Don’t know what Improv is?

GiggleMill Improv is spontaneous acting without a script. 

Each GiggleMill Improv game, which usually lasts about 3 to 5 minutes, contains obstacles that performers must overcome. The GiggleMill plays one game after another, each one unlike the one before it. Because of that flexibility, The GiggleMill can adjust its performances to whatever length is needed, whether it is for one hour, fifteen minutes, or an all day event. The GiggleMill has dozens of Improv games from which to choose. 
For example, in one hilarious game The GiggleMill plays (called “Ding”), performers develop what starts out as a simple scene. One of the performers (the “dinger”) has a bell to ring. When the “dinger” rings the bell, the performer who last spoke changes what was last said, to something different. This makes the scene go off into crazy directions as the story takes twists and turns. It’s like a wild roller coaster ride with an unknown ending.
In the game of “Moving Bodies”, there are four performers. The first two performers (the “speakers”) will not be able to move at all by themselves (like manikins), but they are able to speak. The second two performers (the “Movers”) will not be able to speak, but each “Mover” will move one of the two “Speakers” during the scene. The interaction between the “Movers” and “Speakers” is generally less than perfect, which leads to a boatload of laughter. Very often, The GiggleMill uses audience participants as “Movers”, which of course makes “Moving Bodies” even funnier.  
In the game of “Chain, Death Murder”, GiggleMill performers are allowed to use gibberish (the use of unintelligible sounds), and can use body language (mime) to communicate specific words (related to a murder) to another performer. They cannot use plain English to communicate. All but one performer is off stage at the start, so only the first performer can hear audience suggestions. The first performer tries to communicate the words to the second performer using mime and gibberish. This will probably make your sides hurt from laughing. The second performer then tries to communicate the same words to the third performer, much like “whisper down the lane”. At the end of the game, the last performer tells the audience what the performer thinks the words are. Often, those words are not the original ones. This leads to more fun.
Typically at the start of each game, GiggleMill performers ask the audience for suggestions, in order to create a storyline for the game. Suggestions might be a personal relationship between two people (like father and son), a historic moment (like Washington crossing the Delaware) or an unusual hobby (like collecting rattlesnake heads). After receiving the suggestions, the performers develop a scene that will tickle your laugh reflex, as we try to overcome the obstacles of each game. 
Because we use multiple suggestions from the audience, it means that each game is spontaneous and absolutely original. The performance is unique to the audience. 
Contact Philip Jacobson at (215) 206-7462 or at pwjacobson@AOL.com
