HOW CAN THEATRE PRACTISES LIKE ‘JO-HA-KYU' AND MEYERHOLDS ‘BIOMECHANICS’ INFLUENCE FILM DIRECTING 
INTRODUCTION
Throughout history film has always taken inspiration from outside sources, books, paintings, music, and now especially in the modern era, theatre. Film and theatre have always been closer to each other than most other art forms, two sides of the same coin, therefore it makes sense to draw from it as a source of inspiration when choosing to develop and create your own style of film. In this essay I will be exploring the theatre concepts and practises of Meyerholds bio mechanics and Zeami's Jo-Ha-Kyu and how I can combine and adapt them into a style of directing curated specifically for screen, and delve into  a TV series that perfectly shows off storytelling effects I wish to achieve with this personalized technique. 
AN INTRODUCTION TO KEY CONCEPTS
WHAT IS JO HA KYU?
This concept was adapted to theatre in the1400s Japan by Zeami, a famous play write of Japan at that time who was a favorite of the emperor, his innovation of theatre in this manner was so unique that he would only allow his sons to get their hands on the manuscripts detailing how jo ha kyu should be applied and in what manner jo ha kyu should be performed. 
Originally developed in 10th century japan, jo ha kyu is a concept that describes a pacing formula that can be used in different means of creative expression, such as music, theatre and in this case, film. The movements are beginning (Jo) break (Ha) and rapid (Kyu) and describe a constant acceleration of movements or events with a slow start that gradually progresses faster and faster before ending quickly and sharply at its peak, afterwards there being a pause, and then a new cycle of jo ha kyu would begin. When defining jo ha kyu Zeami noted that it was based upon the natural flow of most living things and stated that “Every phenomenon in the universe develops itself through a certain progression. Even the cry of a bird and the noise of an insect follow this progression. It is called Jo Ha Kyu.” (Oida and Marshall, 1997, p30) A good example of a Jo-Ha-Kyu would be the concept of reincarnation you're born, live a constantly moving experience that rushes past faster and faster until at the peak of your age you die and then someone else is born in your place. Within traditional Noh theatre this 3-pronged continuous structure with varying levels of speed is the basis for not only an actor's movement but every aspect of a show being, the story, the structure, the set. According to  Oida and Marshall “This rhythm of jo ha kyu is quite different from the western idea of beginning middle end since the latter tends to produce a series of ‘steps’ rather than a smooth acceleration. In addition the concept of beginning middle end usually only refers to the overall dramatic structure of the play, while jo ha kyu is used to support every moment of a performance as well as its structure.” (Oida and Marshall, 1997, p31)
We can see jo ha kyu being put in practise in one of zeamis plays with (insert video refrence of the dude doing the dancing and performing) in this video we watch (ya man) perfrom as a fighting demon, his movements are calculated and choreographed, every repositioning of his sword and attacking thrust follows the principals of jo ha kyu, it starts slow with a rapid build, and the action ends with a stillness, the cycle complete before immediately entering a new one. Sometimes this cycle is obvious, like when he swings his sword, and sometimes its much more subtle, like in the turning of a head. We can also see in this video how the principals aren’t just tied to the actor nor do they work independently, the music of the scene and the vocals also follow the rising and falling cycles, which then themselves fit into the world around the demon as the scene itself is set in a sea with rolling waves, every aspect of this performance even in its barest form, complement each other and shows a true representation of how absolute jo ha kyu should be. The effect this has on an audience is absolute, guiding and entrancing as the predictable movement satisfies our expectations. And yet it still keeps our attention with the rapid rising and falling action throughout every movement. 
HOW JO HA KYU CAN BE APPLIED TO FILM 
A very infuential filmmaker, akira kurosawa famously uses the movement principals of noh theatre and by extension jo ha kyu in his adaptaion of macbeth from medieval scotland to feudal japan. Kurosawa is famous for his use of movement to enhance the emotion of any given scene. He does this by utilizing editing techniques and pathetic fallacy as well as large crowds to exaggerate the flow of a scene and invoke specific primal emotions like fear and anxiety. An example of this could be having 4 people all turn to react to a line, a through movement between all of them exaggerating the latent shock present in the scene. Another example would be through one person collapsing and kneeling in grief like in ‘the seven samurai’ and the crowded village around them joining like a wave (Seven Samurai, 1954)  Both of these examples from both of these films perfectly showcase how Kurosawa uses jo ha kyu to enhance his storytelling through screen as each movement follows the principals of jo ha kyu and creates a satisfying if exaggerated flow through the scene that keeps the audience hooked and entertained, as Robert Altman says on the topic of Kurosawas filmmaking “There was not a lot of dialogue. The titles were just to keep you up. It’s the visual stimulation that hits the audience. That’s the reason for film. Otherwise, we might as well turn the light out and call it radio.” but its not just in directing the scene that Kurosawa implements jo ha kyu but in the edit as well, Kurosawa is one of few directors who are heavily involved within their editing process, the way he cuts his films together also follows jo ha kyu and often adds to the excitement and attraction of a scene, being so well calculated that you often miss when the cuts even happen. The way he achieves this is cutting within movement, he’ll cut a scene whilst a character is moving from one place to the other, the simple act of cutting whilst walking creates a seamless and continuous effect that keeps an audience immersed and involved in the scene whilst also providing a continuous push in the story. There are however sometimes exceptions to this, in which Kurosawa will flip the script and purposefully cut the scene at an unexpected time to trick an audience and keep them on their toes, which can have an enhancing effect on the impact of a scenes by subverting the expectations of the viewer. This is how directors like Akira Kurosawa apply jo ha kyu to their practice and is one of the reasons he is wildly regarded as amount some of the most influential directors in history. 
WHAT IS BIOMECHANICS?
Biomechanics is an acting technique devised by Russian theater practitioner Meyerhold whilst working with other great theatre practitioner, Stanislavsky. It's all about breaking down an action into its core components and having full body awareness of what you are doing at all times. Every action has a deliberate beginning and a definitve end, these are broken down into Otkaz, Pocil, Stoika and Tormos 
Otkaz:
Otkaz is the starting point of every action, the wind up before a throw, the pull back before a sprint, the breath before a song. It is the preparation of an action, the anticipatory movemnt that readys an actors body, but also stimulates an audiences anticipation.
Pocil:
Pocil is the core of the action, the swing of a throw, the airtime of a leap, the connection of a punch; the main meat of the movement sandwich, Pocil is what we are waiting for and the main satisfactory payoff for an audience, 
Stoika:
Stoika is the final rest of an action, the hanging arm, the settled recoil from a firearm, the lingering stare after a surprise, this is the definitve end of an action, and interestingly enough is usually mixed in with the Otkaz to start the beginning of a new action. 
Tormos:
Tormos is arguably the most important aspect of biomechanics, meaning Break, it is a technique that is used throughout the entire action, the best way to describe Tormos is to experience it, try running at a wall at full speed but stopping just before you hit it. Now try stopping with your whole body all at once. It's difficult. This is where Tormos is applied, as Whitehead says “This consistency is not to be confused with rhythm. Tormos is applied to rhythm in order to achieve control” (Whitehead, 2017, p.93) with apt control over the body an actor should be able to stop and slow all bodily movement at once over every aspect of the body. Tormos is important here as it promotes an overall awareness throughout the entire actors body, forcing them to be aware of every minute detail and to control the inertia of said parts, in developing this aspect of biomechanics and mixing it with the others we can achieve a level of control over an audiences perception of character and either meet their expectations leaving them satisfied, or break it entirely by subverting the expected course of action within the body. This is how biomechanics achieves its purpose, to startle, satisfy and capture an audience's attention, forcing them to actively watch the actor's performance. 
HOW YOU CAN APPLY BIOMECHANICS TO FILM 
At its core biomechanics is about mastery over your own body. Being able to control every aspect so as to fully embody a character physically. This technique is particularly useful for camera acting, as within film you are constantly stopping and starting a scene, changing angles or retaking a shot, using other acting techniques such as Stanislavsky naturalism becomes incredibly difficult as you are constantly pulled out of a scene, this is where biomechanics comes in, it focuses not on the mental application of a character but the physical, and due to its very precise practice, an actor is able to hop straight back into character whenever they need by simply following the guiding lines biomechanics provide, putting a particular emphasis on the Tormos segment. Not only does it help an actor to truly embody a character, but it also has advantages for the camera that a lot of other techniques do not provide. Subtlety. Because bio mechanics promotes a complete control over every movement of the actor it allows the director to create a new layer of understanding and story telling, while light and sound can both be used within a story to tell a subplot of their own the director can use the most subtle movements of the actor to communicate to an audience the deepest workings of a character, promoting viewers to become actively engaged with the film so as to not miss the small moments of internal storytelling and truly leaving no action wasted.
A good example of biomechanics being used in films is Charlie Chaplin, who meyerhold said “Meyerhold felt that Chaplin's acting techniques were physically clear and precise and that his movies mixed comedy and tragedy; these combined components being part of Meyerhold's fundamental theatrical philosophies” (NSW government, (2003), structure of the actors work.). Charlie Chaplin is the man with a walk than can talk, all his films were silent so he had to, using the impressive control over his body he managed to communicate and engage with an audience most notably with his most famous character the tramp. To provide an example, I ask you to watch the Charlie Chaplin boxing match from city lights, arguably one of his funniest performances, Chaplin as his character the tramp is in a boxing match with another fellow, but instead of fighting him one on one proceeds to cleverly use the space of the ring as well as the referee and match bell as blocks and advantages against his opponent. What’s interesting about this piece of film is the tramps movement especially at the beginning when he hides behind the referee to dodge the attacks of his aggressor, you will see the intense precision needed to copy the exact movements of the man shielding him is impeccable down to the slight twist of their shoulders and the jitter of a foot changing direction, the velocity of movement is perfectly matched. This is a prime example of biomechanics at work on screen, thorough this performance we see the tramp slowly becoming more and more confident through each jab as he dances around and fools his opponent to gain an upper hand. 

COMBINING THESE CONCEPTS IN FILM
PRECISION DIRECTING
Precision directing is a technique i have devised that utilises the physicality of Meyerholds bio mechanics and mixes with the pacing of zeami’s jo ha kyu practice to help create a fluid movement to a scene that will provide a subconscious visual satisfaction to an audience but a conscious confusion, this combination will engage an audience into actively watching a piece as their brains try to understand and comprehend the two levels of feeling you provide through a combined use of predictable yet sudden pacing and controlled but poignant performance.
The benefit of using precision directing is minimizing wasted action and maximizing the opportunity for complex storytelling. Being able to convey a characters subconscious thoughts and emotions whilst at the same time telling a gripping stroy through action is what precision directing is made for, to allow more context and layers to a film overall creating more meaningful and engaging cinema. 
To use precision directing in the context of directing actors, you must first begin with a warm up, a vital part of preparation for an actor not just mentally but physically, you must first begin with stretching, rolling all the joints in your body including your wrist, ankles and head (note: even if you’re only voice acting, engaging in your body is still an important part of the process as it helps to ground you inside your character and give a more natural performance) afterwards moving on to playing a game that engages your spacial awareness and warms up your brain. a good game example is “sit, stand, kneel”, actors improvise a scene together but one must be sitting, one must be standing, and one must be kneeling at all times, simple right? Except one position must be changed every 5 seconds and no two actors can be at the same level, easier said than done, this challenegeing game promotes the use of multitasking and being spatially aware of not only your own body, but your fellow performers body’s and the space you both take up and how it relates to your current performance. This sets up and engages an actors mind nicely for when the time comes to apply biomechanics and jo ha kyu to your performance as you’ll be needing to think about the pacing of your words and of your actions simultaneously, whilst doing the same for your fellow actors. It’s a lot to keep track of all at once. Executed properlly it will allow a director to mold the actors to be telling two storylines through words and movement, often simultaneously, adding depth to the performance and the character.
ARCANE AND ITS USE OF PRECISION DIRECTING
Arcane is a video game adaption created by french studio fortiche and riot games, it tells the story of two sisters and the birth of hextech. Beginning in 2021 the second and final series concluded in late 2024.  Arcane is widely agreed to be one of the best animated tv shows of all time even creating an entirely fresh style of animation. Part of its success is its exceptional use of visual storytelling, taking the concept of show don’t tell an entirely different level, it plays with frame rate as well as micro expressions to show a story subtlety allowing an audience to draw their own conclusions and keeping them engaged. 
Throughout the series there are many examples of how precision directing can be used and applied and what their affects are, in this case study we will be looking at 3 different ways the show implements precision directing to enhance the relationship between its characters, the rising action and emotional toll of its pivotal scenes and how it relates well to the shows controlling ideas and how precision directing is applied to the overall structure of the story and why an abrupt end is not always a negative thing. 















POINT 1: HOW PRECISION DIRECTING IS USED TO ENHANCE THE RELATIONSHIPS BETWEEN CHARACTERS
Part 1: Windows to the soul, the power of a non-verbal argument
[image: ]
In S1 ep7 jinx confronts vi and Caitlin on the bridge of progress. After being interrupted by Ekko, allowing the other two to escape, jinx and Ekko stand off against each other, once friends now enemies a moment of unspoken reconciliation is had before both are engulfed in an explosion. This scene is a vital moment for the character progressions of both Ekko and jinx and how they react to each other going forwards, this is the moment they both realize the other is not so different from the person they used to know, how neither of them are truly this persona they perform and how they must now accept that even though their inner child still yearns for the others acceptance and care, they are just too different. All of this communicated with nothing but eyes. Sounds impossible but with the use of precision directing through character animation and scene blocking it becomes very viable. 

To truly understand why this nonverbal communication is powerful we must take a look at the technique used to express the most intention within the scene, and no its not the music or cool fight scene, it’s the micro-expressions, the best example of this is Ekko's face after pinning and beating jinx, when he really looks in her eyes and finally sees her true self on the verge of death, bravado stripped away. We see 4 emotions pass in 4 seconds, 
· Hesitation
· Realization
· Hope
· Pleading
Every single subtle movement of the eyes, eyebrows and mouth have a meaning and tell a subtle story.
The entire scene lacks dialogue and yet an entire conversation is had, going from the larger-than-life expressions at the start to the subtle and slow at the end, this subverts an audiences expectations of what these two characters have been portrayed as all the way up until this point. A stark revolutionary and the maniacal second hand to an underground kingpin. For a brief moment we see them as nothing but kids trying to reconcile, a connection that has not been completely shattered, leaving us with the hope that even the most broken situations have an opportunity to be renewed. A sentiment carried forwards by ekkos character during the rest of the show and that we as an audience, should never rule out the possibility for reconciliation between the most feudal characters.

Part 2: Natural opposites, how the world around you tells a story too
[image: ]
At the end of the first act of season 1, after narrowingly escaping death at the cost of the lives of her family, vi grieves over her adoptive father's body, only to find out it was her younger sister powder that set off the bomb killing everyone she knew and loved, This scene highlights an aspect ive yet to talk about, the background, the physicl world of the scene and how the direction its been taken in enhances the animation and dialouge of the charcaters and without it, the scene would feel flat and emotionless. 

Pathetic fallacy is used  to enhance the emotional break of this scene. Alongside the grief and sorrow and rage felt by vi, we see roaring flames behind her in almost every shot, its a visual allegory for her internal strife, similar to scenes from Kurosawa films that achieve the same effect such as (insert film with woman and the simmering stove in the backjground) noted by fellow film analiser (insert youtubers name here), but it snot the only example, we also see another case of pathetic fallacy when she lashes out at powder, her rage only quelled when she sees the blood fall from her sisters nose, its at this moment the torrent of rain begins to fall, something to dampen the fires rage but not enough to put it out. 

The use of Enviromental storytelling is aligned with precision directing through its precise nature and helps strengthen the presence of jo ha kyu throughout the scene by consistently having something making movement, allowing the characters space to be still and really allowing the audience to absorb the impact of this pivotal scene. it also allows the animators and directors to keep the story visually intriguing for an audience as between the fire and rain, which are also natural opposites like blue and red, the hair colors of both girls, it tells an audience that these two are naturally diametrically opposed, they are never meant to work. Setting up the main conflict for the rest of the season.

POINT 2: HOW PRECISION DIRECTING IS USED TO ENHANCE THE ACTION AND STAKES OF A SCENE PHYSICALLY AND EMOTIONALLY
Part 1: The triangle of betrayal, the physicality of a high emotion battle
[image: ]
During the final battle of the series a particularly pivotal moment occurs between Mel Caitlin and ambessa. The fight is quick and rough and culminates in Caitlin sacrificing her left eye to rid ambessa of her anti arcane runes leaving space for Mel to land the final blow. 
The entire fight is an emotional and physical dance between a mother, her daughter and a scorned pawn of a political game. This dance of powerful characters is a perfect example of fight choreography through the lens of precision directing. The battle is split into 3 and spliced between other scenes, each part of the battle constantly rising in its desperation and slowly stripping away the façade of each character revealing their true intentions, feelings and raw emotion of why exactly each character is fighting this war. We will be focusing on the final part and how the fight choreography, through the use of precision directing, creates a visually and thematically satisfying conclusion. 

Firstly the choreography of the fight itself utilises the principals of biomechanics exceptionally, with a particular emphasis on Tormos, every hit is never wasted and reasons and reacts to the next, the break between each hit is evenly spread allowing a slow build of expected pace which makes the final struggle for the blinding blow between ambessa and Caitlin that much more poignant as it breaks the expected pacing of the fight we were trained on up until now and creates a sudden tension as we the viewer experience the same sudden realisation does, Caitlin must sacrifice her eye in order to rid ambessa of her anti arcane wards. This break in pacing allows the audience to follow the quick decision making of our heroine and puts us in her shoes from her point of view, raising the stakes and making the viewer feel like they themselves are making the decision alongside her to make the sacrifice. In doing this we achieve an empathic effect between audience and character making the emotional climax behind the action that much more satisfying.

Part 2: From beast to man, The pacing of remembrance
[image: ]
This second example delves more into how precision directing enhances the stakes of a scene and can create an incredibley impactful and emotional moment for the audience in less than 2 minutes, in S2 ep 6 Warwick, once vander has been reunited with his adoptive daughters vi and jinx the visit viktor the machine herald who boasts impressive healing powers, he agrees to delve into the mind of Warwick and attempt to bring the man back out of the beast. This sequence and the story of vanders recovery is told entirely visually and musically, the key they use to make this sequence impactful is the pacing, adhearing to the pacing guidelines set by jo ha kyu as the man becomes more present than the beast the music and pacing becomes more complicated and intricate. 
Viktor reaches the edge of Warwick’s mind and finds the dormant vander, waking him up, the music goes from 2/4 to 4/4 from the discovery to the rememberance sequence and can be equated to the increase in brain activity from beast to man; the pacing slowly getting faster like jo ha kyu demands it too, more exciting, changing up the pacing to bring that slow build of emotion into an overwhelming feeling of nostalgia and relief that the man and his memories have been found within the beast. But its not just the musics slow increase in pace that affects the audience but the characters movements and editing as well, going from the slow movements of viktor, wading through the chaos’s of Warwick’sas he tries to find his way through vanders mind to the fast pace and low frame rate of the watercolor sequence, it creates this feeling of building excitement as we the audience are brought along through the emotional and visual build up with a satisfying crescendo, also helped with audible crescendo of the music. 
POINT 3: HOW PRECISION DIRECTING IS USED TO ENHANCE THE OVERALL STORY STRUCTURE OF THE SHOW
Part 1: How to escalate problems like a pro, the structure of an award-winning show
Arcanes structure is a perfect example of precision directing combined with exceptional writing. Within the script the constantly rising stakes are not just for the world but for the personal lives of its inhabitants as well; The shows rising action is propelled by the proportions of its challenges. Season 1 is a slow build focusing almost entirely on personal conflicts with the overarching story arc being the threat of war between the cities of Zaun and piltover. Season 2 is split into 3 acts with a much more concise and quick build that falls to an abrupt stop, with the stakes ascending rapidly from 2 sisters fighting to a world calamity born from hextech. Act 1 is the climax of the sisters conflict, act 2 heightens with an international incident of noxus influencing piltover, act 3 supersedes it all with viktors exhaultation and his promise of a glorious evolution that ends in an apocalyptic scenario. We can see through the structure of these seasons and their stakes, worldly and personal that the writers have managed to showcase the effect jo ha kyu  and its demand for acceleration has on story structure with the speed at which these events happen increasing everytime the new threat looms and how useful it can be in terms of having the story avoiding becoming tedious and repetitive. 
They achieve this by increasing the speed of the arc and their storytelling alongside the weight of the trials at hand, for example the final act of season 2 of arcane is focused on wrapping up storylines and showcasing the fallout of previous characters actions and decisions, it doesn’t slow itself down by focusing on feelings or relationships already established or teasing further development, the challeneges have reached worldly stakes and there is no longer any room for personal issues, something we also see showcased in the finale when the two cities finally come together to defeat the noxian army and viktor. 
This structure can come off as shockingly fast at first but when viewed within the context of the story as a whole it becomes clear why the writers chose to do it this way, it lends itself to an audience as it doesn’t treat them like they are slow by laying everything out with a neat little bow, calling back to a previous point Arcane encourages a viewer to truly watch the show instead of passively experiencing it, and actively engage with the themes and controlling idea of the show, love and conflict. 

Part 2: A sapphic dream, the Caitlin and Vi love story
[image: ]
Caitlyn and Vis story arc is the most prominant example of the controlling theme of arcane, Love and conflict. Both are from different worlds and lack understanding of each other, but thorugh patience, a little misguided trust, and understanding, their story from enemies to lovers is not only a beautfiul show of seriously underrepresented lesbian relationships but also a great allegory for the relationship and conflict between the twin cities themselves.

Precision directing enhances the cait and vi story by telling the majority of it through nonverbal cues so as and when a verbal comment between the two is made, it becomes that much more powerful, as seen the first time vi flirts with caitlin verbally in the brothel scene saying “you’re hot, cupcake” a line co-writer amanda overton fought to be left in “But I just thought that queer stuff and same-sex attraction has been buried under subtext for so long that I decided to keep this line in. And [Christian] did, he left it in, and it became one of the touchstones of their relationship.” (King, 2024) as well as having the escalation of their affections and yearning quickly become a pivotal point of their characters that isn’t just a basic romeo and Juliet love story but a complicated expression of the reality of love and its blocks as well as the need to accept the other for who they are at heart. 

The Caitlin and vi love story is essential in helping to keep the audience grounded within the narrative especially later in the series as the stakes climb higher and higher, these two lesbians provide a needed anchor back down to the personal lives of these characters helping to remind the audience exactly what is at stake should the heroes fail. They also are used as a tool for the writers to help express some of the subtler nuances of arcane’s themes that bleed into and explain every other character's actions and reactions as Amanda Overton one of the writers says in an interview 
“So with her action of kissing Cait, she answers that question for her and her character arc. She gets to say I’m finally going to make the right choice for me, and this is what I want. And I love when you can have an action like that be the culmination of a character arc. If I had no one left to protect, I would fall in love.” (King, 2024)

 CONCLUSION
Through the use of bio mechanics and jo ha kyu we respect the artistic common practice of transformation and evolution of art, we see it in older films from the very beginning of cinemas history and in the most modern of shows that utilise all present-day technology. Overall, precision directing is not just about the basic blocking of a scene, or the hyperfocus on an actors charcater choices, it is the complete workings of every aspect of film coming together in a precise and unified movement of picture where every tiny detail has a meaning, has a purpose. It is the culmination of rage against the idea of wasted action and respect for the engaged audience to show them a story fitting the visual style of cinema. To stay stagnant in art is arrogance, to never perosnally experiment is blasphemy and to refuse to draw from our past is a tragedy.
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