tension/eerie effect

Back Lighting- Lighting actors from upstage to create silhouettes on stage (opposite of front lighting)
Side Lighting- Can produce an abstract effect, it may imply a different location off stage. Sidelight comes
from the wings, sometimes on a vertical scaffolding pole called a Boom. Side lighting has a sculpting effect
on the bodies, separating actors from the scenery, backdrop, cyclorama etc

Accent Lighting- Lighting a particular piece of set to make it stand out because its particularly significant


https://www.youtube.com/watch?v=yim2WaBm2Ko&feature=youtu.be
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Skimming: Placing a light at such an angle that it 'skims' across the surface of the scenery to accentuate its
texture like brickwork (it brings the set to life more)

Sculpting- Lighting an actor or piece of set from the sides helps to make the object look more 3
dimensional (as opposed to just using front lighting which can make everything appear very flat and 2D)
Spill- When lighting on stage leaks out onto the audience (usually this is undesirable but occasionally is
used deliberately to draw the audience in to the scene.)

Low level/High level- How bright or dim the lighting is

Fade in/Out- To slowly bring lights in or out

Snap in/out- To quickly bring the lights in or out

Cross fade- To fade one set of lights out at the same time as fade another type of lighting in
Blackout- All lights off

Dim- To lower the intensity of the light

Dim out/blue out- Nearly a blackout also known as a ‘grey out’
Angle- Where the lantern is positioned (high or low)

Intensity- The strength of the light or colour (high or low)
Focus- The edge of the light beam on stage (sharp or soft)
Pan- When moving head lights move from side to side

Wash- A lighting cover of the whole stage

Colour
Gels- Plastic placed in front of a lantern to change the colour of a beam of light.

Colours usually fit into two categories:
Warm: A general term for any bright lighting, usually a colour palette of yellows + oranges. E.g. daylight.
Cold: A general term for any cooler or uncomfortable lighting. e.g. blue, white etc.

Describing colour:

Open White- Lighting with no colour filter

Steel Blue- Cold dark blue

Straw- Pale yellow

Amber = Warm fiery orange

Magenta = Purple

Cyan = Light blue

Every other colour can be described by the name of the colour itself

Lighting effects

Gobo- Metal placed in front of a lantern with a shape cut into it. The gobo shapes the beam of light
creating shapes and effects on stage e.g. forest, window etc
Gobo Rotator- Motorised devise inserted into a profile lantern to rotate the gobo

Smoke Machine or Fog machine- Not lighting but works well with lighting to create a cloud of fog
Haze Machine- As above but produces a more atmospheric haze to reveal light beams

Pixel Mapping technology: Applying still or moving images to a lighting system using LEDS to create
patterns and effects
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Sound

Live- A sound created on or offstage in the moment

Recorded- a sound that has previously been created and is being re-played through speakers.

Diegetic- sounds that the characters can hear

Non-diegetic- sounds that the audience can hear but the characters can not. E.g. a low rumble might
foreshadow a bad event

Incidental music- background music played alongside speech or action to create or enhance a particular
atmosphere (Sound can heighten emotion)

Underscore- When incidental music is played quietly during a scene. It establishes time period,
atmosphere or setting

Sound effect- A recorded sound that isn’t music or speech e.g. the sound of a storm

Environmental Sound- A sound effect that is not mentioned in the text but helps create the feeling of
reality e.g. dripping water in a cave

Motivated Sound- A sound effect called for in the script, as a result of something a character does e.g. An
actor turning on the radio or pulling up in a car

Soundscape- a combination of sounds that create an immersive environment

Genre- Type of music e.g. rock, pop, classical, folk, hip hop, drum’n’base

Fade/snap in or out- To bring the sound in or out quickly or slowly

Fade/snap up or down- To raise or lower the volume quickly or slowly. (A snap is an instant change, a quick
fade is a couple of seconds long, a slow fade is anything over 5 seconds)
Crossfade- Lowering one sound, whilst at the same time bringing in another sound
Cue- A line or action on stage that indicates when the sound should come in
Levels- The volume of the music (high or low)

Frequency/Pitch- The pitch of a sound (high or low)

Tempo- The pace of sound (fast or slow e.g. slower tempos can sadden us

Timbre- The quality that makes one sound different from another

Rhythm/Beat- A strong, regular repeated pattern of movement or sound
Bass-Low sound

Amplifiers- Make sound louder to fill a theatre while maintaining its quality

Speakers- Project the sound out into the theatre

Subwoofer- Special speaker for very low frequencies (used to create rumbling sound around the
auditorium)

Source- Where the sound is coming from

Speaker placement/rigging- Where you place or ‘rig’ a speaker. For example, a doorbell sound needs a
speaker near a door

Routing- Sending a specific sound to a specific speaker

Rear speakers- Speaker placed behind the audience

Surround sound- Speakers are placed around the audience to produce an immersive experience
Mixing desk- Allows multiple sounds to be ‘mixed’ together

Layering- Layering one sound over another using a mixing desk

Balancing- Raising/lowering the sounds to ensure dialogue can be heard

Digitally Edited/ Editing Software- Sound effects and music can be digitally edited/manipulated to give a
desired sound

Voice Over- Recording an actors voice and playing it during the performance e.g. to suggest thoughts
Reverb- Effect to make a sound or voice sustain the sound for longer than normal

Echo- Effect created using editing software - Repetition of the sound

Loop- short sound can be repeated ‘looped’ using editing software
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What to Include for Different Questions

What to write about for each questions focus:

Acting Questions: An acting-focused response should cover the following aspects:
e Entrances and exits
Use of the stage space (positioning, levels and proxemics, grouping)
Vocal delivery (pitch, pace, pause, volume, emphasis, accent, tone)
Physicality (gesture, posture, gait, movement, facial exp, eye contact, stillness) Relationships, power, status
Interpretation of key characters
Relationship between actors and the audience

Design Questions: A design-based response should cover the following aspects:

e How the elements can be developed to create mood, atmosphere, meaning and impact for an audience
How the elements can be developed to communicate ideas to an audience Actor/audience relationship
Use of theatrical venue, space, levels and proxemics
Entrances and exits
Designing to reflect the style and atmosphere of the performance text
Research relating to the context of the text, such as time period, social, political, cultural aspects that
develop and communicate ideas through their chosen theatrical element
Intended audience impact.

Set Design responses could include:
e The layout of the staging (e.g. traverse, in-the-round, end-on, thrust)
e The size and scale of the stage space/spaces
e Creating different settings within the play (how will you show different locations/time settings?)
e Reflecting the time period through the set
e Exits and entrances
e Stage furniture — moving items of set
e Use of levels
e Style —is the set realistic/expressionistic/surrealist/abstract/minimalist?
e Materials / colours

Lighting Design responses could include:
e Intensity/level of light
e Choice of lanterns to create effect
e Direction/angle of lights
e Use of colour
e Use of special effects such as strobe, pulse, haze, fog, smoke
e Use of specials or practicals
e Diffusion of light (soft or hard-edged light)
e Temperature of light (cold/warm)
e Lighting to create locations/transitions
e Use of projections or multi-media

Sound Design responses could include:
e Diegetic or functional sounds — these are sounds which are known as ‘spot cues’ which are essential for the
action (e.g. a doorbell or phone ringing)
e Non-diegetic or atmospheric sounds — these are sounds used to evoke emotional response, enhance mood
or create a specific atmosphere



14

Live sound — soundscapes, screams, vocal sound

Pre-recorded soundscape

Use of music (pre-recorded or live)

Incidental sound — music used at the start or end of the play or in the interval, to create mood or

atmosphere (pre-show or post-show)

e Volume

e Directional sound —the placement of speakers in specific locations on the set or in the auditorium, to create
specific effects

e Sound quality — adding effects such as distortion, reverberation (echo) or amplification through microphones

Costume Design responses could include:
e Time period — how will you reflect the time the play is set through the costuming?
e Character status or occupation (how your costume will convey this)
e Age of characters — costume can clearly establish a character’s age

Social class

Creating visual contrast between characters through costuming

Use of colour

Use of fabric/material to convey character

e ‘Fit’ of costumes — how the costume fits a particular character can convey clear meaning to the audience.
E.g. a character who wears a sharp-fitted suit will be a very different character interpretation to one who
wears a loose fitting and misshapen jacket

e Function — consider how a character will use their costume — do they need to move freely? Should they feel
constrained? Will they need pockets?

e Simple hand-props (those carried by an actor or worn by an actor)

e Information about hair and make-up can also be part of a costume design response

Audience Impact

Here are some possible imapcts of each design element:
Set: (Shapes/Materials/Colours/levels/effects)

-To transport audience to a location/ time period

-To spark the audiences imagination to paint the details of an abstract/minimal set

-To convey the plays style or genre

-To enhance the plays themes or message

-To symbolise/enhance the scenes atmosphere through colours/style (This helps enhance the mood for the audience
to help them feel what is being felt on stage.)

-To excite + surprise the audience as innovative ways are invented to transport us to new locations

-Versatile sets and modern technology (such as hydraulics which allow the set to seamlessly sweep in) keep the
piece fast paced and energised by avoiding lengthy set changes. This holds the audience’s attention as the rhythm
isn’t broken

Lighting (Colours/types of light/Areas lit/effects)

-To suggest location/time period abstractly with no/little set

-To symbolise characters mood

-To enhance the scenes atmosphere

- To evoke feelings from the audience e.g. strobe-fear, excitement, Red-nervous, tense / Blue-sad, reflective
-To suggest the time of day/weather

-To create tension

-To mark a key moment

-To focus the audience on a key area



-To make the audience aware that they are watching a play (Brechtian)
-To reflect relationships on stage

Costume: (Style/shapes/material/colour/effects/changes)

-To suggest the plays location/time period

-To show who the character is (gender/age/job/status)

-To symbolise the characters inner self (white to represent purity / Leather jacket to suggest rebel)

-To reflect relationships on stage (wearing the same or opposite colours/costumes)

-To convey character changes (if the character appears later in an altered or different costume)

-To make a social comment (wife in a costume of chains)

-Symbolic costume pieces (A stethoscope or a policeman’s hat can assist role swapping and keep the pace up (no
need for lengthy costume changes)

Sound: (Live/Recorded/instrument/sound effect/volume/pitch/rhythm)

-To suggest the plays location/time period

-To evoke feelings from the audience (Loud gun fire- forces the audience to feel the characters pain/shock
-To enhance the scenes atmosphere (Heavy metal vs classical)

-To suggest the time of day/weather

-To create tension

-To mark a key moment

-To focus the audience on a key area

-To excite and engage us —watching Live music is rare and impressive

SFX: (Projection/Wind/Pyrotechnics/smoke)
-Excite and surprise the audience, creating new energy in the theatre e.g. Wind machine

-Can enhance the atmosphere of the scene for the audience through type of SFX. E.g smoke machine can help to
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create a smoggy, dark and dangerous place where we cannot see everything lurking on stage- which creates tension

in the audience- as their eyes strain to see what may burst into view at any moment

-Can help create a more realistic effect-and the more realistic the more the audience are immersed in the moment

e.g. stage blood / hoists to suspend an actor mid-air as if he has been hanged etc



