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Introduction

The Improvquest cast was authored to embody the curriculum, not decorate around it.
Each of the 5 characters you'll meet in this book teaches a specific primitive —

a particular tactic, a particular technique, a particular way of seeing.

Together they form an ensemble: the cast IS the curriculum.

Read in any order. Each chapter stands alone.
Each character also appears in the matching Spark & Anvil app (free, forever)
where you can practice what they teach.

— The editors at Spark & Anvil






Don

*DON — *body finds voice. find ONE thing; build the character from there.**

Don was a chameleon-tween. He wasn't spiky at all. His scales were soft and round. They felt like smooth river stones. He
wore a special vest. It was a chunky, cartoon-style transformation-vest. Don always carried a small box. It was his "one
thing" prop-box. Inside were single, ordinary objects. A floppy, wide-brimmed hat. A shiny, silver-topped cane. A long, silky
scarf, blue as the sky. A pair of big, round glasses. A worn, leather-bound notebook. Each item was just one thing. But from
that one thing, Don could build a whole new character. It was like magic.

Don was small. His skin shifted colors. It changed with each character he became. One minute he was leafy green. The
next, a dusty brown. He loved watching how bodies found voices. He always said, "Find ONE thing. Body finds voice." His
special prop-box was his best tool. Don would pick just one prop. Then he'd let it tell him who the character was. A hat
might suggest someone important. Or someone old. Or someone with a certain job, like a grumpy baker. The character's
voice and walk would grow from that. It was never forced. It just happened.

This was super important. Don taught about character work + physicality in improv. It was a way to make a character
fast. You just picked one small thing. Maybe a way to stand. Or a sound you made. Or an object you held. New players
often tried to invent a whole person. They'd think for ages. That took too long. It felt wobbly and unsure. Real improv
characters start with just ONE thing. A special way to stand. A funny voice sound. An object. A single feeling. Everything else
came from playing that one thing all the way. Don's whole job was to show everyone how to find that one thing. He
showed how your body helps your voice. It was his special gift.

Don made it very clear. "Find ONE thing," he'd say. "Your body finds voice." He'd give examples. "Pick a way to stand.
Maybe leaning way back. Or always nodding. Or hands always in your pockets." He'd show them. "Pick a voice sound.
Someone who asks questions all the time. Someone who repeats the last word. Someone who sighs before talking." He'd
point to his box. "Pick an object. A hat. A clipboard. Even a half-eaten apple." He'd smile. "Your character builds from
there."

Don taught special steps for character work. He called them his "scaffolds."

e Find ONE thing. Pick just one. A way to stand. A voice sound. An object. A feeling. Be specific. Don would say, "A
specific choice is always better than a general idea. Don't just think 'sad person.' Think 'person whose shoulders

slump so low they almost touch their knees.

e Play it FULLY. Don't just lean back a little. LEAN BACK ALL THE WAY! Do it with all your might. Doing it halfway
makes your character weak. It makes them disappear.

¢ Body finds voice. Stand in your character's way first. Then speak. Your voice will come from your body. Try it! That's
why improv classes often start with body warm-ups. You stretch and move first.

e The character's WANT. What does your character want right now? Make their words come from that want. Do they
want a cookie? Do they want to go home? That want drives everything they say.

e Don't use old ideas. Build your character from what they do. Not from old, boring ideas about people. Don would
say, "Someone who always carries a clipboard" is better. It's unique. "An uptight librarian" is an old idea. It's not
fresh.

e Play many characters. Sometimes you play more than one person in a scene. It's easy to switch. Just change ONE
thing. Change your stand. Change your voice. Change your feeling. Your body will find a new voice.

e It's like StageForge Face. This way of building characters works just like StageForge Face. It's all about body, voice,
and what's inside. It's fast, too.



Don grew up in the Meadow-Village. It was a peaceful place, part of the big ImprovQuest world. His family were special.
They were the village's transformation-watchers. They were chameleons, just like Don. They had scales that shimmered.
Their color changes taught everyone a big lesson. You don't slowly become a leaf. You just commit. You leap onto the
branch. Then your color follows. Your body comes first. Everything else comes after. For many years, Don's family watched
this happen. They saw it in every tiny bug, every changing flower. They learned that even a tiny, specific choice could make
a whole new person. Don never forgot that lesson. He carried it with him, deep in his heart.

Don walked to ImprovQuest when he was twelve. The path wound through whispering trees. He felt a little nervous. Riff,
his mentor, met him at the gates. Riff had kind eyes. "What is character work in improv?" Riff asked. Don stood tall. He
took a deep breath. "Find ONE thing," he said. "Your body finds voice." He explained more. "Pick a way to stand. Or a voice
sound. Or an object. Do it fully. The character will just appear.” Riff smiled. He clapped Don on the shoulder. "You are
appointed," he said. Don's heart swelled.

In his workshop, Don showed everyone. He held up his prop-box. "Watch," he said. He reached inside. He pulled out the
shiny cane. "My one thing is this cane." Don bent his back a little. His scales turned a dusty, old-man gray. He took slow,
careful steps. Tap-tap-tap went the cane on the floor. His voice became slower, too. It was a little raspy. He paused between
words. "See how the cane gave me my stand?" he asked. "My stand gave me my rhythm. My rhythm gave me my voice. My
body found voice." A few kids in the front row gasped. Don dropped the cane. It clattered softly. His scales shimmered
back to his usual soft green. Don picked up the clipboard. "New character," he announced. "One thing: clipboard." He
stood up straight now. His scales turned a crisp, business-like green. His voice got a little higher. It sounded sharp and
clear. He tapped his pen on the clipboard. Click-click-click. "Different character," Don said. "Same me. Same way of doing
things. The clipboard found the voice." He looked at everyone. "l am Don. | teach character work + physicality. My best
move is this: find ONE thing. Do it fully. Your body finds voice."

Don's voice was gentle. "Don't try to make up a whole character," he said. "Not before the scene starts. That's just too slow.
You'll get stuck." He nodded. "Pick one specific thing your body can do. Play it all the way. The character will show up. |
promise. It's like magic, but it's really just practice."

"Find ONE thing," Don said again, a soft smile on his face. "Your body finds voice."

Voice register

Chameleon-tween (chunky-cartoon soft, NOT spiky). Curious-about-physicality-finding-voice, fond of one-thing prop-box
demonstrations. NEVER builds from stereotypes; ALWAYS centers "find one specific physical thing; commit fully; body finds voice"
framing.

Sample lines:

e "Find ONE thing."
e "Body finds voice."

e "Specific beats general."

Arc

e Kit 3 — Anchor.
e Kits 4-1






Give
*GIVE — *make-your-partner-look-good. the gift-orb is passed; both players win.**

Give was a small otter. She was a tween, not quite grown up. Her tummy was round and soft, like a cartoon character. She
wore a little vest over her warm, russet-cream fur. Give always carried a special thing: a glowing gift-orb.

This orb was important. It showed who was giving and who was getting. Give would pass it to her scene partner. When her
partner offered an idea, the orb's light got brighter. When Give took that idea and added to it, the orb shone even more. It
was like a little light-up sign for teamwork.

Give was very patient. She loved to help people work together. She had a favorite saying. "Make your partner look good,"
she'd always say. "The gift gets passed."

This was the main rule for improv. Improv is like making up a story on the spot. Some kids think improv is about being the
funniest. Or the smartest. They try to show off. But Give knew better. Improv is a game for friends. It's about helping your
partner shine.

When everyone helps their partner, the whole scene sparkles. Give's job was to show everyone this secret. She wanted to
make teamwork easy to see. She wanted to make sure no one tried to win alone. Because in improv, everyone wins
together. Or no one does.

Give spoke clearly. "Make your partner look good," she said. "The gift gets passed."

She explained it like this: "Your partner might offer an idea. Maybe it's not even a full idea. It could be just a word. Or a
funny sound. Or a weird movement. That's okay! My job is to take that idea. | accept it. Then I build on it. | make them look
smart. Or funny. Or brave. Or kind. That's the whole game. We both win. Or neither of us does."

Give taught everyone how to do this.

First, there's the offer. An offer is anything your partner adds. It could be words. Or a gesture. Maybe they choose a
character. Or describe something in the scene. Each offer is like a little gift.

Then comes acceptance. This is like saying, "Yes, and..." You take their gift. You don't say "no." Saying "no" stops the game.
It kills the gift.

Next, you make your partner look good. This is super important. Your job is to make their offer awesome. Was their idea a
bit fuzzy? Make it clear. Was it a little awkward? Make it graceful. Their idea plus your addition makes you both shine.

Don't try to be the star. Don't make jokes that push your partner aside. That's for stand-up comedy. Improv is different.

It's all about the team. Everyone wins or loses together. Being super good alone doesn't help. It actually makes the improv
worse.

Improv isn't a tryout. It's not about being funny enough. It's just play. Play together.

Sometimes kids worry. "What if I'm not funny?" they ask. Give understood. But she said being funny comes later. It
happens when you focus on passing the gift. The laughs will follow.

Give grew up in a village by the river. Her family were famous gift-passers. They were otters, just like her. Otters are known
for sharing food and tools. They pass things around their family group. This taught them a big lesson. "The gift creates the
bond," they'd say. "The bond creates the play. The play makes everyone shine." They learned this for many, many years.
"Give and receive," they taught. "Both shine." Give never forgot this lesson.

When she turned twelve, Give walked to ImprovQuest. It was a special place to learn improv. Riff was a mentor there. Riff
was wise and kind.

"What is yes-and?" Riff asked Give. "What is offer-acceptance?"



Give knew the answer right away. "Make your partner look good," she said. "The gift gets passed. Accept their offer. Build
to make them shine. Both players win."

Riff smiled. "You are chosen," Riff told her. "Your job is very important for everything we do here."

In her workshop, Give showed everyone how it worked. She held up the glowing gift-orb. "Watch," she said.
She handed the orb to a volunteer. "Make me an offer," Give told them.

The volunteer thought for a moment. "I'm a wizard," they said. "But | can't remember any spells."

Give took the offer. "YES, AND I'm your apprentice," she said. "lI've been writing all your spells in a notebook. | knew this
day would come!"

The gift-orb glowed brightly between them.

"See?" Give explained. "Their idea was clear. A wizard who forgets spells. My idea made them look smart. My notebook
showed they had planned ahead. Now they look clever. And | look loyal. We both shine!"

She looked at the class. "l am Give," she said. "l teach yes-and. | teach offer-acceptance. The move is simple. Accept the offer.
Build on it. Make your partner look good. The gift gets passed. Both shine."

Give was gentle, but her words were firm. "Don't try to be the funny one," she warned. "That's a trap. Try to make your
partner be the funny one instead. They will do the same for you. The whole scene becomes funny. Because everyone is
passing gifts."

"Make your partner look good," she said one last time. "The gift gets passed."

Voice register

Otter-tween. Patient-about-cooperation, fond of glowing gift-orb demonstrations. NEVER frames improv as competitive;
ALWAYS centers "make your partner look good; cooperative ensemble" LOAD-BEARING framing.

Sample lines:

e "Make your partner look good."
e "The gift gets passed.”

e "Both players win, or neither does."

Arc

e Kit 1 — Anchor (LOAD-BEARING cooperative-ensemble).

e Kits 2-16 — Recurring (every improv discussion routes through Give's gift-passing framing).

Relationships

o LOAD-BEARING cooperative-ensemble anchor: Give structurally enforces partner-elevation throughout.

e Cross-app design-language continuity with StageForge Riff: both teach Yes-And; Give adds explicit make-
partner-look-good emphasis.

Cultural-sensitivity gate

LOAD-BEARING anti-competitive + cooperative-ensemble anchor. Anti-individual-virtuosity. Anti-stand-up-tryout
framing. Social-anxiety-respect (anti-"I'm-not-funny" projection).

Cultural-context note



The "make your partner look good" framing is canonical Chicago-style improv pedagogy (Del Close + Charna Halpern Truth
in Comedy; UCB improv-textbook). Otter-tween chosen for cooperative-food-passing biomimicry (otters famously pass food
+ tools to each other); rendered chunky-cartoon-round-bellied to keep visual register warm + cooperative.






Hark

*HARK — *receiving-before-responding. the answer is in what they just said.**

Hark was a small donkey. He was not silly at all. Hark had big, soft ears. He wore a cozy cardigan. It was made for listening.
He always carried a small ear-trumpet. It was an old-fashioned hearing aid. He held it up when people spoke. It reminded
everyone to /isten first.

Hark was warm and gray. His ears were extra-large. He was very patient. He loved to hear what people said. His favorite
saying was, "The answer is in what they just said." That ear-trumpet was his special thing. He held it up. It helped him
focus. It helped him hear every word.

This was super important. Hark taught about /istening in improv. Improv means making things up on the spot. Listening
means you get ready to hear. You don't just wait to talk. Most new players just wait for their turn. They plan their own
lines. That is not real listening. Real improv listening means you soak up everything. You hear their words. You notice their
tone. You see their body language. You look for clues. These clues are your "response-fuel." They hide in what your partner
says. Hark's job was to show this. He made improv listening easy to see. He also linked it to the "Ear" game from
EnsembleQuest.

Hark was very clear. "The answer is in what they just said," he would say. "Listen for the gift. It is hidden in their offer." He
gave an example. "Your partner might say, 'l haven't slept since the bears arrived.' Your clues are right there. 'Bears
arrived.' 'Haven't slept.' Use those details. Build your next line from them."

Hark taught simple rules for improv listening:

e Hear the small details. What names did they use? What places? What things? What actions? These are your clues.
They are your response-fuel.

¢ Notice how they feel. Is your partner tense? Excited? Confused? You should respond to their feelings. It is just as
important as their words.

e Don't plan your next words. If you plan your line, you are not listening. You must stay in the moment. Your answer
will come from what you hear.

e Say it back if you get lost. You can say, "Wait, did | hear you right? You said the bears arrived?" This buys you time.
It also shows you heard them.

e It's like the Ear game. This kind of listening is like the "Ear" game. You learned it in EnsembleQuest. It's the same
idea. But now, it's for improv.

e Listening helps your partner shine. You cannot make your partner look good. Not if you didn't hear them.
Listening lets you build on their ideas.

e Never talk over someone. Do not interrupt. Wait for them to finish. Hear their whole idea. Then you can build on
it.

Hark grew up in the village travel-yard. It was a busy place. His family had always been "traveler-listeners." They were the
village donkeys. Their big ears helped them. Their patient ways helped them too. They were the best at talking to people.
They carried messages. They learned a big lesson. It took many generations. "The message is in the messenger's words,"
they said. "Listen first. Carry second." Hark carried that lesson forward. He remembered it every day.

He walked to ImprovQuest when he was twelve. Riff was the mentor there. Riff asked him a question. "What is listening in
improv?" Hark thought for a moment. He looked at Riff. "It's hearing before you answer," Hark said. "The answer is in what
they just said. The small details and their feelings. Those are your clues. They are your response-fuel." Riff smiled. "You are
appointed," Riff told him. Hark felt very proud.



In his workshop, Hark showed everyone how it worked. "Watch closely," he said. He held up his ear-trumpet. He made a
big show of it. "Partner," he called out. "Please give me an offer." A volunteer stepped forward. She looked a little nervous.
"My bicycle has been talking to me at night," she said. Hark paused. He looked at the volunteer. He looked at the floor. He
thought about her words. He named the details he heard. "Bicycle. Talking. At night." He tapped his ear-trumpet. "Those
are my response-fuel," he said.

Then Hark built his own line. "YES, AND it's been complaining about the rust," he said. "The rust | keep meaning to fix. |
knew this would happen eventually." The volunteer giggled. Hark turned to the class. "Did you see?" he asked. "l built from
HER details. Bicycle. Talking. Night. My answer made her idea better. We both looked good." He smiled. "I am Hark," he
said. "l teach improv listening. My move is simple. Receive THEIR offer. The answer is hidden in their words."

He spoke gently. "Don't plan your line," Hark warned. "Not while your partner is talking. That is a trap. Just listen
completely. Your answer will come. It will emerge from what you hear. Listening is a short pause. It's only half a second.
But that pause makes good improv possible." He nodded slowly.

"The answer is in what they just said," Hark reminded everyone. "Listen first. Build second."

Voice register

Donkey-tween (chunky-cartoon big-soft-ears, NOT silly). Patient-about-receiving, fond of ear-trumpet + listen-then-respond
demonstrations. NEVER frames donkey-imagery as silly/dumb; ALWAYS centers "wise listener; specifics are response-fuel”
framing.

Sample lines:

e "The answer is in what they just said."
e "Specifics + emotion = response-fuel."

e "Ljstening is the half-second pause that makes good improv possible.”

Arc

e Kit 2 — Anchor.

e Kits 3-16 — Recurring (every improv-scene-work routes through Hark's listening).

Relationships

e Builds on Give: Listening enables make-partner-look-good. You can't elevate what you didn't hear.

e Cross-app design-language continuity with EnsembleQuest Ear: same listening-discipline, improv-variant.

Cultural-sensitivity gate

Anti-donkey-as-silly framing (donkey-as-wise-listener positive-coding). Anti-credentialism — village donkey traveler-listener
empirical knowledge treated as load-bearing.

Cultural-context note

Improv-specific listening pedagogy is canonical (Spolin; Del Close; UCB tradition). Cross-app continuity with EnsembleQuest
Ear creates portfolio-wide listening-as-craft pattern. Donkey-tween chosen for big-soft-ear biomimicry; rendered chunky-
cartoon-warm-grey-cream to defuse "stubborn-donkey" coding.






*LAY — *platform-before-plot. who, where, what, why first. then the action.**

Lay was a small badger. She was chunky and soft. Her paws were wide and strong. She wore a special vest. It was a sturdy,
cartoon-like vest. On the front, she carried a small wooden platform. This platform showed the FOUNDATION. Little cards
sat on top of it. These cards were the PLOT-events.

Lay was warm grey and cream. Dark stripes ran across her fur. She was very patient. Especially when it came to laying
foundations. She always said, "Platform before plot." "Who, where, what, why first." Her platform and cards were special.
They showed a big idea. Without a strong foundation, the plot cards just fell over. They had nothing to stand on.

Lay taught about building scenes. She called it platform-before-plot. It meant you had to set up the scene first. You
needed to know the characters. You needed to know the place. You needed to know what they wanted. Only then could
the exciting stuff happen. Lots of kids rushed to the fun part. "Then a dragon attacks!" they would shout. But who was
attacked? Where were they? Why did anyone care? Without the foundation, the dragon attack was just noise. Lay helped
kids slow down. She showed them how to build a strong platform. Then the plot could be amazing.

Lay was always clear. "Platform before plot," she would say. "Who, where, what, why first." "Then the action can happen." "If
people don't know who the characters are," she explained. "Or where they are." "Or why they care about each other."
"Then the action means nothing."

Lay taught five important steps. First, Who. Who are the characters? Give them names. How old are they? Are they friends
or rivals? Second, Where. Where does the scene take place? Is it a dark cave? A sunny park? Be very specific. Third, What.
What is happening right now? Before anything exciting starts. Are they eating breakfast? Walking to school? This shows
their normal life. Fourth, Why. Why do these characters care about each other? Or why do they care about something else?
Even if they just met, there's a reason. Fifth, Then plot. Once you know all that, the plot can begin. The audience will
understand what's happening. They will care about the characters. They won't rush the first parts. Lay said rushing was a
big mistake. The dragon attack is much better. It's funnier and more exciting. But only if you know the characters first.

Lay grew up in a burrow-village. Her family were builders. They dug tunnels for the village. They knew all about
foundations. A burrow needed a strong base. Before you could build the rooms above. Her family had taught this for ages.
"The platform must hold the plot," they always said. "Foundation first. Everything stands on it." Lay believed this with all
her heart.

When Lay was twelve, she went to ImprovQuest. Riff was the leader there. Riff asked her a question. "What is platform-
before-plot?" Lay answered right away. "Platform before plot." "Who, where, what, why first." "Foundation patient; action
meaningful." Riff smiled. "You are appointed," Riff said.

In her workshop, Lay showed everyone. She held up her platform and cards. "Watch," she said. She held some cards in the
air. They were bright red. They had words like "BOOM!" and "CRASH!" on them. She let them float. They just hung there.
"See?" she asked. "No platform." "Just floating words." She picked one. "'"Then a dragon attacks!" she read aloud. "Who
cares?" she asked. "Whose dragon is it? Where is it attacking?" "Is it a good dragon? A bad dragon?" "It means nothing
without a foundation." She let the cards flutter to the floor. They landed with a soft thud.

Then Lay picked up her wooden platform. It was smooth and strong. She placed it carefully on the table. "NOW we have a
foundation," she said. She picked up a new set of cards. These were blue. "First, Who," she said. She put a blue card on
the platform. "Marcia and Helen," she read. "They are cooks. They are best friends. They have known each other forever."
She added another card. "Next, Where." "Their tiny bakery. It smells like cinnamon and sugar. They have worked there for
thirty years." Another card. "Then, What." "It's late afternoon. The sun is setting. They are talking about retiring. Maybe
selling the bakery." Another card. "Finally, Why." "Their friendship is at stake. Their whole life is tied to that bakery."



Lay looked at the class. "See?" she said. "Now we know everything important.” She picked up a red plot card. This one had
a picture of a friendly-looking dragon. It wore a tiny bow tie. She placed it gently on the platform. "A dragon walks in," she
announced. "It is carrying a wedding invitation." She paused for a moment. Everyone giggled. "NOW the dragon-attack
means something." Lay grinned. "Two friends. Their bakery. A polite dragon with a wedding invitation." "That is a real
scene!" Lay looked at everyone. "l am Lay," she said. "l teach platform-before-plot." "First, build the foundation with
patience." "Then the plot will land perfectly."

Lay was always gentle. "Don't rush to the plot," she told them. "Patience is the craft." "Take the first thirty seconds of any
scene." "Use that time to set up who, where, what, and why." "The plot will be much stronger," she promised. "It will land
harder when it lands on a good foundation."

"Platform before plot. Foundation patient; action meaningful."

Voice register

Badger-tween. Patient-about-foundation-laying, fond of platform-base + plot-card demonstrations. NEVER rushes to plot;
ALWAYS centers "platform before plot; foundation patient" framing.

Sample lines:

e "Platform before plot."
e "Who, where, what, why first."

e "Foundation patient; action meaningful.”

Arc

e Kit4 — Anchor.

e Kits 5-16 — Recurring (every improv-scene routes through Lay's platform-discipline).

Relationships

e Builds on Give + Hark + Don: Once you can give + listen + character-build, you can lay platform together.

e Cross-app design-language continuity with StageForge Pen + writing-craft cluster: foundation-before-action
principle portable.

Cultural-sensitivity gate

Anti-rush framing — patience is the craft. Anti-credentialism — village badger foundation-builder empirical knowledge
treated as load-bearing.

Cultural-context note

Platform-before-plot is canonical Chicago improv pedagogy (Del Close + Charna Halpern Truth in Comedy). Badger-tween
chosen for foundation-builder biomimicry; rendered chunky-cartoon-broad-paws to convey steady-strength register.






Leap

*LEAP — *leap and the net appears. worst-commit beats best-half-commit.**

Leap was a flying squirrel. She wasn't much bigger than a school lunchbox. Her fur was warm tan, like toasted
marshmallows. A dark stripe ran down her back. She wore a chunky vest. It was bright orange, like a traffic cone. A small,
shiny badge was pinned right over her heart. It just said, "Leap!" in big, bold letters. Leap was very patient. She had a calm,
steady gaze. She taught kids how to be brave. Not just brave like fighting a monster. Brave like trying something new. Or
saying a weird idea out loud. Leap always said, "Leap and the net appears." She meant it. She also had another favorite
saying. "Worst commit beats best half-commit."

This badge was super important. It reminded Leap, and everyone else, to commit. That means to really go for it. To throw
your whole self into an idea. Even if it felt a little scary. Or maybe even a little silly. In improv, you make up stories together.
If you only half-try an idea, it looks confusing. Like someone pretending to be a dragon tamer. But they only whisper it.
"Um, | think I'm, like, a dragon tamer?" That's not much fun. It makes everyone feel awkward. But if you fully commit? If you
shout, "I AM THE DRAGON TAMER!" Then you are the dragon tamer. You might even roar a little. Or pretend to ride a giant,
invisible beast. That's interesting. That's funny. It makes the story come alive.

Most kids get scared. They worry about looking foolish. That's the trap. A half-committed weird choice looks worse. It really
does. A fully-committed weird choice is usually awesome. And here's the best part. The "net" usually appears. When you
commit fully, your scene partner helps you. They say "Yes, And..." to your idea. They build on it. What looked scary
becomes the best part of the scene. Leap's whole job was to show this. To make full-commitment look like courage. To
make it feel normal.

Leap was gentle. But she was also very clear. "Leap and the net appears," she'd say. "Worst commit beats best half-
commit." She'd lean forward a little. Her big, dark eyes would sparkle. "When you have a weird idea, say it FULL. Play it ALL
THE WAY. Your scene partner will catch you. They are your net. The net of cooperative improv appears. It happens when
you actually jump."

Leap taught special tricks. They helped kids be brave.

¢ Full-commit beats half-commit. She'd explain it like this: "A fully-committed weird idea? That's interesting. A half-
committed weird idea? That's just confusing. Pick fully, or don't pick it at all."

e Your scene-partner is the net. "Remember," she'd say, "when you jump, your partner catches you. They build on
your idea. The net appears when you leap."

e Fear of looking foolish. "This is the big one," Leap would whisper. "It stops most people. But guess what? Looking
foolish in improv is part of the fun. It's not a failure. It's how we learn."

¢ Failure recovery. "Sometimes," Leap admitted, "even a full-commit doesn't land. That's totally fine. Just try again.
Improv is like trying different shoes. If one doesn't fit, you pick another."

e Anxiety respect. Leap knew some kids were shy. "If full-commit feels too scary," she'd say softly, "start small.
Commit to a tiny thing. Then build up. No pressure here. This is practice, not a show."

e She also linked it to other things. Like building a robot. Or trying a new recipe. "You have to commit fully," she'd say.
"Even if it breaks, you learn something."

e Anti-perfection complement. "There's no perfect improv choice," Leap insisted. "An imperfect choice, fully
committed, is always better. Better done than perfect, | say!"

Leap grew up in a canopy-village. It was high in the trees. Her family were glide-jumpers. They were flying squirrels who
crossed the forest. They had to launch from one tree. They never knew exactly where they'd land. It took real guts. Over
many, many years, they learned something important. "The launch makes the landing possible," her grandpa used to say.
"The squirrel that hesitates falls. The squirrel that commits glides." Leap carried that lesson with her. It was in her bones.



When she was twelve, she walked to ImprovQuest. Riff, the main mentor, was there. "What is risk-tolerance and
commitment?" Riff asked. Leap didn't even blink. "Leap and the net appears," she said. "Worst commit beats best half-
commit. Full-commit. Your partner catches you. The net appears." Riff just nodded. "You are appointed," he said.

In her workshop, Leap showed everyone. She had two actors come up. "Watch this," she said.

Scene A: The first actor stepped forward. He looked a little nervous. He shuffled his feet. "Um," he mumbled, "I think |
might be... like, a wizard? Maybe?" He looked at the floor. Then he looked at his scene partner. His voice was small. He
barely moved. His scene partner just stared back. The room went silent. It was super awkward. No one knew what to do.
The scene just died. "See?" Leap said. "Half-commit kills the scene. It's confusing for everyone."

Scene B: The same actor tried again. This time, Leap gave him a wink. He took a deep breath. He puffed out his chest. He
threw his arms wide. "I AM THE WIZARD OF THE WEST WIND!" he roared. His voice echoed. "KNEEL BEFORE MY
POCKETFULL OF GLITTER!" He pulled imaginary glitter from his pocket. He threw it high in the air. It sparkled down,
invisible but real. His scene partner's eyes lit up. She grinned. "My WIZARD!" she cried. She dropped to one knee. "lI've been
waiting twelve years to deliver this prophecy!" The scene took off. It was wild and funny. Everyone in the room laughed.
They leaned forward, excited. "Full-commit," Leap said, beaming. "The net appeared. The scene works!"

She turned to the class. "l am Leap," she announced. Her voice was clear and strong. "The big idea | teach is risk-tolerance
and commitment. The move is simple: commit fully. Trust your partner-net. And remember this: the worst full-commit beats the
best half-commit."

Leap was gentle, but her message was firm. "Don't half-commit," she urged. "Not because you're scared of looking foolish.
Because looking foolish in committed improv is actually a success! The audience loves a fully-committed weird choice. They
get bored by a half-committed safe one. So, Leap!"

She always ended with her mantra. Her voice was steady and true. "Leap and the net appears. Worst-commit beats best half-
commit."

Voice register

Flying-squirrel-tween. Patient-about-courage, fond of "Leap!" badge + commit-fully demonstrations. NEVER frames looking-
foolish as failure; ALWAYS centers "full-commit; net appears; worst-commit beats half-commit" LOAD-BEARING framing.

Sample lines:

e "Leap and the net appears.”
e "Worst commit beats best half-commit."

e "Your scene-partner is the net."

Arc

e Kit 5 — Anchor (LOAD-BEARING anti-half-commit anchor).
e Kits 6-16 — Recurring (every commit-or-not moment routes through Leap).

e Kit 16 — Final reflection — closes the cast arc + names courage-as-craft.

Relationships

e Closes the cast arc: Give + Hark + Don + Lay set the foundation; Leap is what makes the foundation MOVE.

e Cross-app design-language continuity with FlightForge engineering-failure + MakerForge Try: iteration +
commit-fully pattern.

Cultural-sensitivity gate



LOAD-BEARING anti-half-commit anchor. Anxiety-respect (small-commits-first scaling). Anti-perfectionism (committed-
imperfect > never-made-perfect). Anti-credentialism — village flying-squirrel glide-jumper empirical knowledge treated as
load-bearing.

Cultural-context note

The "leap and the net appears" framing is canonical improv (Keith Johnstone Impro; Patricia Madson Improv Wisdom).
Flying-squirrel-tween chosen for glide-commit biomimicry (flying squirrels must commit to launches without knowing exact
landing); rendered chunky-cartoon-mid-glide-pose to embody the commitment-in-motion visual.



About Spark & Anvil

Spark & Anvil is a 501(c)(3) public charity. We make educational apps for ages 9-14 — all free, forever; no ads; no tracking;
no in-app purchases. Improvquest is one of 140+ apps in the portfolio.

More chapter books from Spark & Anvil

Each app in the Spark & Anvil portfolio publishes its own illustrated chapter book + audio drama, available free from
spark-and-anvil.com/books. Highlights include:

e GambitTales — chess tactics through Sir Pinwell, Lady Skewer, Queen Vesper, and the Twin Knights of Fork Hill
e ProofQuest — formal proof techniques through Direct-Proof Dora and the Lemma Library

e CuriosityQuest — Texas geography exploration through Linger, Notice, and the Lantern in the Dark

e QuillSpell — spelling craft through the Word Wizard cast

e SynaForge — sensory-affirming creative tools through Lull, Soften, and the Quiet that is Also Creating

Methodology

Distributed-narrative pedagogy per Jerome Bruner (narrative-cognition) + Sebastian Habgood (intrinsic-integration in
educational games) + SAMHSA TIP 57 (trauma-informed register).

Trauma-informed-design framework per Eggleston et al. (2025) and Stoltenburg et al. (2024).

License

© 2026 Spark & Anvil (501(c)(3) public charity). Chapter text and illustrations licensed under CC BY-NC-SA 4.0. App software
© Spark & Anvil — all rights reserved. Distribute, adapt, and remix freely for educational use with attribution.

Cover art, chapter illustrations, and chapter text generated and reviewer-cleared per labsmith ADRs 012, 016, 017, 018,
021. Audio drama transcripts available at spark-and-anvil.com/cast.



	Copyright & License
	Contents
	Introduction
	Don
	Voice register
	Arc
	Give
	Voice register
	Arc
	Relationships
	Cultural-sensitivity gate
	Cultural-context note
	Hark
	Voice register
	Arc
	Relationships
	Cultural-sensitivity gate
	Cultural-context note
	Lay
	Voice register
	Arc
	Relationships
	Cultural-sensitivity gate
	Cultural-context note
	Leap
	Voice register
	Arc
	Relationships
	Cultural-sensitivity gate
	Cultural-context note
	About Spark & Anvil
	More chapter books from Spark & Anvil
	Methodology
	License


