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Executive Summary 

 

The improvisational techniques are becoming more and more popular in facilitating various 
goals related to communication and personal changes. The aim of this paper is to delve 
deeper into the theory of leadership management and examine the potential and the 
process of incorporating improvisational workshop techniques to the leadership 
management facilitation. In this study two major streams of theory are coming from 
leadership theory and attributes, and the improvisational techniques. To add a more 
managerial and systemized review on the improvisational workshop, the experiential 
learning theory was introduced. Furthermore, the paper takes a contingency approach to 
leadership theory, where both individual and context are essential. For the purpose of 
answering the problem statement focus for the individual’s traits has been chosen to be on 
the self-confidence, as it is already taken in many research papers as one of the main 
traits in leadership. Improvisational techniques were applied in a training workshop 
process, and action research cycle was employed to provide the structure for exploring the 
best process design for leaders’ skills’ training. Through application of action research 
cycle this thesis explores on how improv workshop process gets developed in order to 
train leaders with different level of familiarity with improv in skills that are believed to 
influence self-confidence and its perception. Three cycles of the action research took 
place, and the outcome revealed that improvisational techniques can be applied to train 
leadership skills, self-confidence in particular, in experiential learning nature. However, the 
effectiveness of single improv workshop are hard to evaluate. 
 



1. Introduction 

Improvisational theatre (improv) techniques have been discussed in relation to 

business in the past, where previous investigations have mostly focused on the 

effects of improvisational techniques (Tabaee, 2013). Improv has been noted to have 

a positive effect on developing leadership skills required for “motivation and direction 

of employees” (H.Mintzberg, 1988). According to Goleman (2000), leaders should be 

able to adapt to situations by switching up their leadership style. In order to be 

versatile and flexible in terms of approach, leaders must develop their skills of 

adjusting to situations where information that one is working with changes rapidly. 

Improv provides a great environment for simulating a rapidly changing world because 

even by definition improvisation “is getting on-stage and performing without any 

preparation or planning” (Halpern, Close, & Johnson, 1994). An improv workshop is a 

great example of such set up because participants are not facing typical every day 

consequences of failure, yet the environment is designed to encourage creativity, 

communication, and team cooperation. Most of the exercises require participants to 

work with others by creating something out of a mere one-word suggestion (Halpern, 

Close, & Johnson, 1994). During the process of improv workshops participants learn 

to communicate their ideas in a clear manner without undermining or demotivating 

their fellow participants. One of the key elements for a successful beginning of any 

improv game is a strong initiation (Salinsky & Frances-White, 2008) provided by an 

assertive, informative and self-confident participant. Initiator in a game is the 

motivator to get involved, but progression towards goal-reaching (having fun is the 

most obvious goal in improv) depends on all players equally. Leaders in business do 

exactly same thing as game initiators – just on a much larger (real-life importance) 

scale. Therefore, if leaders want to build and maintain the following of their 

employees, they must cultivate the skills that attract staff to follow the lead. By using 

their skills wisely they exude intelligence, integrity, flexibility, and self-confidence 

(Goleman & Boyatzis, 2008). In this case intelligence is referring to having the 

necessary knowledge to be in charge; integrity – to having a clear moral code, as well 



as a match of the things said and done, flexibility meaning ability to quickly assess 

situations, understand what is needed, and take action. Lastly, exuding self-

confidence means believing in one self’s ability to make the right choices and actions. 

Out of the previously mentioned, self-confidence might be the most important as it 

affects how a person performs under pressure in stressful situations and in the 

presence of other people. Thus, well-performing leaders must appear self-confident 

because that is the key trait to appear assertive and trustworthy when making 

leadership style changes that have been strategically chosen rather than solemnly 

sticking to one leadership style that fits a leader’s personality in order to reach the 

goals of the company (Goleman, Leadership that gets results, 2000). 

 

Thanks to quite a few researchers, discoveries about the effects of improve on 

self-confidence (among other traits) as well as broader researches on a general 

improv workshop design already exists. Thus, this exploration is focused on the 

process of an improvisational theatre workshop, which aims to provide participants 

with exercises and experiences pointed at developing skills behind a higher self-

confidence. Therefore, a research question has been established below: 

 

How to work on leaders’ self-confidence via an “improvisational workshop”? 
 

In the research question, “improvisational workshop” refers to a process 

incorporating different improvisational exercises and games used in improv sessions 

to practice a variety of skills. Additionally, “self-confidence” refers to believing in one 

self’s ability to make necessary decisions, and implementing them in one’s work in 

order to reach set goals. Due to resource limitations, “leaders” in this particular 

research are only referring to business students who are applying their leadership 

skills in their education and work life. 

 



In order to help answering the research question, the following sub-questions 

were used: 

• What kind of skills people perceive beneficial for self-confidence? 

• How should the process of the improvisational workshop look like? 

• What obstacles and challenges are faced when preparing and executing  

an improvisational workshop? 

 

Answering the sub-questions, and ultimately the research question, was based 

on action research methodology. The starting point of the research was to review 

secondary data, such as articles, books, and online sources – videos and 

presentations, which lead to the choice of concept for the workshop. Thereafter, two 

cycles of testing out the workshop process with business students took place, where 

most of participants were familiar with improv. In addition, data gathered through 

observation and participants’ surveys was used to adjust the workshop process for 

the following cycles. After the two cycles, an observation of how a guest facilitator 

leads an improv workshop took place, and data from it, combined with the previous 

feedback, was applied to modify the final version of games and exercises’ set-up in 

the process. The last version of the workshop was run with students where the 

majority was not familiar with improv. Data from this group was crucial since they 

represented the target group for such a training process. Feedback from the final 

cycle provided knowledge that could be compared to the feedback from advanced 

participants. Thereafter, a final reflection on working with the improv workshop 

process took place, and a conclusion was drawn. 

 

 

 



2. Literature Review 
 

For the purpose of this research, two main domains are studied as a tool and 

technique towards leadership management: leadership theory and improvisational 

workshop. Furthermore, the situational contingency approach is used where the set of 

individual’s traits depend on a particular context. Moreover, experiential learning 

theory enhances a theoretical background towards improvisational workshop, as it 

adds an expedient dimension towards linking and facilitating improvisational 

workshop techniques and leadership management.  

 

2.1 Leadership Attributes 
Leadership is one of the most reviewed phenomena of the organizational 

studies and literature on leadership started emerging in the beginning of the twentieth 

century, and since then many research studies have been carried out resulting in 

hundreds of books and articles written on the topic. Leadership can be viewed from a 

point of various perspectives; it can be affected by diverse factors and studied from 

the angles of different approaches. Moreover, authors are influenced by the 

theoretical stance from which their interest begins. Interestingly, none of the theories 

have a rounded look at the leadership neither they can fully explain the phenomenon 

(McCaffery, 2004; p.62). In addition, “a lot of them offer contradictory advice and 

recipes for success”  (Mowles, 2011). Thus, even with many studies on the topic of 

leadership being written it is still difficult to conclude what makes leadership effective 

and/or great (Cheney et al, 2011).  

 

Contemporary discourse encourages studying leadership and delving deeper 

into the realms of it, as media representations and everyday conversation have 

underlying assumptions that “leaders cause organizations to succeed or fail”, thus 

leadership takes on a “mythological significance”  (Gemmil & Oakley, 1992). Thus, 

people tend to see leaders as being larger than life, “taking all the heat”, however this 



often results in oversimplification, whereas in reality it is a very complex and 

ambiguous phenomenon (Cheney et al, 2011). The balanced view of the contribution 

of leadership is reasonable, as accenting the role of one person too much deserts 

broader social dynamics and too low emphasis fails to bestow agency to individuals 

(Cheney et al, 2011). 

 

The complexity also arises when organizing different approaches into a 

consistent set of categories. The basic division is that there are two general 

approaches to leadership: trait approach and process approach. Antonakis, Cianciolo 

and Sternberg (2004) provide further partition into the four main theoretical 

perspectives for studying leadership: traits, information processing, situational-

contingency, and transformational (Antonakis et al., 2004). Another approach, that will 

used for further review is developed by Keith Grint (see Figure 1) and stresses the 

importance of leadership as a socially constructed phenomenon. In his model 

communication plays a crucial role in of constitutive leadership. The model shows that 

the assumptions can be essentialist or nonessentialist about the individual (leader) 

and a context. Essentialism refers to the characteristics that are inherent in the 

“essence” which delineates the phenomena. Whereas nonessentialist views about 

individual or context are assuming it as not crucial in explaining leadership (Cheney et 

al, 2011). 

 
Figure 1: Grint’s Classification of Leadership Theories 



2.1.1 Contingency Approach 
The focus on contingency approaches is principal to this study, as it does 

make essentialist assumptions about individual, as well as putting an emphasis on 

the context and especially how the two match up. Fred Fiedler (1967) has developed 

a contingency model that assumes that leaders have fairly stable motives and/or traits 

(Fiedler, 1967). Moreover, this model assumes that some leaders are more task-

oriented and some more people-oriented. These differing orientations make them 

more suited to one or another situation (Fiedler, 1967).  

 

To further ascertain, in the contingency approach “the most appropriate set of 

traits depends on the particular context” (Cheney et al, 2011). Situational view takes it 

that individuals are difficult to describe and assumes that “people can choose which 

leadership style or behaviors to use” (Cheney et al, 2011). Conversely, this model has 

been criticized as it might have conceptual and measurement problems. Thus, 

consistent with the contingency model, there are two options to improve a lack of fit 

amongst leader and the situation. The first option is to “select leaders who seem to be 

a better fit”. The second choice for improvement could be to “change the situation to 

be a better fit with the leader” (Cheney et al, 2011). However, it might be difficult to 

achieve these improvements, and situational characteristics, as well as leader’s 

qualities, might be open for numerous interpretations (Cheney et al, 2011). 

 

Robert T. Justis (1975) investigated the areas of contingencies of leadership 

effectiveness and examined the reward dependency (when the performance level of 

leader influences any follower’s reward), leader competency to effective leadership 

(when followers perceive one leader more competent than another). The research 

results suggests that the “level of leadership effectiveness is influenced strongly by 

the perceived task competency of the leader, by the reward dependency of the 

subordinate upon the leader, and by the interaction of these variables” (Justis, 1975). 

Moreover, the significant results show that both “leader’s competency and his reward 

relationship with his followers significantly alter the follower’s behavior” (Justis, 1975). 



In this paper, the contingency approach is used as a broad framework for the 

setting of the workshops. The essentialist nature of individuals will be explained and 

defined within the boundaries of certain traits discussed in the following session, 

whereas the essentialist nature of the context is defined by the “set unpredictability” of 

the improvisational workshop, discussed in the one of the sections below. 

 

2.1.1 Self-Confidence and Leadership Performance 
As this paper is based on the assumptions of the contingency approach, 

essentialist assumptions are made taking the individual “essence” into the 

consideration. Thus, even though we are not using the traits approach, as it 

disregards the context, we will use generalizations for the leadership traits drawing 

from the trait approach findings.  

 

Kirkpatrick and Locke (1991) denote traits, which are different amongst leaders 

and non-leaders. These include: drive (achievement, ambition, energy, tenacity and 

initiative), leadership motivation (personalized or socialized), honesty and integrity 

(honesty and integrity form the foundation of a trusting relationship between leaders 

and followers), self-confidence (including emotional stability), cognitive ability (the 

ability to process large amounts of information and formulate strategies and solve 

problems), knowledge of the business and other traits (weaker support: charisma, 

creativity/originality, flexibility) (Kirkpatrick & Locke, 1991). 

 

In this paper a particular focus and closer look is taken at self-confidence and 

leadership management, as it is a trait that is expected to be increased positively after 

participating in the workshop(s). Thus, through various methods and techniques 

described in the methodology section below self-confidence will be used as an 

essentialist individual setting for the testing of the improvisational workshop 

techniques towards the leadership management, and in particular the influence on 

self-confidence.  

 



Self-confidence can be described as a person’s ability to be convinced 

regarding his own skills and competencies (Northouse, 2007). Leadership requires 

self-confidence for various reasons, as leaders perform a tough job, manage the flow 

of information, constantly face problems they have to solve and make adequate 

decisions. Moreover, followers pressure them, as followers need to be convinced to 

do specific actions. Leaders need to overcome setbacks, satisfy competing interests, 

and take risks in the face of uncertainty. If a person has self-doubt they would not be 

able to get the necessary actions done. Therefore, self-confidence is extremely 

important in decision-making and getting others to trust you. Consequently, if the 

leader expresses a high degree of doubt and/or is not sure what decision to make, 

followers are less likely to be committed to the vision and trust the leader (Kirkpatrick 

& Locke, 1991). 

 

Another important point to the leader’s self-confidence is that it also matters 

what others’ perception of him is. For example, some leaders use impression 

management to strengthen their image of competence and thus, by projecting their 

self-confidence, they “awaken” the self-confidence of the followers. Additionally, 

assertiveness and decisiveness are the traits attributable to self-confident leaders and 

are important for the effective decision implementation. Interestingly, even when the 

decision comes out as a poor one, a self-confident leader admits to making the 

mistake and takes it as a learning opportunity, rather than being defensive about 

failure, and that helps building trust in the process (Kirkpatrick & Locke, 1991). 

 

Emotional stability is also linked to leaders’ self-confidence, as self-confidence 

helps to remain even-tempered. For example, sometimes leaders get excited 

(especially when delivering an emotional pep talk), but generally they do not get to a 

state of being angry or infuriated. Thus, they remain composed for most of the time. 

This is vital when they are (re)solving interpersonal conflicts. Moreover researches at 

the Center for Creative Leadership found that: “leaders who derail are less able to 

handle pressure and more prone to moodiness, angry outbursts, and inconsistent 



behavior, which undermines their interpersonal relationships with subordinates, 

peers, and superiors”. In comparison, to be clam, confident, and predictable during 

crisis are the traits of a successful leader (Kirkpatrick & Locke, 1991). 

 

Douglas Hall (2004) suggests that understanding leader performance and self-

confidence interdependencies requires research and experience based principals. 

One of the implications is that “self-confidence is a judgment”, as in the result of our 

thinking, meaning it can be accurate or inaccurate like any other judgment  (Hall, 

2004). Another underlying principle is that “self-confidence is based on perceptions” 

and not on the primary skills or task requirements. Also, “self-confidence is task 

specific”, it has meaning in relation to some particular task. Moreover, an important 

point for this study is that “self-confidence is something that can be changed” and 

thus, it is not fixed. Self-confidence can change, as we look at what the task requires 

differently or as our perceptions of our capabilities change. In addition, “self-

confidence is NOT self-esteem” and thus, these terms should not be used 

interchangeably. Another principle of self-confidence is that it “develops in self-

reinforcing, positive cycles”, thus it “grows and feeds upon itself” (Hall, 2004). 

 

Self-confidence also affects our performance, as it impacts our motivation, 

thought patterns and our perceptions. Moreover, self-confidence can be developed, 

and if this is taken as a judgment it is formed by four basic sources of data, which are 

used to make that judgment. The first self-confidence judgment source is an “actual 

experience”, things that we have actually done. The second is related to the 

“experiences of others”, or “modeling”. The third data source is “social persuasion”, 

the process of convincing by others. Finally, “emotional arousal”, is the last data 

source for self-confidence judgment and is about how we deal with our emotions and 

perceive events around us (Hall, 2004). Thus, the final and most important message 

for the scope of this paper is the assumption that self-confidence can be developed 

and the research will focus on this leadership trait and how it is affected by applying 

improvisational workshop techniques.  



2.2 Improvisational Workshop 
Improvisational workshop aims to use different tools and techniques in a 

spontaneous and unstructured manner, and thus, enables people to contact a range 

of emotions. Doing it might facilitate the process of people becoming more confident 

in how to relate to and comprehend their experience (Rogers, 1961). In the different 

environments, for example in the business world, where leadership management is 

thoroughly discussed, reviewed and implemented, communication related situations 

are diverse. It is widely acknowledged, however, that human factors and soft skills are 

the actual key success factors when managing different projects (Penzenstadler et al. 

2009). Interactive workshop format using games is taken from the area of 

improvisational theatre and can help when combining factual knowledge and soft skill 

based training.  

 

The focus of this paper is the use of improvisational exercises from the theatre 

world (i.e. improvisational workshop) used for leadership management. These 

methods in pure or adapted form began with the work of Keith Johnstone (1979) and 

Viola Spolin (1999). They were working independently in the UK and the US 

respectively, and have created improvisational acting exercises to help actors (both 

child and adult) to become more “loose” instead of mechanical, and more 

spontaneous and authentic “in the moment” while acting on stage. Indeed, this “plan” 

of not having a perfect plan and “going with the flow” relates to various daily 

situations. Additionally, storytelling is a pivotal part of many of the improvisational 

theatre and hence, workshop techniques. Storytelling can be used a medium to adopt 

specific situation and is especially widely used knowledge management community 

(Snowden, 1999). 

 

Johnstone argued that improvisation knocks on the unconscious and that 

“...will lead you to places you never dreamed of, and produce results more “original” 

than anything you could achieve by aiming at originality” (Johnstone, 1979; p. 10). 

Spolin assumed that the meaning of  “education is to train for crisis, to reach intuition 



and self” (Spolin, 1999), and that “with intuitive awareness comes a feeling of 

certainty” (Spolin, 1999).  

 

Thus their approach was intended to help individuals learn to operate from 

their intuition instead of the part of the mind that prefers to analyze and plan ahead. 

People can learn to stay in the present moment instead of living in fear and with 

anxieties that are often carried from the past and even projected into the person’s 

future. Hence, their approach can help people be mindful and live in the present 

moment. Conceivably even more essentially, they learn to be skillful in acquiring and 

responding what the moment brings, and have trust in themselves that they can deal 

with anything that life brings to them (Pruyne & Bond, 2011). 

 

Improvisation is a vital skill for being able to adapt and respond competently in 

the current moment that something is happening, no matter what the challenge or 

situation being faced. Thus, when there is no coherent story it acts as a 

complimentary capacity to operate and craft a dynamic storyline that changes with 

each participant and engagement.  Improvisational skills can be developed in 

numerous ways and through numerous techniques; for example, very common ones 

are participating in live cases or online games (Pruyne & Bond, 2011). 

 

2.3 Experiential Learning 

2.3.1 Experiential Learning Theory (ELT) 
In the mid 1980s David A. Kolb published a book about Experiential Learning 

Theory (ELT) called Experiential Learning: experience as the source of learning and 

development (Englewood Cliffs, Prentice hall, 1984). The book has strongly 

influenced the understanding of learning since it exposed discovery and experience to 

be at the focal point of person’s learning process. Kolb based his work on prior 

experiential works by Lewin, Piaget, Dewey, Freire and James, which led to a broader 

understanding of learning and development. 

 



In the words of Dr. Richard Mobbs, ELT “provides a holistic model of the 

learning process and is a multi-linear model of adult development, both of which are 

consistent with what we know about how we naturally learn, grow, and develop. The 

theory is called ‘experiential learning’ to emphasize the central role that experience 

plays in the learning process” (University of Leicester, 2016). 

 

2.3.2 Experiential Learning Cycle (ELC) 
Alongside the ELT, Kolb has also developed an Experiential Learning Cycle 

(ELC). It consists of four stages: concrete experience, reflective observation, abstract 

conceptualization, and active experimentation (Kolb, 1984).  

 

The ELC is based on the assumption that passive learning like watching or 

reading about things, is not as effective as active participation. Therefore, Kolb’s 

model starts with concrete experience: learners, whether those are individuals or a 

group striving for the same goal, are faced with a task that they have to do. The task 

could be as simple as a discussion on a learning-relevant topic, or “ice breaker” 

games (ImprovEncyclopedia, 2007) if learners do not know each other. 

The second stage of the model is reflective observation (Kolb, 1984). In this learning 

step, the time is taken to look back at the process of achieving the given task. That is 

where learners are encouraged to evaluate and reflect on what they have 

experienced by doing the task; and where conversations as well as feedback takes 

place among participants.  

 

Thereafter, learners enter the abstract conceptualization (Kolb, 1984) stage. 

During this step they make sense out of the events that took place in earlier stages. 

Learners compare what they have done and reflected on with what they are familiar 

outside of the set-up. It is likely for participants to draw upon their prior experiences 

and realizations, conversations with colleagues, theoretical frameworks and literature.  

 



Last stage – active experimentation (Kolb, 1984) – is where learners deliberate 

on where and how to make use of the new knowledge. In this step participants may 

look back on how they could have performed the given task more successfully. It is a 

great time for participants to reflect on how the new learning could be applied in the 

context that is relevant for them – understanding, why the learned material is relevant, 

is important because that helps participants to avoid quickly forgetting the information. 

Useful learning requires understanding of relevance (University of Leicester, 2016). 

 

 
 

 

2.3.3 ELC in Improvisational Workshop 
Following ELC, an improv workshop could begin with a task as simple as 

asking participants to focus on the given improv rules/guidelines, then having a short 

conversation about why they matter, and following up with easy ice-breakers and 

“warm-up” games (ImprovEncyclopedia, 2007) that allow participants to try out using 

those improv rules. The ELC would be run through several times throughout the 

workshop as each game can be used as a concrete experience as well as an active 

experimentation. However, it is vital to remember that some of the improv exercises 

might only involve the first three stages of ELC, and instead of something brand new 

Figure 2: Experiential Learning Model (Kolb, 1984) 



in the active experimentation they would be repeated as that would enable 

participants to easily evaluate their own performance the first time and the time after 

they have reflected and figured out possible adjustments.  
 

Concrete 
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Reflective 
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Abstract 
conceptualization  

Active 
experimentation 

simulations/gam
es, 
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trigger films, 
readings, 

fieldwork, 
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problem sets 

discussion, 
brainstorming, 
thought 
questions, 
rhetorical 
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journals, 
logs 

lecture, 
analogies, 
model building, 

papers, 

projects 

simulations,  
fieldwork, 
homework, 
laboratory, 
case study, 

projects 

Figure 3: Teaching activities that support different aspects of the learning cycle. Highlighted activities are typically 

incorporated in an improv workshop (University of Leicester, 2016). 

 

Nonetheless, the ultimate active experimentation in improv is a “scene work” 

(Salinsky & Frances-White, 2008). Performing and teaching improvisers take 

extensive workshops focused purely on scene work due to its complexity: it usually 

combines a whole bunch of improv guidelines, or in the case of workshop – key 

points of different exercises. Due to this, scene work is seen as most engaging 

practice for active experimentation. Granted, scene work can easily be used as a 

separate concrete experience to begin a very valuable learning cycle too. At the same 

time, it might be the most challenging part of workshops when working with 

beginners, and thus used only in the final cycles to avoid discouraging participants 

from active participation. For the sake of avoiding the latter one, there are quite a few 

things to consider, especially when focusing on a specific topic.  



3. Methodology 
 

3.1 Deductive Approach 
“A deductive approach is concerned with developing a hypothesis (or 

hypotheses) based on existing theory, and then designing a research strategy to test 

the hypothesis” (Wilson, 2010, p.7) 

 

The deductive approach can be clarified through the use of hypotheses, which 

can stem from the recommendations of the theory. It involves using recommended 

propositions and premises to deduct logical conclusions. “Deduction begins with an 

expected pattern that is tested against observations, whereas induction begins with 

observations and seeks to find a pattern within them” (Babbie, 2010, p.52). 

 

It has been expressed that “deductive means reasoning from the particular to 

the general. If a causal relationship or link seems to be implied by a particular theory 

or case example, it might be true in many cases. A deductive design might test to see 

if this relationship or link did obtain on more general circumstances” (Gulati, 2009, 

p.42). 

 

Alternatively stated, when following the deductive approach in research, the 

researcher prepares a hypothesis, or collection of hypotheses, that requires testing. 

Using relevant theories and approaches, the study will then prove the hypothesis 

correct or incorrect. 
 

 
 

Beiske (2007) explains that the deductive approach to research takes known 

theories or formulated hypotheses, explores them, and tests if it they valid in a 



particular circumstance: “reasoning from the general to the particular”(Pelissier, 2008, 

p3). “The deductive approach follows the path of logic most closely. The reasoning 

starts with a theory and leads to a new hypothesis. This hypothesis is put to the test 

by confronting it with observations that either lead to a confirmation or a rejection of 

the hypothesis” (Snieder and Larner, 2009, p.16). 

  

For the most part, the deductive approach to studies is preferred when there is 

an abundance of literature to be used as a source, the timeframe for the study is 

shorter, and the researcher wants to avoid risk. The deductive approach tends to 

follow these stages: 

 

- Deducing hypothesis from theory 

- Formulating hypothesis in operational terms, and propose connections two 

between two particular variables. 

- Testing the hypothesis through the use of various methods 

- Examining the outcome of this test, confirming the hypothesis is correct or 

incorrect. 

- Modifying theory in case the hypothesis is not confirmed. 

 

3.2 Action Research  
This type of research is either intended to solve an immediate problem, or it is 

initiated for the reflective process of problem solving run by individuals working with 

others (in groups) or as a part of “community of practice” to improve their 

communication when solving problems or addressing specific issues. Action research 

can be divided into two mains streams: participatory action research and practical 

action research. In this study the participatory action research method is employed. 

Furthermore, the purpose of the action research strategy is to solve specific problems 

and to provide clear guidelines for the best practice (Denscombe, 2010). In general, 

action research is about participating actively in a situation where there is change. For 

the methodological improve workshops that were used this was an important factor, 



as the improvisational methodology, just like action research is based on a change 

input.  

 

Action research balances problem solving actions applied in a collaborative context 

with data-driven collaborative analysis or research to comprehend fundamental 

causes allowing future predictions about personal and organizational change. Thus, it 

is an interactive inquiry process (Reason & Bradbury, 2002).  

 

Stephen Kemmis has established a simple model of the typical action research 

progress that has cyclical nature. 

 

 
Figure 4: Simple Action Research model (MacIsaac, 1995) 

Action research cycles wherein each cycle has four steps: Plan, Action, Observe, 

Reflect, then Revised Plan, Action, etc. (O’Brien, 2001). This simple action model has 

been used and observed in the method for the workshops and also recognized when 

analyzing the data. 

 



3.3 Exercises Used in the Process 

The author of this thesis has been regularly facilitating workshops since 

September 2014 with CBS Improv Theatre (CBS Improv, 2013). Sessions are open 

for everyone, and usually consist of “workshop” hour that is beginner friendly: it does 

not require any previous improv experience, and it focuses on introducing variety of 

improv skills that can be used in social situation, and everyday life; and of “rehearsal” 

hour, that is more focused on performing on-stage, which enables more advanced 

participants expand their knowledge in a little more critical environment. A list of most 

process-suiting exercises was prepared based on this previous personal experience 

with facilitating general workshops, and one of the most popular books on improv 

“The Improv Handbook” (Salinsky & Frances-White, 2008), as well as Improv 

Encyclopedia – an online source where improv practitioners share an extensive 

collection of improv games (ImprovEncyclopedia, 2007). 

The following shows the draft for the first workshop:  

Warm-up exercises: 

Name, Something You Like about Yourself, Most Self-Confident Person. 
The latter two parts could easily be replaced with similar bits of information. 

The point of this quick exercise is to allow everyone introduce themselves, and 

share something personal that would allow people create personal connections 

by relating to each other. In general workshops, combination could be: name, 

weird habit, and a typical breakfast; or name, mood, first pet, etc. 

 

Name, Something You Are Proud of, Your Idol – a variation of previous 

game, that still enables participants to get to know each other, but requires 

less personal details. 

 

Name, Country, One Thing You Like About Yourself. Another variation of 

the game above. This is a great quick version for working with groups where 

there is high likelihood to have international group. Additionally, the light-



heartedness and positivity of the last thing to say allows participants to share 

their favorite feature about themselves.  

 
Name game. If there were any first-time participants, this game would be used 

to help remembering names of other participants. Game rules are as follows: 

Everyone in the circle have to say the names of two participants that spoke 

right before them followed with their own name. Why only two last speakers? 

According to some researchers, usually people get nervous around the time 

when there are only a couple of people left before they need to speak. 

(DeFrancisco, 2015) 

 
Bunny bunny (ImprovEncyclopedia, 2007). This game is used as an activator 

to wake participants up, encourage eye contact and active listening. Rules of 

the game: all participants in the circle are creating a rhythm by chanting: “Koo-

cha, koo-cha”; at the same time a “Bunny bunny” is sent randomly from person 

to person through matching physical gestures that have been demonstrated 

when explaining the rules of the game. After a quick reflection, questions, and 

advice from facilitator, active experimentation would be in the next level, where 

“ducky ducky” move is added to the neighbors on both sides of the person 

sending “Bunny bunny”, Highest level of difficulty would be established by 

adding “Kitty kitty” moves to the second neighbors on both sides of the person 

sending “Bunny bunny”. In the highest level, all of the moves still happen at the 

same time, as the rest of the circle are chanting.  

 
Zip-zap-zop (ImprovEncyclopedia, 2007) + Yes-Move (DeFrancisco, 2015) . It 

was a combination of two games. Former one requires participants to stand in 

a circle. One player at a time sends a clap to someone else by making sure to 

get a strong and clear eye contact with their chosen receiver beforehand. The 

receiver sends the clap further to a new person using same instructions. It is a 

simple game to practice eye contact and quick reaction Words “zip”, “zap” and 



“zop” are send as a loop with claps one after the other in this same order one 

at a time. With a more advanced group, various modifications can be made. 

This time in particular combination with a Yes-Move game was used for active 

experimentation. The latter game practices similar skills as zip-zap-zop, but 

uses slightly different approach. In Yes-Move, participants have to make a 

strong eye contact, and point to a person who is not his or her neighbor in the 

circle. The chosen person has to notice that they are being pointed at, say 

“yes” and keep the strong contact, and the initiator starts walking across the 

circle to their spot. Before the walking player reaches the receiver, the chosen 

person becomes an initiator and points at a new person, and establish eye 

contact to get the permit to walk towards their chosen spot in the circle, and so 

on. In the framework of ELC, combining both games enables participants to 

learn and practice staying “in the moment” (Halpern, Close, & Johnson, 1994) 

as they simply do not have the capacity to follow two different games, requiring 

full attention for eye contact and focusing on minor variations in spoken words, 

and still be in their head thinking about something else. As soon as they get 

distracted, they get lost in the game. As soon as they get lost, they fail. The 

discovery of failing is important too, as that helps participants to embrace how 

little fail actually changes things, if they are supported by other players. 

 
Misty Vistas (ImprovEncyclopedia, 2007)In this game players stand in a circle. 

Three phrases are passed around randomly: to the right – “Misty Vistas”, to the 

left – “Whiskey Mixers”, and across the circle – “Mister Whiskers”. Players are 

asked to send these phrases around keeping straight faces, and if they fail to 

do so, they have to run a lap around the circle. The game can be turned into 

an organically changing exercise by relaxing the restrictions on phrases sent 

around. For example, it is absolutely acceptable, if the phrases are 

mispronounced, or mixed up, or even entirely replaced with something else, as 

long as participants continue playing the game trying not to laugh.  

 



Counting Frogs (DeFrancisco, 2015). The main purpose of the game is to 

practice active listening, embrace of failure, and focus. While playing this 

game, participants yet again stand in a circle, and count frogs in a manner 

showed below: 

Player 1: “Two eyes…” 

Player 2: “…four legs…” 

Player 3: “…one frog…” 

Player 4: “…kerr-plunk…” 

Player 5: “…in the pond!” 

Player 6: “Four eyes…” 

Player 7: “…eight legs…” 

Player 8: “ …two frogs…” 

And so on. 

Basically, participants count the eyes and limbs of the frogs, and then frogs 

themselves, then “drop” them in the water. The set goal is to count up to ten 

frogs, and every time someone mixes up, and makes a mistake, the counting 

would restart from the beginning. More importantly, every time a mistake is 

made, everyone in the circle has to clap, and cheer for the person who made 

the mistake before restarting the game. 

 
From 1 to Infinity. In this game, participants need to count to a pre-decided 

number by shouting numbers one after the other without a strict order of who 

shouts when. If two players shout a number at the same time, the counting 

restarts from 1. Depending on time available the goal number can be relatively 

high. For the sake of this process, 15 was chosen as a goal. 

Moving Sound (ImprovEncyclopedia, 2007). Game’s instructions are: 

participants simply send a sound and move around the circle. After short 

reflection on facilitator can make it harder by introducing a second sound and a 

second move going the opposite direction of the first one. Participants exercise 



is to keep moves and sounds coming from both directions alive. The goal of 

this game is to focus on one’s neighbors, as they have to be ready to receive 

and forward things coming at them. 

 
Group games:  

Like-Stats. All participants stand in the circle. One person in the middle names 

things they like, for example, “I like coffee”; and everyone who agrees steps 

towards the center, or steps backwards, if he/she disagrees. If players are 

indifferent, they stay where they were. In addition, the size of the step 

represents the level of agreement or disagreement. Once someone is close 

enough to tap the person in the middle on the shoulder, they take over. Circle 

resets, and game begins again. From ELC point of view, this game is used to 

find communalities, and strengthen connection among team-players. 

 
House-tour. The game was made up by the author of this thesis. The rules of 

the game are as follows: One participant “traces” out the walls of a 

house/apartment by miming a walk through the place. Their challenge is to 

present the rest of players with vital parts of the house carcass – walls, 

windows, doors, stairs, pluming, light switches, and anything unique about the 

place – without any verbal communication. The rest of players observe the 

walk. Next step: two players from the observing group enter the “built” house 

together. They are supposed to mime living in that house, so that other players 

have understanding of rooms’ purpose – whether it is a kitchen, a bedroom, a 

bathroom, and so on. Their challenge is to agree on which rooms serves what 

purpose without speaking to each other, and also to make it clear what 

purposes different rooms serve. Lastly, all participants enter the house to live 

in it without speaking, and without breaking the created reality. Besides, the 

exercise for clear communication and agreement for the first three players, this 

game provides the rest of the participants with an opportunity to practice being 

“in the moment” and extremely attentive, especially when there are 



simultaneous stories in action. Additionally, it allows all participants to work 

with “group mind” (Halpern, Close, & Johnson, 1994) and support for each 

other’s ideas, which outside of improv would help with staying creative, 

collaborating, and executing ideas. 

 
Come to Me. Game was introduced in the observed workshopThis game was 

focused on importance of body language. Participants were working in pairs, 

where one was a caller, and the other one was receiver. Callers had to 

convince the receivers to come to them by saying just that phrase, and 

counting on their voice and body language to send the message. If receivers 

felt convinced, they would step closer. After both players in the pairs have tried 

both positions, the exercise progressed to participants having to call the same 

phrase using only body language, without any verbal communication. This way 

the ELC of the game was completed. 

 
Oh Mighty Isis (ImprovEncyclopedia, 2007). A group of players are working all 

together to visualize one item without any verbal communication. For example, 

if a facilitator says: “Oh mighty Isis, show me a bird”, players need to create 

just one bird, and all of them need to be part of the bird. In terms of ELC, this is 

one of the easiest and most fun exercises because it is physical, it is engaging, 

and great for collaboration and collective creativity. 

 
Yeah, Yeah, Yeah (Shotts, 2015)Participants pair up and spread around the 

room, they stand in front of each other. While one participant is telling a story, 

the other one keeps nodding and repeating “Yeah” to encourage the first one 

to continue with the story. After allowing the first participant to establish his/her 

story, second participant can take over by telling his/her own story inspired by 

first story, and the first player starts showing the support and interest in the 

story by nodding and repeating “Yeah”. The two players keep bouncing the 

story telling back and forth until facilitator stops the game. This game is used to 



explore how showing support encourages people to open up, and to stay 

creative. In addition, it enables the players to practice active listening while 

multitasking. 

 
I Have a Confession to Make (Doyle, 2015). A game that requires two 

players. One player initiates the scene by saying “I have a convention to make” 

and adds something of the top of their head. The other player supposed to 

react to it so the rest of workshop participants get to see how that confession 

makes them feel, and follows up with their own confession by saying “I have a 

confession to make”. The first player gets to react. The scene goes on for a 

little longer until facilitator stops it. This exercise allows to practice quick 

thinking, justification/reasoning/argumentation, and adjustment. Additionally, it 

can facilitator’s notes can even bring a perspective on negotiation skills. Lastly, 

this is one of the more complex – scene work – exercises, that are perfect for 

combining learnings from different exercises. 

 
Monologues & Scenes. A game added which was inspired by a show format 

called “Armando” (ImprovEncyclopedia, 2007), where a monologist and other 

players do a long-form show that keeps story telling interchanging with improv 

scenes. This game required three players. First player’s task is to give a short 

monologue inspired by a suggestion from the audience, the other two players 

do a scene inspired by a monologue but not replaying the told story. Such 

game provided an outlet to practice more public speaking, creativity, group 

mind, and recycling of ideas. 

 
New Line might also be known as New Choice or Change 

(ImprovEncyclopedia, 2007). The game requires 2 players to play out a scene. 

The facilitator shouts out “New line” upon her choice during the scene, and the 

player, who said the last line, has to change it to something entirely new. 

Scene goes on until the facilitator calls the end of it, or for a time of period 



decided before it began. This exercise is extremely useful for quick thinking, 

justification, reaction, and cooperation. Moreover, in larger groups facilitator 

can add a third and fourth players to the game, who then shout out “new line” 

to first and second players responsively instead of facilitator. These players get 

to practice supporting the clearest and most interesting ideas in the scene by 

calling out assumingly needed changes. In the real world situations such 

practice would help with idea development, speaking one’s mind with 

confidence and certainty, as well as providing clear argumentation for their 

choices. 

 
Experts debate. This game is another great example of a more complex game 

for active experimentation stage in ELC. It is actually a mix of two other games 

Twins and Arms Through (Salinsky & Frances-White, 2008). It requires 4 

players who will work in pairs to create two characters. First pair will form a 

two-headed expert by standing next to each other and working together in 

saying same things in one voice as if they were twins and had one mind. Main 

exercise for these two players becomes eye-contact, clear communication and 

cooperation. Second pair will be an expert with “alien hands”. In this pair, 

players stand one behind the other. The person in front is the talker who will be 

answering all questions, and justifying the gestures while the person behind 

puts his/her arms through the holes between front-person’s arms and body, 

and justify all talk with providing the hand gestures for the things said. These 

two players get to practice active listening, creativity, cooperation and quick 

thinking. Facilitator plays the mediator/interviewer as if the two experts are at a 

conference on certain research field. Research field is based on a random 

suggestion from the audience. Audience members also get to ask some 

questions which will be answered by the experts. This game is usually 

resulting in a nice wave of audience laughter, which operates as 

encouragement for the 4 players on stage.  

 



Table 1: Exercise lists for each cycle of process implementation. 

 

 

First Test Run Second Test Run Final Version 

1. Introduction 

2. Rules  

3. Name, something you 

like about yourself, 

most self-confident 

person 

4. Bunny Bunny 

5. Zip-Zap-Zop + Yes-

Move 

6. Like-Stats 
 

Break time 
 

7. Yeah, yeah, yeah 

8. Oh Mighty Isis 

9. Experts’ Debate 

10. Wrap-up 
 

Feedback session / Survey 
 

Back-up/Unused games: 

↔ Name game 

↔ Confessions 

↔ New Line 

1. Introduction 

2. Rules 

3. Name, something you 

are proud of, your idol 

4. Send a move and 

sound 

5. Zip-Zap-Zop + Yes-

Move 

6. Block house 
 

Break Time 
 

7. Yeah, yeah, yeah 

8. Oh, Mighty Isis 

9. Monologues & Scenes 

10. New Line 

11. Experts’ Debate 

12. Wrap-up 
 

Feedback session / Survey 
 

Back-up/Unused games: 

↔ Name game 

↔ Counting Frogs 

↔ Confessions 

↔ Like-Stats 

 

 

1. Introduction 

2. Rules 

3. Name, country, one 

thing you like about 

yourself 

4. Misty Vistas 

5. Zip-zap-zop 

6. Counting Frogs 

7. From 1 to Infinity 
 

Break time 
 

8. Like-Stats 

9. Yeah, yeah, yeah 

10. Come to Me 
 

Break time 
 

11. Oh Mighty Isis 

12. Experts Debate 

13. Wrap-up 
 

Feedback session / Survey 
 

Back-up/Unused games: 

↔ Bunny bunny 

↔ Yes-Move 

↔ New Line 

↔ Monologues 



3.4 Data collection (Feedback)  

Three cycles of workshops process took place: two tests with individuals who 

showed up for CBS Improv (CBS Improv Theatre, 2013) workshops where author 

regularly facilitates general sessions(at the time of writing), and a final one with 

students who have been gathered together because of a common elective of “Event 

Management” at CPH Business, a school of higher academic professional education 

(CPH Business, 2016). During each of the sessions, feedback has been gathered 

through general observations and more importantly through questionnaires.  

 

First two sessions were richer in terms of understanding participants through 

observation because author is familiar with majority of participants in the first two 

sessions, who were more or less regular participants in the workshop. For example, 

even prior the test runs of the workshop in the making, author was aware that some 

of the feedback might be distorted simply because 8 out of 17 total participants of the 

first two workshops were relatively advanced – had attended over 25 improv 

workshops prior – and interested in focusing more on the active experimentation and 

scene work because the previous three steps do not challenge them in a same way 

as it would for beginners. Despite the groups in the test runs being quite advanced in 

general, they were great subjects to test the workshop for soft skills because they 

would challenge the creation by demanding more versatility, and knowing what their 

main interests in terms of improv are. On the downside, working with a group that 

author is generally quite familiar with left her facing “the most obvious difficulty with 

participant observation <…>becoming involved with the group at a social and 

emotional level” (Kuada, 2012, p. 97). This difficulty was even more obvious when 

facilitating a very immersive set of exercises, and making frequent notes throughout 

the workshops without disrupting the flow were close to impossible, which only 

increased the bias of the author. Therefore, an additional observation took place: 

author sat out from a specialized advanced workshop facilitated by a professional 

improviser Martin Zarp who was a guest instructor for the CBS Improv members. She 



observed how Zarp approaches the workshops, what key points were made to help 

participants understand the importance of different exercises, which things appeared 

to resonate more with participants than others. In addition, the guest facilitator knew 

that author is working on developing a workshop specifically focused on skills uplifting 

self-confidence, and demonstrated a couple of games that could easily be adapted to 

serve the purpose in the author’s focus. 

 

However, the data from questionnaires remained a focal point for feedback, 

and thereafter for the workshop modifications. All participants encountered both 

quantitative and qualitative questions (Kuada, 2012). Quantitative questions were 

used to give an overall view, and enabled comparison of participants’ perceptions of 

self-confidence, and themselves. Meanwhile, qualitative ones dug deeper into details.  

Surveys were designed with the following “objectives” (Kuada, 2012): 

• Reveal participants’ familiarity with improvisational techniques;  

• Display reasons that brought them to improv workshop; 

• Expand understanding on participants’ perception of self-confidence,  

and soft skills at focus on a general as well as personal level; 

• Provide knowledge on whether participants find the specific workshop of

  value when it comes to their self-confidence levels; 

• Explore which exercises were most appreciated, and which ones – most 

dreaded;  

• Find out what aspects in the workshop structure and process were most 

valued, and which ones took away from the workshop; 

• Enable participants to reflect on the value of improvisational techniques  

outside of the workshop, and present the researcher with the clearest 

learnings from the participants’ point of view; 

• Create an overview of what other topics participants find relevant for  

creating a better fit; 



• Collect general impressions of the workshop and contacts of those who  

would be interested in future workshops. 

 

At the end of each session participants were asked to fill out a questionnaire, 

therefore each session had 15 minutes dedicated purely for surveys. Additionally, for 

the sake of trustworthiness of results (Kuada, 2012) in the first two workshops a 

condition was made that there should be at least 10 participants in each test run 

because based on personal experience beginner level workshops with less than 10 

participants can get a little too intimidating. This condition was satisfied. However, 

there were only 17 unique respondents in the testing period. Nonetheless, the results 

were satisfying enough to proceed with the final workshop design.  Last workshop 

was catered to a well-balanced sample for such experiential learning session: only 

one third of 19 participants were somewhat familiar with improv, which meant majority 

of answers will reflect a beginner-like understanding and learning experience. 

Moreover, it was a satisfying sample size since the number of participants exceeded 

the total number of unique respondents of the two test runs.  

 

Therefore, despite changes that occurred in the survey after each test run, 

results of the feedback from participants was valuable and usable. Samples of the 

questionnaires can be found in the appendix, and a more detailed look into 

questionnaires is provided below. 

 

First Questionnaire 

First questionnaire contained 14 questions: 8 quantitative questions of multiple 

choice, and 6 open – qualitative – questions requiring participants to share their 

thoughts more in depth. In addition, the first half of the questions was dedicated for 

gathering more general knowledge, and the second one – for evaluating specifically 

the workshop in the making.  



First 3 questions were asked in order to have a better overview of participants’ 

merits and general interest in terms of improv. Questions from 4 to 7 were focused on 

the perception of a self-confident person in order to clarify participants’ interpretation 

of self-confidence and valued skillset for it. 

 

Questions 8 was quantitative and aiming to provide a simple overview of 

participants’ confidence in themselves, question 9 was a quantitative question in 

order to gain knowledge whether participants got to practice the skills they marked 

earlier in the questionnaire as important for self-confidence.  

 

Open questions from 10 to 12 were of a reflective nature, therefore besides 

providing a better understanding on what participants enjoyed and what was found 

difficult, these questions also served as part of the third stage of ELC for participants 

– learners got to reflect, and “make sense out of things” (1984) in terms of fresh 

knowledge, and its application in the real world.  

 

Last two questions were directly aimed at evaluating, and providing valuable 

constructive criticism for the workshop development by asking participants to name 

the things they really enjoyed and the things that, in their opinion, should be 

improved. At the end of the questionnaire, participants who agreed to be contacted 

for further questions, could leave their email address too.  

 

Author was aware that some of the participants from the first test run might 

attend this workshop again. Therefore, after reviewing answers from the first survey, 

the opportunity was taken to gather additional data. This meant that during the 

second feedback session participants were divided into two groups: those who 

attended a workshop on self-confidence for the first time, and those who were 

returning. First-timers filled out the same questionnaire as participants in the first 



session because their answers served the purpose to provide the first impression 

based knowledge. On the other hand, returning participants were asked to fill out a 

new questionnaire, which was focused more on the adjustments of the workshop. 

 

Second Questionnaire 

Second survey consisted of 8 questions in total. Firstly, they were asked to 

share their reasons for returning for one more workshop on a repeating topic. After 

that, they were asked to point out the differences they noticed between the two 

sessions, as well as to reflect on which of the two they preferred better.  

 

Question 4 was focused on participants perception of how improv could be 

applied outside of improv, which made this question a multi-purposed: a) it served as 

moment for participants to reflect, and make sense out of things they tried at the 

workshop, and compare to the real world application, which possibly encouraged 

them to seek out “active experimentation” (Kolb, 1984) for the freshly learned skills 

after the workshop; and b) it allowed for the facilitator of the workshop to evaluate 

how well she explains different opportunities, and whether chosen exercises helped 

participants to expand their knowledge.  

 

Last four questions were focused on gathering feedback in regards of interest 

in the workshop: whether participants would attend another workshop with same 

focus, and what reasons would bring them back; whether they would recommend 

such workshop to friends, and what reasons would be behind recommendation, 

thereafter they were asked to shortly describe the workshop in the making. Answers 

to the latter question were a great source for better understanding how participants 

perceive the workshop as a whole, and more specifically, they represented what 

participants see as most important about this workshop.  



The last question of the second questionnaire was an opportunity for 

participants to share what other topics they would like to explore in a focused 

workshop designed in a similar manner. From researcher’s point of view, this 

question is of high value for incorporating the interests of potential participants in 

making a workshop that has a specific pre-decided focus. In addition, this question 

also shows possibilities for the future. It is likely that participants’ topics of interest 

could easily be used to develop new concepts, especially when suggestions come 

from already returning participants who can easily become the base group to work 

with in the future. 

 

Final questionnaire 

Final questionnaire was a little more complex since it combined both previous 

surveys leaving out questions that would not bring any value, or make no sense to be 

asked this time around. For example, asking participants for the reasons of “why they 

decided to take improv workshop again” would simply make no sense since all of 

them were expected to be first time participants in this particular workshop. Another 

great example of eliminated question is one that is about number of attended improv 

workshops as that data previously was used to identify participants’ advancement in 

improv, as well as help to reason their interest in exercises beyond beginner level.  

 

One more reason for final questionnaire to combine previous two surveys is 

that there was no follow up or second workshop possibility with this group since they 

were gathered during their last class of the semester, and therefore it was crucial to 

collect all relevant data in one take. Moreover, the researcher was not familiar with 

participants, thus there was no knowledge of likelihood of same participants turning 

up again, even if another improv session would have been organized. Therefore, 

combining the previous questionnaires helped avoiding missing out on potentially 

important data. 



4. Process in Action 

4.1 Considerations for the Workshop 
A general improv workshop process that is set up for beginners – those who 

have done under 10 workshops –  normally would introduce participants to improv as 

an art form, as well as main rules, or guidelines of playing improv, followed with a 

random selection of improv games and exercises. The selection might depend on 

instructor’s randomly chosen focus, or on the expectations, and interests expressed 

by participants. However, when preparing a workshop focused on self-confidence, 

certain aspects need to be taken in to consideration, and maintained throughout the 

sessions.  

 

Firstly, it is important to remember that workshop is aimed at leaders – 

students, and professionals, who deal with team work, public speaking, oral exams, 

sales’ pitches, customer service, and similar, on a daily basis. These potential 

participants are likely not improvisers, as in, they do not know or practice improv 

techniques yet.  

 

Secondly, keeping in mind Andersen’s (2006) overview regarding the 

importance of personality traits conversion to skills, one must remember that 

developing skills is a lot more important for leaders’ success, and thereafter trust and 

belief in his or her own abilities to achieve set goals. Believing in one-self enables 

people to avoid doubt, and instead act on things faster, as well as go for more diverse 

experiences, which will broaden their understanding of things, and act in a more 

knowledgeable manner. 

 

Additionally, when creating a focused improv workshop process, organizer 

must remain flexible with planned activities because adjusting the set of exercises 

slightly, or skipping some might benefit the participants. Moreover, not being tied to a 



rigid set of games is essential for a coach of an improv workshop. Coach, who is not 

afraid to switch up the exercises to serve the focus for each specific group of 

participants, is immediately becoming the ambassador for the improv school of 

thought: “stay in the moment. What is happening now will be the key to discovery” 

(Halpern, Close, & Johnson, 1994), which means that as a coach, one should be 

aware of surroundings, and people in front of them because each group of 

participants creates a unique dynamic situation to work with (Kolb, 1984). 

Additionally, just because a preplanned workshop worked for one group, it does not 

mean identical pre-planned workshop will necessarily work for another group.  

 

In order to be better prepared to deal with “dynamics” of different groups, it is 

important to gather feedback from each group coach works with. It is a great source 

of information on what exercises and other attributes of the workshop process are 

universally liked, and which ones – found challenging; it also provides a better 

understanding on general feeling participants have about such a workshop, and its 

effectiveness for themselves (in their subjective opinion). Therefore, surveys and 

observations will be employed. 

 

4.2 First Cycle 

4.2.1 Plan 
Before the first cycle most of the preparations are done during the desk 

research. Nonetheless, in order to narrow down the focus to more tangible interest, 

the attention will be laid on what exercises participants found most useful and 

engaging, and which ones they were not as receptive to. 

 

4.2.2  Action 
During the implementation, process began just like any other regular workshop 

would. Coach introduced the process structure to participants by addressing 



practicalities so that participants ease up into a more focused workshop. Thereafter, 

explaining the rules enabled the coach to narrow down what participants should pay 

attention to, and a slight tense up among participants was sensible. Thus, a 

clarification was provided that rules in improv act more like flexible guidelines 

because from practice in general workshops such reminder almost always 

encourages participants to not worry about breaking the rules.  

 

After the formalities, participants dived right into the exercise of Name, 

Something You like About Yourself, Most self-confident person. Despite the group 

being relatively large for showing vulnerability right away, participants were very open 

with the group, and a discussion about mentioned self-confident people developed. 

Since the group was familiar with each other, the Name Game was irrelevant, and 

ended up not being used in order to avoid wasting time. Moreover, since two thirds of 

the participants have taken part in more than 10 improv workshops, there was no 

need to hold back when it came to a more complex warm-up games.  

 

Bunny Bunny caused a little confusion when the hardest round involving 3 

different gestures was involved. However, neither latter nor the next – Zip-Zap-Zop 

+Yes,Move – games seem to be extremely challenging for participants, which allowed 

coach focus more on observing than constantly pausing the game to give tips. Since, 

the task of “staying present” during complex warm up games did not appear to be 

difficult in this particular group, the choice was made to play a game that would allow 

participants to continue moving around, and find the possible communalities with their 

group-mates by playing Like-Stats. During this game, participants shared truthful 

statements despite the few who right after the exercise mentioned that they kind of 

enjoyed testing different “likes”, and “manipulating to stay in the middle a little bit 

longer”. Before proceeding to further games, there was a break. In retrospect, the last 

game before the intermission took a little longer than expected, thus a pause could 

have been done before that game began. 



Participants seemed to remain engaged in conversations even during the 

break. Coach has not observed a single participant taking the whole break for 

themselves. 

 

During the Yeah, Yeah Yeah participants engaged actively in practicing active 

body language, and expressing support to their partners. However, there were a few 

participants, who were very polite listeners: they struggled expressing the support 

because they did not want to interrupt the stories, or distract the story-tellers. Such 

politeness also made it harder to cooperate when bouncing the stories back and forth. 

 

Participants expressed most enjoyment, and laughs during the exercise of Oh 

Mighty Isis: it appeared that they liked the challenge of having to observe what their 

teammates are doing, and joining in to support their ideas. Moreover, attendees 

seemed a lot more relaxed when doing exercises with a larger group than when they 

were working in pairs. Once the two teams presented the equal amount of objects in 

Oh Mighty Isis, there was only enough time for one more game. Experts’ Debate was 

chosen to finish the workshop with because during that game participants got to 

cooperate in a game where even if they didn’t manage to work together very well, it 

would likely provoke a welcome laughter. That was exactly what happened: 

participants in the audience enjoyed the performances of those who were a bit braver 

to volunteer for a game they were not explained before joining in. 

  

Once games were over, the coach did a quick recap on the different skills 

participants got to practice/ A feedback session took place afterwards, where 

participants filled out feedback questionnaires. First session was probably the most 

formal for this part since participants helped out to put the conference room back in 

order right before sitting down around a massive conference table and filling the 

surveys out. One of the most common remarks voiced out while answering feedback 

questions was that the open questions did not have enough space to share their 

thoughts.  



4.2.3   Observe 

Based on questionnaire outcomes, of the 13 participants attending the first 

workshop, 3 marked an increase in self-confidence. However, they did refer to 

relatively different aspects of self-confidence: one of them simply mentioned positive 

feelings, another one – acceptance, and the last one marked that this workshop 

helped with elimination of fear of failure. 

 

The 9 participants who declared no change in self-confidence could be split 

into two categories: 3 who had attended 1 – 10 previous workshops and 6 who had 

attended over 11. The former shared their reasons for attending workshops: to have 

fun and to expand their social circle, which is a relatively typical reason for beginners 

showing up to general workshops. Moreover, they recognized that quick-thinking and 

adaptation, as well as cooperation, were skills they could see in practice during the 

workshop. The third in this sub-group attended workshops as a “free time thing” and 

highlighted that a practiced skill at the workshop was openness, which among 

improvisers is usually referred to as willingness to be vulnerable (Halpern, Close, & 

Johnson, 1994). Thus, recognizing “openness” as a trainable skill is a great finding 

even if it is only coming from a relatively small part of the participants, since being 

open and willing to share your thoughts and feelings assists in building relationships. 

 

Those who had attended more than 11 workshops shared the same reasons 

as the previously mentioned group, and additionally declared that being a good 

listener was a skill practiced at the workshops.  

 

Overall, in the eyes of participants the top 4 skills practiced were: 1) “quick-

thinking and adaptation”, marked by 11 participants out of 13; 2) “cooperation”, 

recognized by 10 participants; 3) “creativity”, noted by 8 participants; 4) “being a good 

listener”, sharing the same number as creativity. However, looking at the skills that 



participants find useful when it comes to self-confidence in general, only 2 of the skills 

recognized at the workshop practice are in the top 4: quick-think and adaptation, and 

creativity. The other two top skills that participants related as generally important for 

self-confidence were: “public speaking”, which gathered 10 notes, and “execution of 

ideas” with 8 marks. 

 

However, when it came to providing clear suggestions on what could be 

improved, all participants within this group preferred changes that would get the 

workshop be more stage performance focused. Such request was not surprising 

since most of the participants were returning attendees of CBS Improv workshops 

with prior knowledge of improv. More specifically, they wanted less hearing what 

other pairs were doing, and they expressed a desire for more actual scene work that 

would allow to practice combining different skills. 

 

Despite the interest for less focus on seeing what other participants do, and 

more on actual scene work and advanced exercises, the unanimous answer 

regarding overall favorite game was Oh Mighty Isis. Among the argumentations 

behind this choice interacting, cooperating and connecting wordlessly with a large 

group was the most common one. On the other hand, when it came to most 

challenging exercises, participants did not have a clear common challenge: some 

people named Yeah Yeah Yeah as a game where they faced difficulties, arguing that 

it was difficult to quickly think and keep the conversation bouncing, that they struggled 

multitasking, or that they had troubles simply because English is not their first 

language; others mentioned different warm-up games saying they found games a 

little boring or confusing. 

 

In terms of the participant reporting a decrease in self-confidence, the 

reasons for attending an improv workshop were not clear: they marked all, or all but 



one, reasons provided by questionnaire, and added their own – such as “to stress off 

from the week”. That added reason in particular provides a glimpse into expectations 

about the workshop. Unfortunately, this specific process might not have been the best 

place for that. Despite striving to keep a generally relaxed atmosphere in the 

workshop, the exercises require focus, attentiveness, quick-thinking, and coming up 

with ideas which can be difficult, if participants are generally tired or stressed about 

their week. Thus, such expectations might explain why participants felt less self-

confident after the workshop. 

 

To sum up the first feedback, majority of participants did not see a clear 

change in their self-confidence level. Overall, participants got to practice 50% of the 

skills they believed to be relevant for self-confidence, enjoyed collaborating and 

connecting with the group, but at the same time, they wanted to be challenged more 

to get to practice and apply the different skills in a more connected manner than just 

exercises for separate skills.  

 

4.2.4 Reflect 
In terms, of process design, the key learning in this cycle showed that the 

process prepared for this mostly advanced group was not challenging or complex 

enough. Participants wanted to play more active experimentation based games. Most 

commonly mentioned idea for improving the workshop was to implement more scene 

work. Despite most participants wanting to have more scenes, majority of the 

attendees voiced out of Oh Mighty Isis was their favorite despite having neither 

complexity nor extensive challenges for the players. However, comments on lack of 

scene-work were expected because requests for more character work and longer 

scenes are common among non-beginners in general workshops that most of these 

participants have attended before. 



4.3 Second Cycle 

4.3.1 Revised Plan 

Outcomes of the first survey revealed that in terms of improv knowledge 

majority of participants was already more or less advanced beyond the level that 

initial CON(FI)DENCER was aimed at. Therefore, feedback rightfully showed that 

participants got slightly bored of whole group based exercises that are more comfort 

creating. Instead they wanted to have more scene-work practice. In addition, some 

expressed that they felt uncomfortable in Zip-Zap-Zop + Yes, Move, and in the Yeah, 

Yeah, Yeah because the tasks of the games seemed difficult.  

 

Based on feedback from first cycle, for the second process implementation a 

few of the games were switched up to fit the more advanced level improvisers since 

the likelihood of having mostly advanced group again was pretty high; and yet still fit 

the purpose of the workshop. In addition, some of the games in the circle were 

replaced. 

 

After the implementing the changes, the focus of the interest for this cycle is to 

see whether advanced improvisers get more engaged in the leadership skill training if 

they are faced with more challenging exercises, and how does adjusted workshop 

work for beginners. 

 

4.3.2 Action 

Second workshop began same as the first one since there were a couple of 

first-time attendees in this specific process. However, already the initial game for 

everyone to introduce themselves was switched into a close alternative: this time 

around, participants were asked to introduce themselves and share one thing about 

themselves they are proud of, and a person they admire most because asking one 



thing they liked about themselves seemed to get participants in their heads too much 

which contradicts “staying present” (Halpern, Close, & Johnson, 1994).Moreover, this 

version of introductory game was expected to reduce the time that was getting 

wasted. In reality, it did not change much. Name game was left out again because 

there were only 2 attendees who have been to less than ten general improv 

workshops, and the rest of participants knew each other’s names, so there was not 

enough reason to spend time on an exercise focused mostly on memorizing the 

names as that would likely create the feeling of time waste for non-beginners. 

 

In addition, Bunny Bunny was replaced by Moving Sound. The game was 

simple, but because participants were playing it very slowly, it felt like for this group 

that game simply did not fit. 

 

Moreover, despite Zip-Zap-Zop and Yes-Move being a great combination, the 

choice was made to replace it with a game that would allow participants get out of the 

circle, and practice their observation in the House-tour game. This game appeared to 

be too complex, and possibly too theatrical for participants to see the direct 

connection between the workshop exercises and real-life application. 

 

Lastly, several scene-work based games have been added to the agenda in 

order to bring participants what they would like to work on. Nonetheless, the added 

games were still supporting the workshop goal of developing skills that would give 

self-confidence. For example, this time around New Line was played because it is a 

scene based game and participants had expressed missing exactly that. Secondly, 

there was a game Monologues & Scenes implemented so participants can actually 

practice public speaking as well. Participants were gladly volunteering to take part in 

both of these games. However, they did need quite a bit of assistance from the coach 

to progress the scenes. But it seemed that participants, who were watching those 



doing the exercise, were very engaged, they reacted to what was being said and 

done on stage with laughter, gasps, and claps during the games, and were voluntarily 

expressing their observations with the group.  

 

The last game was yet again Experts’ Debate. Participants were enjoying 

watching this exercise in action, but only few were keen on trying it out. Thereafter, a 

quick summary of what was done, and what skills were set to practice. Attendees 

seemed very tired and barely listening this time around. Nonetheless, one participant 

came up after the workshop and said “I really liked this scene work today. I loved 

more than usual side coaching notes during the scene work” 

 

4.3.3 Observe 

Second process implementation was attended by 11 participants. There were 

4 first-timers and 7 returning attendees in this workshop of CON(FI)DENCER.  

 

Of the first-time participants, 2 marked a decrease in self-confidence, 1 an 

increase, and 1 no alteration. All of these participants agreed that they were attending 

the CON(FI)DENCER to learn new skills. Additionally, their take on the skills that 

matter for self-confidence, as well as skills practiced during the workshop was very 

similar to the previous cycle. However, an insightful note has been made by the first-

timers who marked that their self-confidence increased. They both mentioned that 

courage is important for self-confidence. Yet, just like with the openness in the 

previous cycle, it is not an obvious skill. It is more of personality trait. Nonetheless, 

courageousness can be grown through understanding and embracing failure – that is 

one of the core lessons advanced improvisers go through during their shows. 

Recognizing courage as an important skill for self-confidence means understanding 

that it can be developed, which is great from workshop organizers point of view as 

that enables bringing daring exercises to the use a lot easier. 



Additionally, most of the first-timers at the CON(FI)DENCER marked scene 

work games as their favorite part due to how those exercises combine different skills, 

which confirmed that changing a few of the group exercises for more complex things 

works better for non-beginners.  

 

Of the 7 returning participants, all agreed that they returned due to a passion 

for improv and found that this second workshop was more specific and focused on 

training skills towards self-confidence as opposed to building the skillset up from 

scratch. All but 1 expressed a preference for this form of workshop process. The 

excepting participant declared a preference for the first due to specifically aiming to 

building self-confidence, rather than practicing it.  

 

Another valuable bit of information that came from the follow-up survey that 

returning participants filled out was that all of them use improv techniques in their 

daily lives when interacting with others; More specifically, they recognized practicing 

improv-like mindset when it comes to quick-thinking, being more open, conflict 

resolution, awareness of their own body language, and positive attitudes.  

 

Lastly, when asked about attending CON(FI)DENCER again, all but one 

agreed they would return for another CON(FI)DENCER workshop. The one who 

disagreed did so due to finding it too “business-oriented”. Nonetheless, all seven 

follow-up respondents without exceptions would recommend the workshop to friends, 

especially describing it as being fun, relaxing, insightful, focused on oneself and one’s 

personal development. They would also be interested in return for workshops focused 

more on teamwork, courage and acceptance, training positive attitude, and 

workshops where they could meet new people. 

 



4.3.4 Supplementary Observations from Watching Guest Coach 

The results of process implementation were informative and useful when 

modifying and adjusting the workshop format. However, for the sake of the 

assumption that majority of leaders would not have the improv knowledge at 

intermediate level, if any at all, the dynamics of facilitating a workshop for them would 

not be the same either. Therefore, author chose to observe a workshop led by Martin 

Zarp, who has a performing arts degree from Copenhagen University, and has been 

providing improv workshops and performances for over five years. His workshop was 

prepared for advanced level improvisers, and simplified to accommodate the mixed 

level participants at CBS Improv. Therefore, it was a great opportunity to see how a 

coach adjusts workshops on the spot in order to benefit the participants better. 

 

Coach began the workshop by establishing that he is not someone who 

“knows all the best ways to improvise”. In fact, coach is merely participants’ guide 

through self-discovery. Additionally, Zarp explained that when a group is working 

together, it is important to know everyone’s strengths. However, before any group is 

able to use those strengths, “everyone is learning the best way to improvise for 

themselves” (Zarp, 2016). During this workshop it was expressed that one of the most 

important things is to learn self-awareness, and self-discovery. This short introduction 

immediately got participants engaged and calm.  

 

Thereafter, he introduced first warm-up exercise called “Misty Vistas”, which is 

quite popular among improvisers. It’s a physical exercise mixed with tongue-twister 

phrases, which provokes participants to laugh, and thereafter relax. Before moving on 

to the next exercise, Zarp gives a short commentary, encourages questions without 

any formalities such as raising hand. Even small Zarp’s notes like “ask away without 

raising your hand” confirms that he, as a coach, is there to help on an informal level 

rather than a teacher who knows it all. After each exercise with a short feedback 



afterwards, there were repetition of the same exercise with new challenges, or 

introduction of new exercise, and new knowledge to keep in mind without dropping 

the learnings from previous games. Watching Zarp’s workshop, it was very easy to 

see how Experiential Learning Cycle (Kolb, 1984) is repeated several times 

throughout the workshop. Exercises were either used for provoking a specific 

experience that would be used to build on, or as an opportunity for active 

experimentation with the fresh knowledge. Meanwhile, small commentary from the 

coach, his guidance and sharing personal experience created the space for 

participants’ reflective observations through discussion and questions. Moreover, a 

group setting enabling participants to hear both familiar and new thoughts on things 

provided them with wider understanding necessary for abstract conceptualization.  

 

4.3.5 Reflect 

The feedback from the second process implementation was a great further 

confirmation that advanced attendees prefer complex exercises. At the same time, it 

also raised the question whether these complex games are the best option if 

workshop is brought out to a group of people who do not practice improv regularly. 

 

Additionally, data about participants acknowledging that they use improv skills 

in their everyday lives suggests that participants do recognize how skills can be 

applied, and possibly one workshop is simply not enough to get attendees to the point 

where they recognize the use of improv outside of the workshop environment. 

 

However, despite the outcome of the second feedback session bringing great 

insights to organizing a focused workshop for more advanced groups. It showed that 

implementing more complex exercises that allow participants to actively experiment 

with different skills is more valuable for these participants. And that most of the 

people see value in such focused workshop, and that they do use things learned in 

improv in the real world situations. However, despite great confirmative data, it did not 



bring much more fresh data when it comes to creating a workshop for beginners. 

Therefore, choosing to use the opportunity of observing a workshop by an instructor 

who has more experience in teaching, and who was coming to guest teach a 

workshop, where majority of participants will be attendees of the two first cycles of 

CON(FI)DENCER was a great choice. 

 

Allowing the time to observe another coach helped to better understand and 

figure out how exactly ELC can support the objectives of the workshop. For example, 

the observation clarified that using metaphors often help to get participants on board 

with the reasoning behind games. In addition to metaphors, creating parallel 

examples are extremely useful for the sake of long-term learning as they help 

participants to understand the possible application in real life. Moreover, slowing 

down on harder exercises as well as choosing simpler alternatives serving the same 

purpose helps participants to feel more comfortable. Additionally, the structure of 

guest facilitator’s workshop revealed that slowing down in different exercises can 

serve better than having more various exercises. Last but not least of gains from this 

observation was Zarp’s demonstration of games that are quite popular among 

performing improvisers and can easily be applied in the workshop researcher has 

been working on. 

 

4.4 Final Cycle 

4.4.1 Revised Plan 

After receiving feedback from the second workshop, and gaining some 

perspective in Zarp’s workshop, it made sense to switch up some of the games yet 

again. Despite a positive feedback towards scene work from participants in the test 

runs, the choice was made to go back to simpler exercises, that focus on build rather 

than practice of the skills for self-confidence because it seemed more appropriate 

when planning a workshop for a class of students who are likely unfamiliar with the 

improv application in everyday life. Nonetheless, the agendas of previous two 



workshops were kept as a back-up in case it would turn out that participants in the 

final workshop are actually not new to improv. 

 

The focus of the final process implementation was to run the workshop with 

beginners and test if agenda, adjusted after the two cycles, works for beginners. 

 

4.4.2 Action 

The workshop began the same way like the previous two. However, the 

introduction from participants has been simplified even more in order to only ask for 

their name, country of origin, and only one personal detail – the thing they like about 

themselves. Researcher chose to reduce the pressure for participants to be more 

open about themselves because she was not as familiar with the participants as in 

the previous sessions, and this helped group to build the comfort with each other as 

well as with the coach, needed to be willing to play and risk making mistakes in front 

of others (Salinsky & Frances-White, 2008). 

 

Thereafter, a warm-up Misty Vistas used by observed facilitator was introduced. 

The similarity in tongue-twisting phrases caused mistakes, a bit of confusion and 

laughter in the room. A quick chat that operated as a “reflective observation” step 

from ELC, where participants expressed their concern in not being able to get the 

phrases correctly, coach pointed out that phrases did not matter as much as ability to 

actively keep the phrase-sending going, which helped participants make sense of the 

game, and processed without feeling as tense. This provided that little extra 

knowledge required for the third step of the ELC. After the conversation, game was 

played again with relaxed rules for the phrases. Although, this did not seem to make 

the exercise easier because it introduced the challenge of thinking while still being 

actively receptive and aware of what is happening, and keeping a straight face. In 



fact, it caused more laughter, and thus running around the circle, because 

participants kept surprising each other with random replacements of the phrases. 

 

As a follow up game, zip-zap-zop was introduced. Based on the slow play of 

such a simple game even after a few encouragement bits from the coach, the choice 

was made not to introduce the more complex version, where Yes-Move would be 

played at the same time. Instead, a game called Counting Frogs took place. As 

expected, there were a lot of mix-ups. Those mistakes led players to coming up with a 

gesture that helped remembering “in the pond” as they were not allowed to give 

verbal hints. They discovered a way to cooperate, and support each other in the best 

possible way. However, they did not reach the goal number of frogs in the time 

dedicated for the exercise. Last experimentation with this game was bringing the 

element of competition. Participants were encouraged to try one last time, but each 

player who would make a mistake would get eliminated, and there could only be three 

members eliminated because everyone in the team mattered. As expected, 

participants tried harder, and managed to advance all the way to eight frogs when the 

third elimination took place. It was visible, how participants’ body language tensed up, 

and relaxed once the last round was over. 

 

Thus, in order to demonstrate that they are able to reach goals as a group, a 

quick game for “group-mind” practice, From 1 to Infinity, was brought on the spot. 

Players managed to reach the goal after several attempts, and several tips from the 

coach. After doing this, participants cheered and applaud their small victory. 

 

Following those focus-requiring games, a break was taken. An interesting 

observation was that majority of participants in the final cycle spent the break on their 

phones rather than engaging with each other – a totally different choice from 

participants in the first 2 cycles After that an hour of working began with Like-Stats 



which made a lot of participants smile and express surprise about some 

communalities they found. As a natural progression, game for pairs Yeah, Yeah, 

Yeah took place, so participants could get to know each other and practice having a 

conversation one on one encouraging each other to tell stories. In the comments 

following the exercise, students said that they heard some really cool stories, and 

have seen their peers in a different light. 

 

After that there was another game from Zarp’s workshop – Come to Me.  A 

tendency of finding non-verbal communication appeared. Since participants were not 

allowed to talk: they confidently smiled if they wanted their partner to step closer, and 

kept a straight face, if they expected their partners to stay where they are at. After the 

latter game one more break took place as the researcher received the request from 

lectors of the students to have at least two breaks in the three-hour workshop for their 

students. The final process implementation was finished with previous participants’ 

favorites – Oh Mighty Isis, and Experts’ debate. Participants were very engaged, 

excited and relaxed during the last two exercises. The final games were followed with 

a typical summary of the topics addressed, and time for participants to fill out 

questionnaires. This group had the least questions during summarizing, and they also 

filled out the questionnaires without any requests for clarification. 

 

4.4.3 Observe 

Of the 19 participants attending the third and final CON(FI)DENCER workshop, 

10 marked an increase in self-confidence, 1 – a decrease, and 8 – no alteration.  

Amongst the first sub-group, the most common expectations were to have fun and 

getting to know their peers better. The most agreed-upon skills for self-confidence 

were public speaking, quick-thinking and adaptation, and were also found in the 

workshop alongside practicing being a good listener and creativity. The most common 

challenges, which would however be practiced in everyday life, were ways of 



interacting with others, talking in pairs, talking to strangers and having to talk about 

themselves. 

 

The participant, who marked a decrease in self-confidence by a digit  in 

question 7, stated in the following question that he felt his self-confidence had not 

changed after taking the workshop, which brings up the uncertainty of what could 

have lead him/her to providing a conflicting answer when evaluating his own self-

confidence.  

 

Amongst the 8 participants whose self-confidence did not change, the most 

common skill for self-confidence was deemed to be the ability to speak in public. The 

most common skills expected to be practiced in the workshop were also the skills 

they felt the workshop helped develop; namely negotiation, cooperation, quick-

thinking and adaptation. Of these 8, all but one were first time attendees at an improv 

workshop. 

 

All participants in the third CON(FI)DENCER workshop agreed that a self-

confident person is one who believes in himself, is comfortable in his surroundings, 

open to new tasks and people, outgoing and not afraid to laugh at himself. 

 

The participants agreed on getting the most enjoyment out of games involving 

group interactions, building upon group dynamics and those where they worked in 

pairs. It was also generally agreed that skills learned in the workshop would benefit 

their everyday lives; especially in terms of exams, focusing on use of body language, 

reducing fear of public speaking, interacting with new people and in stressful 

situations. 



Of the 19 participants, a total of 5 stated they would not return to future 

CON(FI)DENCER workshops. These were mostly first-time attendees who decided, 

“it wasn’t for [them]”. 

 

4.4.4 Reflect 

During the final cycle of improv workshop process participants discovered an 

additional element to the improv games – breaking common rules led to surprising 

each other and learning more who is easily thrown off by something unexpected.  

 

Another interesting thing that happened was that throughout the different 

exercises participants actively used non-verbal communication in restricted games, 

which seemed to demonstrate this group getting closer together by going “against the 

coach’s rules”. Breaking rules about no verbal interactions during improv workshop 

process was a great thing – it demonstrated to participants how rules can actually 

assist us to work harder, and perform better. 

 

Speaking of rules, an unexpected discovery occurred when lecturers requested 

an additional break for the students. Participants seemed a lot more relaxed. More 

importantly, they were more excited to get back to the last two exercises. Therefore, 

keeping 2 breaks in the structure is worth consideration to keep for the future process 

implementation. 

 

Lastly, in a group that has been gathered to the workshop for leadership linked 

training rather than signing up voluntarily, there is a high likelihood of higher numbers 

in people do not have any interest in this kind of training. 

 



5. Contribution 

5.1 Learning about Improv Workshop Process 
Through the application of action research cycle, researcher got to experience 

a more complex position: being the organizer and developer of the process, as well 
as observer who provided needed alterations in the process. Improv workshop 
process, required high levels of preparation, and willingness to adjust the used 
techniques after each session because each session brought a new piece of 
evidence on how diverse participant groups can be, and how differently people 
experience learning: while some people prefer to be coached through exercises, 
others prefer to go through discovery. In addition, variations in participants’ 
knowledge about improvisational techniques require a well prepared, yet loose 
planning. The biggest challenges in workshop process is to maintain participant’s 
engagement, and to clearly communicate the purpose of each exercise as well as 
whole workshop to avoid mismatch in expectations. Moreover, there are certain 
uncontrollable circumstances that will certainly affect the success of workshop 
process. For example, it could be as simple as participants’ mood. Lastly, it is hard to 
evaluate how effective improv workshops are because at the end of the day, 
participants leave the workshop, and continue the state of active experimentation, 
outside of the workshop, thus it is hard to judge. Even more so, if participants do not 
return for improv workshops.  

 
5.2 Learnings about Leadership Training 
Since this research was focused on training skills that are believed to affect 

self-confidence, or perception of it, main learnings were that training leadership is a 
lot more complex than it appears since there is still plenty of contradiction on whether 
being a good leader can be trained or if it is something to be born with. Nonetheless, 
the evidence from previous researches give enough doubt to believe that even 
personality traits can be developed and influenced through training and reasoning. 
Therefore, choice of focusing specifically on the skills behind self-confidence could be 
a way to narrow down and bring more tangible learning through for example, 
experiential learning, it is important to be aware that practice of these skills might take 
even more time than for example book-keeping because through these skills 
behavioral changes occur.  

5.3 Improvisational Techniques in Leadership Training 
Thanks to three action research cycles, this paper revealed that 

improvisational techniques that are a form of experiential learning can be used to train 
leadership skills, and ultimately even self-confidence. However, the results are not 
unanimous because it is hard to establish the level of effectiveness or even the best 
techniques when subjective self-evaluation is used. On the other, hand there is the 
possibility that improvisational techniques are just like other training tools – they 
require time for the learners to acquire and apply effectively at a level of visible 



difference. Potentially, further research could look into longer period improv workshop 
processes and their effect on leadership training. Another valuable investigation could 
be in how could improvisational techniques be used in a business setting as part of 
usual routine. For example, having an hour each week, or 15 minutes several days 
per week where company dedicates time to playing some improv games for the sake 
of fun, or getting to know each other, and thereafter understanding each other better 
for future collaborations. 

 

6. Conclusion 
Throughout the research on how to work on leaders’ self-confidence by using 
improvisational techniques there were various discoveries. First of all, there has been 
a wide range of authors looking into leadership as something one is born with versus 
something one can be trained in. Some research showed that majority of leaders get 
hired based on their education and experience. However, there are quite a few 
authors who argued that personality traits influence the effectiveness of a leader in 
terms of gaining a great following. One of the key traits for such leaders tend to be 
perceived high self-confidence. Therefore, the focus of this study was set on skills 
relating to self-confidence. Namely, public speaking, openness, quick thinking, 
creativity, smart risk taking, and ability to collaborate that have been selected 
employing some common opinions about situational leadership. Additionally, from 
deductive research point of view a hypothesis was raised that self-confidence can be 
affected through improv techniques by training previously mentioned skills. Based on 
that assumption, a workshop process using improvisational techniques was planned. 
Improvisational techniques have been chosen because of their experiential learning 
nature that allows to introduce participants to concrete exercises and provide them 
with a better understanding of use of improv skills. During three cycles of action 
research, the following learnings occurred: 1) Workshop process can only be planned 
loosely because coach needs to be ready to adjust the plan for each independent 
group, their level of engagement, willingness to take risks, to be open with a group of 
strangers, or other unexpected occurrences,; 2) The techniques used should be 
versatile, and adjustable rather than applicable for only a very narrow use; 3) The 
outcomes form feedbacks show that there is no unanimous result on workshop 
actually affecting self-confidence positively, yet there is enough evidence to believe 
that continuous practice of improv techniques enables learners to discover ways to 
apply improv in their everyday life. 4) Participants of workshops tend to enjoy the 
collaborative exercises, and yet seek more personal development that could help 
bring out their leadership abilities more. Participants needs and enjoyment creates a 
certain level of complexity an organizer of such workshop needs to deal with in order 
to accommodate as many as possible. Having gained the knowledge through 
applying action research and actively participating in organization, it is easy to see 
that the biggest challenge is faced when leading the process for groups with mixed 
levels of knowledge about improv techniques because even if the techniques are 



easily adjustable, one must find the balance for different ends of knowledge 
spectrum. Another difficulty is related with feedback about workshops: a lot of times 
interests and focus areas of participants might not be aligned with the coaches 
chosen focus, thus it can be difficult to make adjustment to general goals of the 
workshops. Lastly, when working on leaders’ self-confidence through improvisational 
techniques, one must be prepared to be flexible and open-minded in terms of agenda, 
slight changes in the timeframe, different levels of interest from participants; and one 
must consider how improv workshops could attract leaders to come back since there 
seem to be potential for clearer effect on participants everyday life once they have 
done improv for a longer period than just a single workshop. 
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Appendix 

 First Workshop – Quantitative Results 

 
 First Workshop – Qualitative Results 
5. How would you define a self-confident person? 
Yes 
 
Someone who does what he wants with his body 
 
Out-going, brave, flexible, not afraid 
 
A person, who is completely self-aware of himself/herself and embraces both his advantages and 
disadvantages 
 
Someone who dares expressing himself fully, who knows what he wants and does not care about 
what others think 
 
I don’t know if I have a good definition, but a contrast was mentioned with self-consciousness. 
That’s just being aware of yourself, and you can be self-confident at the same time if you just don’t 
worry about the things you notice about yourself 
 
It is someone who is not afraid of taking up new challenges, reaching their goals, trusts himself in 
any given situation 
 
When I’m feeling comfortable, and have control over the situation 
 
Belief in oneself and one’s abilities. Able to command a conversation. Belief in their own opinions 
 
Someone who is sure in how they are and loves themselves for who they are, imperfections and all 
 



True to yourself, calm, don’t question him or herself too much, be determined in what you’re doing 
even if that is not having a clue what to do 
 
Someone who does not let the opinions of others interfere with their ambitions 
 
Doesn’t fear judgment of others, does what they want to regardless of what others think 
 
 
10. Which exercises/games have you found the most useful, and why? 
The ISIS one is good for teamwork 
 
Patterns – concentration lvl up 
 
Debate game – quick thinking and adaptation 
 
Every single one, I believe. I’m generally bad both at games on quick-thinking and performances, 
so I feel like every time I’m at improve, I’m improving myself 
 
Bunny bunny forget about everything, I like – be yourself 
 
“Oh mighty ISIS” demands quick thinking, especially quickly and wordlessly agreeing on a course 
of action with a big group 
 
Speaking in pairs, because once the spotlight come up you have to keep speaking since you don’t 
know for how long it will last 
 
The “I like” game, because you listen and feel supported 
 
Mighty ISIS – I found this useful because I work visually in my day job. It was exciting & 
interesting to collaborate as a group 
 
Mighty ISIS, and the liking game, because of the connectedness with the rest of the group 
 
The zip-zap-zop exercise combined with the name pattern-yes exercise I find very useful as it 
supports you being conscious about what’s going on around you & still keep the openness and 
positiveness to others 
 
The experts speech pretending to be confident about what I was gesturing and seeing a positive 
response was very useful because it made me feel like I can handle a difficult situation 
 
I found the Zip/Zap/Zop game combined with the “yes” game useful because it was a test of 
listening and quick reacting which are skills transferrable to real life 
 
11. Which exercises have you found the most challenging, and why? 
The yeah yeah, required multitasking, which I suck at 
 
Kitty-Kitty – because I don’t like it (boring) 
 



“I like game” – difficult to come up with what you like, “Agree game” – in general not very excited 
person therefore difficult to show excitement for others 
 
Every one that includes talking out loud or perform a scene 
 
Pairs talk – keep having ideas 
 
Arms-through experts is difficult because you have to agree on a course of action without even 
having eye contact 
 
I didn’t play but the hand master poses a challenge to keep reacting and justifying everything 
 
Zip, Zap, Zup because you have to be fast and think a lot 
 
Ones that involve names. I’ve always found remembering names to be a challenge. The exercise 
made it easier but felt I was at a slower pace that that of the group 
 
Bunny Bunny, and name-yes games because of the confusion in the group 
 
As English is not my mother tongue the discussion exercise was the most challenging for me as I 
only had my voice to deliver my part for the discussion 
 
Paired talk – me and my partner got distracted and just started randomly chatting, so having to 
“agree” with everything seemed very unnatural 
 
I didn’t find any challenging 
 
 
12. Have you learned/practiced and improve techniques that would help you feel more self-
confident outside of improve setting? Please elaborate. 
Being quick in reply 
 
No 
 
No, just using/ referring to the positive & confident feelings I gained at impro – e.g. bravery 
 
Not to care this much about failure (general one) 
 
Body language, stay open 
 
Excessive agreement is just a nice skill to make others feel comfortable. Bunny bunny also helps 
with the use of rhythm for conf. 
 
Not that I recall 
 
That I stopped thinking about how I look and am when speaking 
 
I have tried to make more eye contact & have become more aware of my body language 



 
Probably the I like game because I am not always very good at physical contact or have people 
very close 
 
I’m practicing it in every conversation as I try to be an open listener, look the partner in the eyes 
and try to “commit” to him or her. In doing so I feel more self-confident 
 
Saying YES to everything! It really helped me get out of my comfort zone and I ended up finding out 
about new abilities I didn’t know I could have 
 
Following the fear and engaging in situations even if you feel awkward or uncomfortable 
 
 
13. What are 1 – 2 things you would like to keep in the way the workshop is set up (in terms of 
games and facilitation), and why? 
The last part is fun 
 
Intro – good way to get out of your head 
 
Talking about what is impro about; exercises which force you out of your comfort-zone 
 
Probably, I’d like to have more games that are performance-related, but still one not an actual 
improve performance. 
 
Warm-up games, relation games/ what we can use in daily life 
 
I liked the warm-ups and the side-coaching especially 
 
First warm up games, first as a group and then moving to something more technical, because it 
helps to unlock creativity 
 
The games where people are sitting down, because you can see people thinking at improving 
 
I’ve enjoyed being prompted to reflect on exercises as a group once they are over. It’s interesting to 
hear other’s thoughts too 
 
Creating with ISIS game because we work together and be in contact with group 
 
I love the openness of the workshop and the focus on doing & trying out stuff. It keeps a great 
dynamic & the people are having lots of fun & smiles 
 
I liked how introspective the initial circle was and I would love to have more “self discovery” talk 
in the future (Also the chairs. I am always very tired) 
 
Good selection of games 
 
14. What are 1 – 2 things you preferred changed in the workshop set up, and why? 
The hour probably 



 
More scenes – it’s totally different than just games. You don’t combine all the games in a scene 
 
More scenes to apply the unlearned knowledge 
 
Nothing 
 
Listen to every group when we paired up was a bit long. Keep time to do more scenes 
 
I would have liked more games that used rhythm 
 
I am happy with the way it is now J 
 
No 
 
Maybe name badges – but perhaps that would stop people from trying to remember a name in the 
moment 
 
Maybe less activities in circles 
 
I would like more side-coaching to work on the specifics of the workshop more precisely 
 
Maybe more “intimate” exercises to increase intimacy and “group feeling”, which always help to 
feel welcomed and appreciated 
 
Needs better pacing and energy 
 
 
Please, write your email, if you agree to be contacted for additional questions: 
Andre.cl@hotmail.com 
Gepa15ab@student.cbs.dk 
S140949@student.dtu.dk 
Ruta.jokubaityte@yahoo.com 
Sars;1112@hotmail.com 
philipkennedy@outlook.com 
amaliesd@gmail.com 
paul.ziehmer@gmail.com 
s.sarabussi@gmail.com 
 
 
 
 
 
 
 
 
 



Second Workshop – Quantitative Results 

 
 Second Workshop – Qualitative Results 
5. How would you define a self-confident person? 
Knowing who you are; able to express yourself; standing for one’s opinions (having one too) 
 
Someone who can be silly without caring about reactions but also who can stay confident without 
talking 
 
Someone who doesn’t feel that their social status will be lowered or threatened if the (self-
confident) person talks to someone who is “less cool” 
 
Someone who can react to any situation 
 
10. Which exercises/games have you found the most useful, and why? 
Scenes, because it’s a real-time learning of almost all skills listed above 
 
Emotions switching – so not always comedy. Long improve – able to construct a coherent character 
 
“I have a confession to make”; it teaches you to self-reflect before you attack other, and thus find 
common ground 
 
Scenes at the end, because it’s the type of things I like 
 
11. Which exercises have you found the most challenging, and why? 
The one with visual thinking (if it’s too many elements to remember). Scenes, if you are shy 
 
Changing lines – have to think quick 
 
New line; you have to think fast and be adaptable to immediate change 
 



Creating house part – I noticed some things and others noticed different things, so it was harder to 
play in it 
 
12. Have you learned/practiced and improve techniques that would help you feel more self-
confident outside of improve setting? Please elaborate. 
No 
 
Monologue thing. Just realized how words can come easily 
 
Listening, body language, physical closeness, flirting 
 
I’m not aware of it 
 
13. What are 1 – 2 things you would like to keep in the way the workshop is set up (in terms of 
games and facilitation), and why? 
Games & explanations about hot actually to do the scenes 
 
Dynamic part at the beginning 
 
Circle of introduction in the beginning, silly games 
 
Scenes, duration of workshop 
 
14. What are 1 – 2 things you preferred changed in the workshop set up, and why? 
To know the rules of the scene before volunteers are coming up 
 
Would like more long impro 
 
N/A 
 
Please, write your email, if you agree to be contacted for additional questions: 
zanojar@gmail.com 
Alison-reboud@gmail.com 
Tomas.vit@educanet.cz 
 
 
 
 

Final Workshop – Quantitative Results 

 



 

  

Final Workshop – Qualitative Results 

3. How would you define a self-confident person? 
A person that does not care about what people think, who is not afraid to be ridiculous 
 
To be comfortable about laughing at yourself 
 
Not shy, outgoing, willing to try new things 
 
Somebody who believes in themselves, who trusts themselves 
 
Outgoing – secure 
 
A person who can stand up for themselves 
 
I am a very self-confident person in general, I just don’t like being in the centre of everyone’s 
attention 
 
Outgoing, relaxed, dare to make fun with themselves and laugh in a bigger crowd. Open to new 
people and also new tasks 
 
Open, happy and fun? 
 
Enthusiastic and outgoing 
 
Someone who feels good about themselves 
 
Quick-thinker, adaptable to unexpected situations, sure, self-aware of personal skills 
 
Strong, open-minded, happy & giving 
 
Not afraid of social meetings and such. A person who ‘loves’ himself 
 
Relaxed in every situation that the person is facing 



 
Someone who seems comfortable in their surroundings 
 
You can just spot it on their body language, very outgoing 
 
Someone that is comfortable with themselves and shows this through their body language. Someone 
that is humble and doesn’t feel the need to show off 
 
A person who knows what she/he wants and isn’t afraid to show her/his true self 
 
 
10. Which exercises/games have you found easy, and why? 
Making a bicycle J 
 
The ones where we were a group and have to form things without talking 
 
Expressing facial expressions – I’m good at it 
 
Counting frogs game ‘cause I like challenges. The experts game, to get better at team working and 
adapting/ following 
 
Working together with others, easy to speak with others 
 
Calling, talking, group circle 
 
The game where we had to listen and nod, because I consider this already – confirming people/ 
making them feel comfortable/ showing them my interest 
 
The frog game, because it makes me think fast 
 
The frog thing, it is about listening and being patient 
 
The frog, counting games. All you have to do is pay attention 
 
“OMG IS…” because we were doing things without really having to think 
 
Talking with a “stranger”, where they nodded, really gave a lot of self-confidence!!! J 
 
Miming things as a group, because you feel supported by others 
 
All, I have no problems standing out and improvising 
 
Speaking and listening in pairs 
 
The listening, since I believe I am a good listener 
 
On stage, counting 
 



The one where we had to make things with our bodies, because I feel confident with body language 
and it was fun 
 
On in center saying “I like”. All were together therefore you were not alone 
 
 
11. Which exercises have you found challenging, and why? 
Speaking the same in pairs 
 
Speaking about myself to a “stranger” because it’s hard to open up 
 
Talking as one person with another since I’m a solo-type of person 
 
The first game (pass a name(?) to right or left) was difficult to keep focus and not feeling stupid for 
not remembering the correct moves 
 
When not allowed to speak – I talk a lot! 
 
Performing 
 
The step taking exercise where we has to read faces, because the body language was limited 
 
Frog game 
 
The talking and saying yes, because you have to do stuff while listening 
 
The experts. Can’t decide what I want to say 
 
The exercise where we had to say something to the right/left… because it took me too long to think 
 
Looking a “stranger” in the eyes for a longer period 
 
The frog game, it seems we’re not that good when it comes to calculating 
 
None 
 
I didn’t participate in activities where I would have to be in the middle of circle 
 
The creative ones, because sometimes I may be too shy to ‘let go’ 
 
2 to 2 speaking-listening because I didn’t know the person 
 
Come to me without talking, because I didn’t know the person very much and it was hard reading 
her 
 
When we should perform and object in a group. Difficult to see what others were thinking 
 
 



13. How could you use improv skills in your everyday life? Please, elaborate. 
Just doing more things spontaneously without thinking of the consequences 
 
Cooperating and listening 
 
For being more attentive and focus in home/daily conversations 
 
For exams 
 
Body language, seem more open and attentive 
 
The open body language regarding exams to seem confident & when doing public speaking 
 
In group work and everyday life 
 
Easy adapting 
 
I won’t be as scared of talking in front of a crowd 
 
Use the relax posture 
 
Not be afraid to talk to new people. Of course they want to be uninterested 
 
Having more open and relaxed body language 
 
Mostly to be a better public speaker 
 
Be more confident about what I do or how I act, because its normal 
 
I think they are good when meeting new people, and I think I can also use them for exams 
 
Being more social 
 
To relax more in myself in stressed situations. Use my body better 
 
I would use the skills I learned for exams to look and feel more confident 
 
 
14. What are 1 – 2 things you enjoyed in CON(FI)DENCER and why? 
That it made me laugh because it was different and we had to be creative 
 
Laughing with others about our own stuff and fails and ideas 
 
Mighty ISIS, it was the most fun part 
 
The fun – sometimes we forget it due to too many responsibilities. The challenges – not always I try 
spontaneous reaction due to fear to be/feel ridiculous 
 



Getting to know my peers even more 
 
It was something out of the ordinary school life, I liked interacting with my classmates and 
laughing a lot 
 
The expert. So funny and great to learn how to cooperate 
 
Laughing throughout the procedure 
 
Talking in pairs. Laughing at good improvs 
 
Working with people I usually don’t talk that much with 
 
The “talking and nodding”, the show in the end 
 
I liked to see the part of people that don’t really see everyday (fun part) and discover different 
exercises 
 
The social aspect, laughter, because I enjoy being social and laughing 
 
Very social 
 
I loved working with other people from the class as we have been in fixed groups the entire 
semester 
 
Circle with everyone, fun to do things together 
 
The counting, the thing with two groups forming things together and also the last two-in-one 
persons. It was fun and different 
 
Forming an object as a group – helped skills of cooperating 
 
That everyone participated so its not awkward. And that we clapped when making mistakes so you 
don’t feel bad when doing it yourself 
 
 
15. What are 1 – 2 things you would change in CON(FI)DENCER? 
Don’t know since this is my first time 
 
The moving towards each other 
 
Maybe too long time in circle 
 
On one hand it would’ve been nice to know that we had this workshop beforehand but on the other 
hand that was kind of the point J 
 
Nothing 
 



More improv setups 
 
I had some trouble remembering what we had to say during the two first exercises 
 
I don’t know, sorry 
 
I honestly don’t know 
 
I don’t know how, but make people like me, who don’t like being in front, more comfortable with it 
 
More like the place doing it. A bit warm to concentrate, but it is nothing you can do about 
 
More space 
 
Longer time 
 
Less theory/talking, more exercises 
 
Not so much talking 
 
I would not change anything in particular, I just think its in general easier when the participants 
know each other a little better than we did 
 
Maybe more improve, because this is what I need to improve 
 
 
16. Would you attend another CON(FI)DENCER again? Why? 
Because it’s fun and you gain more confidence 
 
I might, since it is fun and useful for yourself, though time is nothing I have 
 
Yeah, if a larger group needs to get to know each other 
 
Yes, maybe with people I know better, because I would be able to be more out there 
 
Yes, because it was a lot of fun and let me forget about the stress for a moment 
 
No, it is not really for me 
 
Yes – it was not only funny bit it was nice to get to know both more from yourself and others 
 
Probably not (no offense) 
 
Yes, it boosts my confidence and it is really fun 
 
Yeah differently, brings people together 
 
Maybe 



 
Yes I would, it makes you think about your confidence 
 
Yes, it is was part of teambuilding 
 
Maybe, it was so much fun! 
 
Yes I would love to because I think it is really fun and it would help me get more confident 
 
Sure. It was fun 
 
Yes, because it was fun 
 
Yes! I think it’s a fun way to get to know others this way 
 
I don’t think so, I would not mind though, it was fun 
 
 
17. Would you recommend a CON(FI)DENCER to your friends? Why? 
Because it’s out of your comfort zone and you learn from that 
 
Yes – for those who wish to build their self-confidence 
 
Yeah, if a larger group needs to get to know each other 
 
Yes the ones liking theater, to have fun 
 
Def! J Would recommend it to work places to do some team building 
 
Yes, to overcome their lack of self-confidence 
 
Yes, because I know people who need this 
 
Yes because it is fun to attend 
 
Maybe, it’s a great idea for a class, to get a bit closer 
 
Yes, to help boost confidence 
 
Yes, it is a nice change from everyday life 
 
Yes, since it is a total new experience 
 
Yes. 1) it is funny! 2) you improve a lot on body language 
 
Yes, because it would be fun to do something like this with them, and help them feel more confident 
 
Probably not (no offense) 



 
Yes – specially if we could do it together 
 
Some, my friends that are theater interested would recommend it to 
 
Sure, because if you’re having issues feeling confident enough, this will help you loosen up 
 
Yes, because it might be helpful for some 
 
 
18. Please, describe CON(FI)DENCER in 2 – 3 sentences. 
A fun way to push your limits to gain more confidence 
 
Let you relax, take a step out of your bubble. Have a good laugh and allow yourself to fail, which 
you normally never will 
 
Fun, creative & good to get to know people or at least feeling comfortable in the group 
 
It is fun, enjoyable activities where some boundaries are broken 
 
It was a fun workshop that helps people to get more confident and not be so reserved when being 
among others (they might not know too well) 
 
Challenging, open-minded, it was too long 
 
A fun activity full of exercises that can create relationships and grow your self-confidence 
 
It is a workshop for people who want to gain more confidence. It is about learning about yourself 
and others in a fun way 
 
A fun workshop that pushes boundaries that needs to be pushed. Where you learn by doing 
 
Funny, entertaining, original way to adapt social communication skills 
A very fun way to train social activities/skills 
 
A place where you can strengthen you improve skills and confidence. Also good fun 
 
Sweet and out-going, high self-esteem 
 
A workshop to help who get more confident 
 
Fun, engaging, challenging 
 
It is a team building exercise and also enhances your self-confidence 
 
Super fun workshop! Loved it J 
 
Trust in yourself 



 
 
19. a) If yes, what should workshop be focused on? 
Teamwork – cooperation 
 
 They should focus on social activities 
 
Anything fun 
 
Fun stuff (the thing with the arms was amazing) 
 
Improv 
 
Boosting confidence while talking in front of a crowd 
 
Discussion/ story telling 
 
Hhhmmm speaking alone in a group 
 
Body language 
 
Personal skills and feelings 
 
Creativity 
 
On how to use the power of your voice 
 
Something individually 
 
19. b) If no, why not? 
It’s not for me 
 
Maybe another time 
 
I don’t think of it as very useful 
 
It is not for me 
 
I don’t know when I can find one 
 
20. Please write your email, if you would like to get informed about future workshops:  
linnealinde@live.se 
josefinel@hotmail.com 
cph-mk382@cphbusiness.dk 
anna_dinngees@hotmail.com 
fie.basboll@gmail.com 
anastasiagrf@gmail.com 
mathildehorn@gmail.com 



Charlene.masteyn@gmail.com 
Cph-rh126@cphbusiness.dk 
reneelauridsen@hotmail.com 
 
 
 


