
NAME: ______________________

ABSURD PROJECT CHECKLIST 
 
1. DAY 1: Read through your play. This should take ONE class period.  !
2. DAY 2: Fill in the ABSURD ELEMENTS chart for your play.  !
3. DAY 2: Decide which of the FINAL PROJECTS you will do. !
4. PERFORMANCE PROJECT: Choose 2-3 pages of the script to perform for the class. 

Anyone choosing this option will need to complete a character study on their character, 
memorize their lines, help to block the scene, and perform for the class. You must have an 
actor for each character in the scene. Your group can perform more than one scene if you 
have several students who want to perform. 

WHO IS PERFORMING: 

WHAT PLAY ARE YOU PERFORMING FROM: 

WHAT PAGES OF THE PLAY WILL BE PERFORMED: 

5. DESIGN PROJECT: Individuals or groups of 2 students will design a set and be able to 
present their design concept, PLUS a set plot, colored set rendering, and/or set model for a 
scene from their play. Included in the project is a paper describing their concept, how they 
did research and how they went about expressing their ideas visually. OR students can 
design costumes for the characters in the play. Costume designers must present fully 
rendered designs for all costumes in their Absurd play. Included in the project is a paper 
describing their concept, how they did research, and how they went about expressing their 
ideas visually. 

 
PLAY ARE YOU DESIGNING FOR: !
COSTUMES OR SET: !
6. PLAYWRIGHT PROJECT: Individuals or groups of 2-5 can write their own Absurdist One-

Act. This play must include the elements of Absurdism and must present a current issue in a 
way that has political relevance and attempts to influence and change audience 
perceptions. !

STUDENTS WRITING THIER OWN ABSURDIST ONE-ACT: !!!
DAYS 3, 4, & 5 will be to used to work on your project in class. Then presentations will begin.  



NAME: ______________________
!!!!!!!!!!!

PLAY: 
PLAYWRIGHT: 
YEAR WRITTEN:       

!

Note the use of 
Cliches, 
Stereotypes, or 
Overused Phrases 
(page numbers if 
possible)

Describe the 
meaningless 
language/ 
miscommunication 
through the play…

Where are they 
lengthy or 
confusing pauses 
that create 
uncertainty or 
tension?

What is the circular 
or unresolved plot?

Describe any 
impossible things 
that happen and 
are seen as 
unremarkable…

THEMES RUNNING 
THROUGH YOUR 
PLAY

WHAT was the 
playwright trying to 
say? Can you make 
a guess?

How does your play 
reflect the historical 
time period in 
which it was 
written?



NAME: ______________________

AN ABSURD Performance 
!

!

!

!

!

!

!

!

!

!

5 4 3 2 1
!
VOICE

Voice was loud and 
clear and vocal 
choices added to the 
message of the 
scene.

Voice was loud 
and clear; words 
were easily 
understood

Student spoke clearly 
but it was difficult to 
understand due to 
pacing or volume.

Voice and language 
was not very clear. 
Need to make 
bolder vocal choices.

Could not 
understand what was 
being said.

!
AUDIENCE 

Audience was 
fascinated and 
alienated by the 
choices made for the 
scene.

Audience felt like 
part of the show.

Was aware and well-
connected to the 
audience.

Needed more 
audience awareness 
and connection.

No audience 
awareness or 
connection at all.

!
BLOCKING 

Blocking choices 
added to the 
absurdity and 
informed the 
message of the 
scene.

Good use of stage 
and movement to 
help tell the story 
of the scene.

Almost used entire 
stage and some 
attempt to use 
movements and stage 
business to tell the 
story.

Could have used 
more of the stage; 
not effective use of 
blocking to enhance 
the scene.

Needed more 
blocking—remember 
to always face 
audience and use 
the stage!

PHYSICALITY Physicality reflects 
bold choices that 
interpret and define 
the characters and 
scene.

Physicality reflects 
some bold 
choices that 
interpret and 
define the 
characters and 
scene.

Physicality has a few 
choices that interpret 
and define the 
characters and scene.

Physicality choices 
weakly interpret and 
define the characters 
and scene.

Physicality choices 
do not interpret or 
define the characters 
and scene.

!
MEMORIZATION 

Script is fully 
memorized and 
actors fully embody 
their character.

Script was fully 
memorized; 
student 
improvised in 
place of lines.

Script was almost fully 
memorized-some 
improv used to make 
up for missed lines.

Script was partially 
memorized; student 
did not attempt 
improvisation.

Script was not at all 
memorized; no 
improvisation used.

FACIAL 
EXPRESSION/ 
EMOTIONS/
RELATIONSHIPS

Fantastic use of 
gestures, facial 
expressions, 
emotions, and 
relationships to show 
character and 
absurdism.

Great use of 
gestures, facial 
expressions, 
emotions, and 
relationships to 
show character 
and absurdism.

Contained some 
gestures, facial 
expressions, emotions, 
and relationships to 
show character and 
absurdism.

Needed more 
gestures, facial 
expressions, 
emotions, and 
relationships to show 
character and 
absurdism.

Contained little to 
no gestures, facial 
expressions, 
emotions, and 
relationships to show 
character and 
absurdism.

!
OVERALL

THAT WAS 
ABSURDLY 
CREATIVE AND 
EFFECTIVE!!! 
SUPERIOR!!!

Committed, 
cooperated & 
concentrated- 
WOW! 

Semi-committed, 
concentrated & 
cooperative- 
GREAT!

Almost committed, 
cooperative & 
concentrated- 
NOT TOO 
BAD…

No commitment, 
cooperation or 
concentration 
MORE 
REHEARSAL!

EFFORT/USE OF 
CLASS TIME

Stays focused on 
project at all times, 
and encourages and 
helps others to focus 
also!

Stays focused on 
project at all 
times, used class 
time very well. 

Stays focused most of 
the time, used most 
class time well. 

Works, but loses 
focus or needs 
frequent reminders. 

Student rarely works 
unless reminded or 
nagged. 



NAME: ______________________

ABSURD COSTUME DESIGN 
!

!

!

!

!

!

!

!

!

!

!
5 4 3 2 1 

Design details The design captures 
the character by 
including several 
details that 
accurately reflect the 
character’s story. 

The design captures 
the character by 
including several 
details that accurately 
reflect the character’s 
story. 

The design somewhat 
captures attributes of 
the character by 
including a few details 
that reflect the 
character’s story. 

The design is based on 
the logical principles of 
design, but has little 
'flavor", or the details 
are only vaguely 
accurate for character. 

Details are missing 
from the design, or are 
inaccurate for the 
concept of the 
character.

Color Coloring is well 
thought out.  The 
colors clearly 
compliment the vision 
of the character and 
enhance the 
absurdity of the 
story.

Coloring is well 
conceived.  The colors 
used compliment the 
vision of the character 
and enhance the story.

Coloring is well 
conceived. The colors 
used compliment the 
vision of the character 
and help to tell the 
story.

Coloring is thought 
out, but the scheme is 
not appropriate for the 
character.

Coloring is not well 
conceived. The colors 
used are not 
consistent with the 
character or scene.

Shape/Line The shape and line of 
the design works 
ideally for the 
character and for the 
absurd style of the 
play.

The shape and line of 
the design works 
ideally for the 
character. 

The shape and line 
looks good. It provides 
shape and line for the 
character. 

The shape and line has 
inconsistencies and 
requires changes 
before it will work for 
the character.

The shape and line are 
off.  Major changes will 
be required before the 
design will work for 
the character.

Texture The texture of the 
design is an ideal 
choice for the 
character. It will look 
great onstage and 
enhance the story.

The texture of the 
design is an ideal 
choice for the 
character. It will look 
great on stage.

The texture of the 
design looks good. It 
will look good on 
stage.

The texture of the 
design needs some 
slight changes before 
working for the 
production.

The texture of the 
design needs major 
changes before it is 
useable. 

Creativity The drawings are 
unique and creative, 
and are well suited 
for the character and 
for the style of the 
play.

The drawings are 
unique and creative, 
and are well suited for 
the character. 

The drawings have a 
personal touch, 
though they may be 
based on designs of 
others. 

The drawings are exact 
tracings, but small 
details and/or color 
have been changed. 

The drawings are 
copies of other 
pictures. 

Effort/Use of 
Class Time 

Stays focused on 
project at all times, 
used class time very 
well. Encourages 
other class members 
to focus as well!

Stays focused on 
project at all times, 
used class time very 
well. 

Stays focused most of 
the time, used most 
class time well. 

Works, but loses focus 
or needs frequent 
reminders. 

Student rarely works 
unless reminded or 
nagged. 

Paperwork Presents fully 
rendered and 
swatched designs for 
all costumes. Project 
paper completely 
describes concept, 
research, and visual 
expression of ideas. 

Presents an almost 
fully rendered and 
swatched designs for 
all costumes. Project 
paper describes 
concept, research, and 
visual expression of 
ideas. 

Some fully rendered 
and swatched designs 
for all costumes. 
Project paper tries to 
describes concept, 
research, and visual 
expression of ideas. 

Not a completely 
rendered or swatched 
designs for all 
costumes. Project 
paper fails to accurately 
describes concept, 
research, and visual 
expression of ideas. 

Not much effort into a 
fully rendered or 
swatched designs for 
all costumes. Project 
paper fails to 
describes any concept, 
research, and visual 
expression of ideas. 



NAME: ______________________

ABSURD SET DESIGN 
!

!

!

!

!

!

!

!

!

!

5 4 3 2 1 

Design details The set design 
creatively reflects 
and reinvents the 
theme and message 
of the play.

The design captures 
the message of the 
play by including 
several details that 
accurately reflect the 
period, culture or 
theme. 

The design somewhat 
captures the message 
of the play or topic by 
including a few details 
that reflect the period, 
culture or theme. 

The design is based 
on the logical 
principles of design, 
but has little to do 
with the message of 
the play. 

Historical and cultural 
details are missing 
from the design. 

Design 
concept

Student turns in a 
complete, 
interesting, and 
completely justified 
rationale for their 
design concept that 
is creative and 
exciting. 

Student turns in a 
complete, interesting, 
and completely 
justified rationale for 
their design concept. 
Clearly there was 
research into historical/
philosophical elements.

Student turns in a 
complete, interesting 
design concept and 
rationale, but the 
rationale needs to be 
expanded. Some 
evidence of research 
into historical elements.

Student turns in a 
complete design 
concept, but lacks a 
rationale. Very little 
evidence of research 
or historical/
philosophical 
elements.

Student turns in a 
partial design concept. 
No mention of 
research or historical or 
social elements adding 
to ideas.

Creativity Stage design is 
interesting, 
innovative, and 
helps to tell the 
story and interpret 
the script.

The stage design is 
excellent.  The student 
was very creative in his/
her interpretation of 
the script.

The stage design is 
good. The student was 
creative in his/her 
interpretation of the 
script.

The stage design is 
fair.  The student 
made an effort to be 
creative with his/her 
interpretation of the 
script. 

The stage design has 
little creativity in its 
design and 
appearance. 

Neatness of 
Renderings 

Set plot and 
renderings are neat 
and professional. 
They are to scale 
and accurately 
reflect the design 
concept. 

Renderings look 
professional. Clean, 
neat, no creases. Could 
be placed in a working 
portfolio. 

Renderings look clean, 
with barely noticeable 
smudges and creases. 

Renderings look like 
they have been 
revised frequently 
with a few noticeable 
eraser marks and 
creases.

Renderings are dirty, 
smudged, and 
creased. They have not 
been done with pride. 

Set Model Model accurately 
reflects design 
elements and details 
from rendering and 
uses several 
innovative materials 
and set pieces.

Model accurately 
reflects design 
elements and details 
seen in renderings. 

Model reflects most 
design elements & 
details seen in 
renderings. 

Model shows the 
basic set, but lacks 
many of the design 
details. 

No model OR model is 
seriously incomplete

Stage Layout Stage layout follows 
sound design and 
reflects the message 
and theme of the 
play in a unique way.

Stage layout follows 
sound design.  The 
stage is well balanced 
and is visually 
appealing.  

Stage layout follows 
sound designs. The 
stage is somewhat 
balanced and visually 
appealing.

Stage layout 
somewhat follows 
stage design, but 
lacks balance or 
visual appeal.

Stage layout is not of 
good quality.  There is 
little regard for balance 
or visual appeal. 

Effort/Use of 
Class Time

Is very enthusiastic 
about the project 
and stayed focused 
on the project at all 
work times. As well 
as encourages other 
students to focus on 
their projects.

Is quite enthusiastic 
about the project and 
stayed focused on the 
project at all work 
times. 

Shows enthusiasm and 
focus most of the time 

Student works but 
sometimes loses 
focus, becomes 
frustrated, OR needs 
frequent reminders. 

Student rarely works 
unless reminded or 
nagged. 



NAME: ______________________

ABSURD PLAYWRITING 
!

!

!

!

!

!

!
!!!!

!

!

5 4 3 2 1

Creative 
Process, 
Setting, 
Research !
(Fascinate and 

Alienate)

Very creative and 
original presentation 
of material, captures 
audience’s attention. 
Research apparent. 
Setting serves 
character, theme, and 
story as Absurdist.

Very good presentation of 
original material, captures 
audience’s attention. 
Research apparent. Setting 
serves character, theme, and 
story as Absurdist.

Originality apparent with 
variety and blending of 
material. Some research 
apparent. Setting does not 
get in the way of theme and 
story.

Material presented with 
some originality/
interpretation. Some 
research into topic shown. 
Setting unclear and/or 
underdeveloped.

Unoriginal or repetitive with 
little or no variety; lack of 
research hurts play. No 
recognizable setting.

Dramatic 
Action, Play 
Structure, 
Conflict !

(Impossible things 
happening, Circular 
Plot Structure, No 

resolution) 

Creative and 
innovative Absurdist 
development of play. 
Creative and strong 
Absurdist choices 
regarding play 
structure and dramatic 
action. Creative and 
strong Absurdist 
choices regarding 
meaningful conflict, 
crisis, climax, 
conclusion.

Absurdist development of 
play. Many Absurdist 
choices regarding play 
structure and dramatic 
action. Strong absurdist 
choices regarding 
meaningful conflict, crisis, 
climax, conclusion.

Adequate development of 
play. A few choices 
reflecting Absurdism in 
beginning, middle, and end. 
Some absurdist choices 
regarding solid conflict, 
crisis, climax, conclusion.

Poor development of play. 
Scenes sometimes includes 
complications, transitions 
may be weak. Some needed 
elements of structure are 
missing, conflict may be 
weak. The play doesn’t hold 
together as a cohesive 
message or theme.

No development of 
Absurdism in the play 
structure, conflict, or 
dramatic action. 

Meaning/
Intent !

(Existentialism, 
Current  or Historical 

issues)

Playwright’s intent is 
skillfully intertwined in 
play and serves the 
character and story in 
a creative and 
Absurdist way.

Playwright’s intent is skillfully 
intertwined in play and 
serves the character and 
story.

Playwright’s intent is 
intertwined in play and 
generally serves the 
character and story.

Playwright’s intent is present 
in some places within the 
play but may not always 
serve the character and 
story. 

Playwright’s intent is unclear, 
confused, or nonexistent. 

Character !
(Strange 

relationships 
between characters)

Characters are 
dynamic and multi-
dimensional with 
many ways to swing 
their personalities. 
Characters represent 
Absurdist themes and 
clearly show the play’s 
message and intent.

Characters are dynamic and 
multi-dimensional. 
Characters represent 
Absurdist themes and 
clearly show the play’s 
message and intent.

Characters are sometimes 
dynamic and multi-
dimensional. Characters 
somewhat represent 
Absurdist themes and 
clearly show the play’s 
message and intent.

Characters are not very 
dynamic and multi-
dimensional. Characters do 
not fully represent Absurdist 
themes and clearly show the 
play’s message and intent.

Character development is 
almost non-existent. 
Character’s internal/external 
motivations are not 
apparent or unrelated to the 
situation.

Dialogue !
(Miscommunication, 
Cliches, Stereotypes, 
Overused Phrases, 

Meaningless 
Language, Pauses)

Dialogue creatively & 
consistently reveals 
character, traits, 
personalities, conflict, 
mood, and is 
consistent with 
Absurdist style and 
form. Dialogue 
reflects absurdist 
theme and message.

Dialogue consistently 
reveals character, traits, 
personalities, conflict, 
mood, and is consistent with 
style and form. Feels 
authentic, consistent with 
character voice throughout 
script. Dialogue attempts to 
reflect absurdist theme and 
message.

Dialogue generally reveals 
character, traits, 
personalities, conflict, 
mood, and is consistent with 
style and form. Feels 
authentic, consistent with 
character voice throughout 
script. Dialogue somewhat 
reflects absurdist theme and 
message.

Dialogue sometimes reveals 
character, traits, 
personalities, conflict, 
mood, and is sometimes 
consistent with style and 
form. It occasionally feels 
authentic and/or consistent 
with character voice 
throughout script. Dialogue 
has not absurdist theme.

Dialogue rarely reveals 
character, traits, 
personalities, conflict, 
mood, and is not consistent 
with style and form. Does 
not feels authentic and is 
not consistent with character 
voice throughout script.

Effort/Use 
of Class 

Time

Is very enthusiastic 
about the project and 
stayed focused on the 
project at all work 
times. As well as 
encourages other 
students to focus on 
their projects.

Is quite enthusiastic about 
the project and stayed 
focused on the project at all 
work times. 

Shows enthusiasm and focus 
most of the time. 

Student works but 
sometimes loses focus, 
becomes frustrated, OR 
needs frequent reminders. 

Student rarely works unless 
reminded or nagged. 


