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“Think on the Spot”

with

Stevie Ray ©
Below are notes from your session with Stevie Ray.  For your next staff training, conference, or client appreciation, Stevie Rays offers the following topics:

     “Think on the Spot”
             “Commanding Laughter”
         “YouCommand Speaking”
On-the-spot and in control
             Make humor work for you         Delivering powerful presentations

“Think Like a Team”

The “Eight Elements” of a great team
    “Networking on the Spot”
          “SpringBoard”                 “Playing in the Same Sandbox”
Work the room, promote yourself      Building a creative workplace       Leading the diverse environment
Program Notes
Communication and Quick-Thinking

Quick thinking is not about having the right thing to say.  It is about saying it the right way and being a believable messenger.

A sedentary body inhibits quick thinking.  Ideas come more easily with movement.  Repetitive physical actions enhance creative thinking.  Keep your hands free.

Most of communication is nonverbal. People absorb information more effectively when presented visually.  Gestures provide visual support for the message.

The longer you talk, the less you say.  Create a visual or metaphoric context to the message and deliver it succinctly.

Say “yes” to yourself and “yes” to your partner.

Follower the follower

Practice Exercises

Skill Specific Exercises  Tradition role playing provides base-line training.  It answers frequently asked questions that may arise in a workplace situation.  It also helps clarify company procedure.  Skill Specific exercises move to the next level by creating added challenges and difficult situations.

Non-Skill Specific Games  The most important practice for improving quick thinking is whole-brain thinking.  As we age and gain experience, the efficiency of our brains causes neural pathways to unused centers of the brain to close, making solving unexpected challenges difficult.  Whole-brain thinking refreshes all centers of the brain.  The easiest way to engage in whole-brain thinking is unpredictable behavior.  Games that recharge the brain must be random, unpredictable, and have no set outcome.
Some of the following exercises contain both randomness and skill-building.
Non-Skill Specific Games
Word Ball

Have group stand in a circle.  One person says a word and “throws” it to anyone else in the circle.  That person thinks of a word associated with the first word and throws it to the next person.  This continues, with each person throwing a word that connects with the previous word.

(Skills:
Quick thinking



Positive presentation



Accepting and connecting to others’ ideas

(Variations:
Paired Word Ball, going back and forth with a partner.  This helps to maintain listening skills and quick reaction.

(Hints:
To improve reaction time: Don’t judge yourself.  Look the next person in the eye and throw the ball before thinking of your word.  This will push you to speak more quickly.  Say your word confidently.

(Remember:
It’s not what you say; it’s how you say it.


Jump into things with an “I’m ready” attitude.

Paired Word Ball with Suggestion

Same as Word Ball, only two partners play face to face.  At the end, each with offer a suggestion to the other about how they could play better.

(Remember:
Doing it better vs. doing it wrong.  Offering a suggestion to do something better should not be based on what the other person did poorly, but what he did well and should do more of.

Paired Word Ball with Pause

Same as Word Ball, only two partners play face to face and try to pause as long as they can before responding.  They should hold their partner’s eye contact and deliver their word choice with meaning.

(Skills:
Powerful delivery.

(Hints:
Don’t rush.  Keep eye contact, even if it makes you uncomfortable.

(Remember:
The response you give is never as powerful as the pause that precedes it…or follows it.
Minister’s Cat

Stand in a circle.  Each person in turn must say the phrase, “The minister’s cat is a _____ cat.”  The words each person uses to describe the cat must begin with the same letter.  “The minister’s cat is a blue cat.” “The minister’s cat is a building cat.”  No one may use a word that has already been said.  If someone cannot think of a word, repeating a previous word, or is caught using a fake word, they are out of the circle.  The next person in line begins again with a new letter.  To make the exercise more difficult, the group taps their thigh in time.  They must speak in time with the tempo of the tapping.  As each person is taken out of the circle, the tapping gets faster, forcing the participants to think faster and faster.  Keep going until one person is the winner.

(Skills:
Thinking, listening, and remembering at the same time



Speaking without hesitation

(Hints:
If someone takes your word just before your turn, don’t panic.  Open your mouth and let something come out.

(Remember:
Don’t let surprise throw off your concentration.
List Game

Stand in a circle.  Each person calls out a number from “1” up to however many are in the circle.  The order should be random, not in order around the circle.  Once the pattern is established, repeat the count in the same order so everyone remembers his or her number.  Everyone keeps the same number.

After the first list is established, set it aside.  Start a new list (food, automobiles, etc) with a new random order (someone other than number “1” begins).  Once that order is established, repeat so everyone remembers his or her place.

Start the number list again.  After it gets going, have the first person in the second list begin.  Both lists should be called out overlapping.

(Skills:
Working with a group.



Keeping focus amid confusion

(Hints:
Make eye contact.


Don’t let chaos confuse you.


Deliver so your partner cannot help but hear and respond.


Don’t monitor others, play your part.

(Remember:
Those who call attention to mistakes or monitor the rules stop the momentum of the group.


Just play the game!

Big Buddy
Stand in a circle.  The first person in the circle is the “Big Buddy.”  Going clockwise around the circle, each person counts off and remembers their number.  For example, if there are nine people in the circle, there will be “Big Buddy,” “Number One,” “Number Two,” and up to “Number Eight.”

The game is played where you throw your number to anyone else in the circle by saying your number first, then their number.  Then they say their own number and someone else’s.  People can also throw it back to the Big Buddy by saying their own number, then “Big Buddy.”  The whole game starts with the group saying “Big Buddy” three times, then the Big Buddy throwing to someone in the circle.

In unison “Big Buddy, Big Buddy, Big Buddy.”



“Big Buddy, number six”



“Number six, number two”



“Number two, number eight”



“Number eight, Big Buddy”



“Big Buddy, number one”

Everyone wants to be Big Buddy.  The way that happens is for someone to fall out of rhythm or stumble over their words.  If anyone stumbles, they move to the end and become number eight.  Everyone else moves up one spot and becomes that number.  If Number Three stumbles, he or she walks to the end of the circle.  Number Four becomes Number Three, Number Five becomes Number Four, and so on.  Numbers One and Two do nothing.  The game starts again and continues until someone stumbles.  

If Big Buddy stumbles, he or she moves to the end and Number One becomes Big Buddy.  A good strategy is for higher numbered people to throw to Big Buddy to try to stump him, thereby getting one step closer to being Big Buddy themselves.  Higher numbered people should also throw to lower numbers so they can move up the ladder.

The players must also keep up with a tempo.  Everyone taps their thighs in unison.  All the phrases must keep time with the tempo.  Even the slightest pause or fall out of tempo results in the stumbler moving to the back of the line.  

For example:



Number Six, Number Eight




 (Tap)

  (Tap)



Number Eight, Number Two




   (Tap)
     (Tap)



Number Two, Big Buddy



   (Tap)      (Tap)

Skill Specific Exercises

Verbal Mirror

Sit in pairs.  One person talks about any subject.  The other must mirror what the other says simultaneously.  Each should be speaking as if reading from the same page at the same time.

(Skills:
Connecting with a partner



Focusing outward



Listening without thinking ahead.

(Hints:
The speaker must adjust the rate of speech to help the follower.  The listener must not anticipate what will be said.

(Remember:
There is no way for you to speak faster than the listener can think.


Follow the follower.

Colonial Friend

Work in pairs.  One person is from 300 years in the past.  The other must explain a modern device (automobile, telephone, toaster, airplane).

(Skills:
Bridging a communication gap



Working with a difficult partner

(Variations:
Three Way Presentation  Have two people explain to one.  This helps for situations in which two must present and support each other.

(Hints:
The explainer should make the 300-year-old friend feel comfortable and should accept any participation.  If you say the same thing over and over again every day, you are more likely to lose the emotion and passion that delivers the message.


If you have a tendency to say, “Trust me,” you’ll lose their trust.


Drop your hidden agenda, go with your partner.

(Remember:
It’s not what you know; it’s what they want to hear.


Do not introduce a concept they don’t need to know.
Information does not sell itself.


What is the truth in someone else’s world?

One Word Story

Have group sit in a circle.  The group tells a story by each person in turn adding one word.  Keep going around the circle, adding words to create a cohesive story.

(Skills:
Assimilating others’ ideas into your own.



Listening



Flexible thinking

(Variations:
Partnership  Play Paired One Word Story, going back and forth with a partner.  This helps to maintain listening skills and cooperative thinking.

(Hints:
The relationship is more important than the product.  Check if you give visual cues that you are not happy with your partner’s suggestion.  Go with the flow of the group and don’t detract from the story.

(Remember:
Not to understand another person’s thinking does not make him confused.







Chinese Proverb

Simultaneous Dialogue

Sit in pairs, one person is “A,” the other is “B.”  Each has a subject to speak about.  When the director says, “Go” they both speak to each other at the same time.  After about a minute, the director says, “Stop.”  Person “A” repeats everything person “B” said.  After person “A” is finished, person “B” repeats what person “A” said.

(Skills:
Memorable delivery.  Putting an idea into the listener’s mind such that it will be 

remembered.



Multiple focus.

(Hints:
Deliver with passion.  Avoid repetition.  Know how you want them to feel and know the three main points you want them to remember.

(Remember:
It’s not what you say; it’s how you say it.

Last Letter

Sit in pairs.  The participants have a conversation in which each sentence must begin with the last letter of the partner’s sentence.

(Skills:
Outward focus



Listening to everything said

(Hints:
Don’t plan ahead.

Stand & Deliver

Sit in threes.  Have one person stand.  The other two take turns calling out subjects (childcare, travel, restaurants, etc.).  The speaker must make a 1-2 sentence statement about the subject.  The statement must have an impact on the listeners.  If the statement is weak, the listeners should coach the speaker as to why and the speaker may try again.

(Skills:
Speaking with power and succinctness



Brevity

(Hints:
Avoid “I think” statements


Avoid simple descriptive statements about the subject


Speak from the heart and tell the listeners how they should feel


Don’t get stuck in the middle ground


Don’t use the word suggested in your statement

(Remember:
“Brevity is the soul of wit” Shakespeare

Five Minute Talk

Sit in pairs.  One person will talk for five minutes.  The participants must talk about themselves.  The listener may nod and silently acknowledge, but may say nothing.  At the conclusion, the listener tells the speaker the three most memorable points.  The speaker should decide which points he or she wants the listener to remember and deliver so that those points are planted in the listener’s mind.

(Skills:
Effective delivery



Active listening

(Hints:
Engage the listener for the entire five minutes.  Don’t lose focus.


Listen to what is said, not just what interests you.

Question & Answer

Sit in pairs.  One person shoots quick questions at the other.  The answerer must deliver a one-sentence answer.  The answer should deal with the underlying emotion of the question and contain one strong memorable point.

(Skills:
Effective delivery



Active listening

(Hints:
Each answer should be one or two sentences.  Make your point, then stop talking.

Lecture Line

Five students stand in a line.  A director sits facing them.  A subject is suggested for a lecture topic.  The director points to one student who begins delivering a lecture about the topic.  When the director points to a different student, that student must pick up where the first left off, continuing the lecture uninterrupted.  The director continues to switch from student to student quickly.  There should be no interruption in the lecture.  

(Skills:
Listening and on-the-spot delivery.

(Hints:
Don’t try to yank the lecture into your line of thinking.  Follow the group.

“Yes, and” philosophy
Created by Viola Spolin in the late 30’s through her work with the immigrant population in Chicago.  Originally developed to aid in communication and cooperation skills.  Later turned into a performance art at Second City Theatre.

When working with others accept and support their ideas and have something to add.  This does not necessarily mean you agree with everything said, it means you support the other person’s position.

Avoid “Yeah, but,” “however,” or “We already tried that once.”  Words like “so” help develop an atmosphere of problem solving.

Improvisation
Another pioneer in improvisation was Dudley Riggs.  As a young man Dudley traveled the country with the Barnum & Bailey Circus, where his family performed as aerialists and in variety acts.  In the winter months when the circus was not on tour, Dudley took his experience as a vaudevillian and formed a troupe to tour the country performing variety shows.  As was common in vaudeville, the audience could be very unruly, shouting during the shows and heckling the performers.  After years of battling the audiences, Dudley decided to incorporate them into the show.  He began asking the audience for their input, “Who do you hate in this town?”  When the audience shouted, “The Mayor,” the troupe would perform an instant sketch about the mayor.  Dudley dubbed his performance style, “Instant Theatre.”  At that time, the word “improvisation” was a term used primarily by jazz musicians.  Since Dudley had great respect for jazz, he avoided the term “improvisation.”  Later, in a New York Times review, a critic dubbed Dudley’s art, “Word Jazz.”

One year Dudley’s agent informed him that he was not able to book any shows for the winter.  Left with no work, Dudley decided to keep the troupe’s skills sharp by rehearsing in a rented space in New York City.  He practices and refined his new “Instant Theatre” style.  People walking by on the street would stop to look through the window and see what the troupe was doing.  It wasn’t long before people were offering money to sit in and watch rehearsals.  Seizing the opportunity, Dudley booked a club and put together an entire show of Instant Theatre.  

Riggs toured the country with this new type of theatre and eventually made Minneapolis his home, opening Dudley Riggs Cafe Espresso in 1958.  His was the first espresso machine in Minnesota.  Dudley said of the early years, “We did shows to get people to stay and buy more coffee.”  A lover of comedy and satire, Dudley focused on immediacy of scenes and rapport among the performers.  The Cafe Espresso moved from East Hennepin to Uptown Minneapolis in 1965 and became the Brave New Workshop, where shows continue to consist of sketches developed through improvisational technique.


Famous performers such as Louie Anderson and Al Franken got their start at Dudley Rigg’s as well as writers and producers such as Pat Proft and Peter Tolan.  Currently the E.T.C. Theatre space is leased to a restaurant and microbrewery, but is still owned by Riggs.

Stevie Ray’s Improv Company started bringing improvisation techniques to the workplace in 1989.

Conflict Pair
Sit in pairs.  A conflict is suggested in which each person wants something that can’t be shared (they are on a plane that is about the crash and there is only one parachute).  They must discuss their reasons for deserving the item without negating the other’s reason.

(Skills:
“Yes, and”



Dealing with the underlying issue of a conflict

(Hints:
Don’t try to overpower your partner.


Disarm the situation, not your partner.


Place the desire in an objective position, remove the personal element.

(Remember:
You can win the fight, and lose the battle.

I Want, You Can’t Have

Work in pairs, one is the asker, the other is the denier.  The asker wants something (time off from work, to borrow the car, etc.).  No matter what the asker says, the denier says no and gives a reason.  The asker must “Yes, and” each denial and try to find a mutually beneficial resolution.  The denier never gives in.

(Skills:
Conflict resolution



Avoiding negation

(Hints:
Avoid saying “but,” or “however.”  Also avoid clichés like, “I hear what you’re saying,” and “I can understand how you would feel that way.”  Instead, specifically acknowledge what was said.  Be genuine, be yourself.

(Remember:
You can win the debate, but you’ll lose the customer.

The best way to defend against attack is to not be there. Martial Arts saying

Focus on your real function, not just the task at hand. Lessons from the ER.

Attack & Dodge

Sit in pairs.  One person has been given poor service by the other.  That person complains to the offender, who must use ‘yes, and” techniques to deal with the situation.  No matter what solutions are offered, the victim is never satisfied.

(Skills:
Getting to the heart of the problem



Determining the underlying nature of the problem

(Hints:
Listen, acknowledge, and be flexible.

(Remember:
Your partner will tell you the solution in their complaint.  Be open to hear it.

“Yeah, but” Meeting

Have three people try to plan an event.  Every suggestion is met with “Yeah, but.”  At the end, ask how much was decided.  Try again with the “Yes, because, and,” rule where each idea is met with, “Yes that’s a good idea because (why the idea is good), and (here’s what I will add to the mix).” See how more can be decided in a shorter period of time.

If someone asks, “What happens if the idea is no good?”  Remind them that there is a time for analyzing ideas and determining which will work.  That time is either the next day or after a break of at least an hour.  Ideas need to simmer in the brain before discussing.

(Remember:
It takes one thousand new ideas to find the right one

The freshest produce in the grocery store is in the back; don’t get stuck on the stale ideas at the beginning of the session.
“Yes, and” Challenge

Sit in threes.  One person offers a challenge (“We have to decide where to eat lunch.” or “We have to get employees to work earlier.” or “We have a vacation coming up, where should we go?”)  The second person offers a solution that makes no sense. The third person must justify the solution.


Person A:
“We need to figure out how to get more customers to see our billboard.


Person B:
“I know, we should eat peanut butter sandwiches.”


Person C:
“Brilliant!  Eating peanut butter sandwiches will get us thinking like the average consumer, so we’ll be able to put oursleves in their mind and see how best to market to them.  And, peanut butter contains a lot of protein.  Since the brain needs a protein-rich diet to function, peanut butter will help us think better.

(Skills:
Creative thinking



Positive team dynamic



Innovative ideas

(Remember:
Person B will have a difficult task because solutions are usually framed within the context of the challenge.  Person B must offer a completely off-base solution.  Person C must respond immediately with a positive statement.  It is common after a nonsensical statement is made for Person C to sit and think about what to say.  This pause will not only slow down creative thinking, but sends a message of criticism about Person B’s solution.
Media Conference

Sit in a circle of 4-8.  One person stands and delivers an unpleasant message to the group.  Members of the group challenge the speaker.  The speaker must use “yes, and” thinking to stay in command of the situation.

(Skills:
Keeping your cool under fire.

(Hints:
Listen, acknowledge, and be flexible.

(Remember:
Give a strong answer, then stop talking.  Don’t let the group own your space.

“Why is?” Circle

Standing in a circle, one person throws a “Why is?” to another (“Why is cheese better than anything in the world?” “Why should we live in Texas?”).  The responder must answer with a reason why the fact is true.

“Making it up as we go since 1989”
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