
Alan Marriott's Five Points Technique

1 - Speed/Pace

Think of a commercial or character voice as being governed by a 
speedometer (or clock speed) that is measured from 1 – 10 (1 being slowest 
and 10 being highest). Think of the 5 clock speed as being the feeling that 
experience when you are walking with purpose down a city street. 
Judge the other numbers using 5 as your benchmark pace. It is also helpful 
to use a metronome (or a metronome app), using the middle of 'moderato' 
as 5.

Internal and external clock speeds may also very with a voice. A character 
may be moving at 7 or 8 on the inside, but be moving at say 4 or 5 on the 
outside. The Kramer character from 'Seinfeld' is a good example. Many 
characters played by Thomas Hayden Church give us examples of the 
opposite, where the outside of a character is moving faster than the inside. 
Characters that are playing drunk or stoned often have this feel.

2 - Pitch

Pitch can be divided into four distinct placements: low pedal tone voice, 
chest voice, mid range, pharyngeal, and falsetto.

Pedal tone is a low harmonic of the vocal folds that is often described as 
'throat voice.' The voice of the cave demon at the beginning of Disney's 
Aladdin (“the diamond in the rough...”) is a good example. 

Chest voice is used by both men and women and can be experienced by 
slowly sliding your pitch down until you can feel your chest vibrating slightly 
when you put your hand on it.

Mid voice is the voice most of us use for every day speech.

Pharyngeal range is above mid voice and can go quite high with 
considerable volume. 'Scoop' from Bob the Builder is in this range.



Falsetto range lies above pharyngeal and has very little range both in terms 
of pitch and volume. The Gingerbread Man in Shrek is a good example.

3 - Tonal Placement

Tonal placement can use everything from nasal resonance (or lack of), to 
using dialect, to 'face masks,' and character designs.

To get a handle on tonal placement, think of your voice (that is: the sound 
that you actually produce) as being the size of a large marble that can 
occupy different positions in your mouth.

Using dialects or impressions as a starting point can be useful. For example, 
a Canadian dialect places the 'marble' just above the front teeth where the 
teeth and the gum line meet. An American accent is placed in the middle of 
the tongue, and most English accents (except for Liverpool and Birmingham)
tend to cut off nasal resonance and are place quite far up and at the back of 
the mouth. 

The amount of nasal resonance one uses is a key tool in tonal placement. 
Strong nasal resonance occurs when all the sound a character produces 
comes equally out of the nose and mouth. A character like Fran Fine in 'The 
Nanny' (played by Fran Drescher) is a good example of a strong nasal 
resonance. Lack of nasal resonance is the opposite (like the sound of having 
a stuffed up nose from a head cold). 'Spud,' a character I played for 10 years 
in Bob the Builder is an example of lack of nasal resonance.

By playing with mouth shape or facial expressions, different tonal placements
can be achieved. The trick is keeping the shape consistent so that the tonal 
placement is consistent no matter what the character is saying or feeling.

4 - Gesture

The 'gesture' of a character is best described as a character's mental attitude
to the world. Gesture is not physical but instead it is character's habitual 
(largely emotional) reaction to any stimulus (ie: what the character sees, 
hears, touches, tastes, etc.).



Pre-life, which is essentially reaction noises to stimulus, is a great place to 
start with gesture. A long 'Aaaah' sound at the beginning of a sentence 
combined with an upward/outward intention, gives a character a gesture that
is interested, engaged and joyful. 
In contrast, the same sound made by a downward/inward intention gives a 
character a more judgemental, pitying, or snobby gesture. Good pre-life 
gesture noises to play with are: 'Ooooo', Ooooh, Ha! Uh-uh, Uh, Huh' and 
'Yuh!' 
Putting different consonants in front of long or short vowels really changes a 
gesture. For instance, 'Uuh' will give you a character that is unsure, whereas 
'Duuh' will give you a character that appears slow and stupid.

Gesture can also be approached from emotional choices. A character's 
gesture may consistently be one of fear or anger, no matter what new 
stimulus the character faces. You can help yourself here by doing a mental 
mantra. Using internal thought mantras like 'I love you,' 'this sucks,' or 'well, 
isn't that interesting,' can trigger strong emotional reactions to events the 
character experiences.

Temperaments (see temperament hand out) are also very useful ways of 
approaching gesture. A Choleric's habitual reaction is much different than a 
Sanguine, for instance.

Another great gesture tool is using Laban effort definitions to define a 
character's reaction choice (see Laban hand out). Again, this is all about a 
character's reaction to things that happen to them. Punching, Floating, 
Slashing, Pressing, Dabbing etc. are wonderful ways of expanding gesture 
choices.

Nationalities and dialects have gestures too, and these can sometimes be 
used to help unlock the gesture of a character. Canadians have, in the main, 
a much more apologetic gesture than Americans. Swedes tend toward a 
melancholic gesture, and so on.



5 – Musicality

Musicality is best described asa a character's 'groove.' The musicality of a 
character is the rhythmic and melodic pattern a character uses when 
emphasizing thoughts in a line. It is best captured by drawing a line on a 
piece of paper, notebook, or script that shows rhythm and fluctuation of 
pitch. So the musicality of a character like Shaggy from Scooby Doo might 
look like:

'….Like, Wow Scoob!  There's a monster right behind you buddy!'

or the naturalist Sir David Attenborough might look like:

'And these tiny ants, living as they do, underground, for thousands of years.'

Drawing out a waveform-type line helps you not only decode a character's 
musicality, but also gives you a way to document it so that you remember 
what you did or heard. Taking one character's musicality and superimposing 
it on some of the other five points in the tool box gives you endless 
character possibilities.


