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Chapter 1: INTRODUCTON, OVERVIEW, AND STUDY GUIDE

CHAPTER 1

INTRODUCTION, OVERVIEW AND STUDY GUIDE

PURPOSE

The goal of this project is to help callers improve their ability to present smooth and
danceable choreography by increasing their knowledge of efficient and interesting resolution
systems.

The name 0Sight and Modul e Re ssedtoindicatenthaStyest e ms 6
focus is on resolution systems in which the caller first uses sight, or a combination of
modules and sight, to move the dancers into a recognizable FASR and then uses one or more
modules to resolve the square. Perhaps the FASR will be one where the square will be
resolved by simply cal Il i ng O0Al |l emande Lehtddé, ORromenadeoleb
Outat Home 6.

The intention is to document as many different systems as possible that proficient sight
callers are using. We are interested in what sight callers are thinking and what their
intermediate goals are as they resolve the square. The hope is that such documentation will
help other callers become aware of the possibilities. Every attempt has been made to write
explanat ions of the systems that can be understood by the average Basic or Mainstream
caller. The choreographic examples are sorted by CALLERLAB program, and always begin
with Basic calls. They also include examples using Mainstream, Plus, Advanced and
Challenge calls.

There is no intent to recommend one system over another. The aim is to increase
understanding about what other callers are thinking. Brains work in different ways, so over
the years callers have developed different systems for comprehending th e patterns of square
dancing. Hopefully, at least one of the systems documented here will be a natural fit to each
c al | mdividsal reasoning style. Also , there is a need for different systems, or
adjustments within a  system, to accommodate differences in the vocabulary of the dancers.
Some attention is given to sight calling for the whole spectrum; from new dancers with a
very limited vocabulary to Challenge dancer s with an extensive vocabulary.

This is primarily a reference tool. All readers wil | need to be familiar with the
terminology and skills discussed in the second and fourth chapters. Each  of the systems
discussed in the remaining chapters can be studied individually. Chapter 14 contains a
huge supply of useful Get-Outs. The hope is that a ppropriate parts of the document will be
read by new sight callers, somewhat experienced sight callers, proficient sight callers, and
teachers of sight callers. The expectation is that readers will come with differing needs and
will be looking for various degrees of complexity. Some will be looking for clear explanations
of the 0ol dtheydsasbéingwsed ly many experienced callers. Others will come
looking fornewideas. The knowl edge that there are Onew ways@d
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about sight calling is the underlying motivation for compiling all of this information into one
document.

Thanks go to all those who have contributed directly or indirectly to the information
contained here. The development of sight calling has been a long and complex process
extending back at least to the 1960s. These systems reflect innumerable hours of pawn
pushing, a great many discussions between callers, and more than 50 years of wonderful
dancing.

SIGHT AND MODULES

During discussions about the material in this document, it became obvious that callers
interpret t he words o0sighto and omoduled6 in different
how these terms are used in this document.

In this document, modular calling occurs when a caller is using known modules to
create an entire sequence. The modular caller has a bank of knowledge about Get -Ins,
Zeros, Equivalents, Get -Outs and other types of modules. The caller combines these into a
smoothly flowing sequence. Watching the dancers allows the caller to monitor timing and
check that the dancers are whe re expected at the end point of each module.

In this document, sight calling  occurs when a caller is not using a prepla nned sequence
of calls. The sight caller is utilizing a bank of knowledge about where calls begin and end

and stringing them together so that the end of one is the correct beginning for another. To
help this mental process, the caller is watching the dance rs for confirmation that each call
has produced the expected formation and arrangement, and to monitor timing and body

flow. To resolve, the caller begins to look also at the sequence and/or relationships. This
visual information from the dancers guides th e next decisions about which calls will move
the dancers into a known FASR. Once in that known FASR, the caller uses a Get -Out
Module.

The two techniques of sight calling and modular calling are closely intertwined. Many
callers routinely mix the tw 0 in an apparently seamless way. Callers using modules might
do so without ever using sight calling. In some of the systems, modules are being used
extensively and sight calling is being used briefly at some point to vary a largely preplanned
sequence. The sight caller nearly always uses a Get -Out Module to resolve the square.

Modular callers can call in spite of dancer mistakes or darkness. However, this skill
depends upon an extensive memory or file -card bank of modules that must be called without
an error. If a sequence is misremembered or misread, then the dancers are no longer where
the caller expected them to be. Suddenly the caller needs a technique for resolving the
square that depends upon looking at the dancers for some clues as to what must  be done.

Sight callers depend upon the dancers for visual clues, but sometimes this system fails
because of dancer breakdown, multiple matching outfits, or other surprises. In that case the
sight caller will need the ability to use modules or memor  ized routines.
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This document is primarily focused o n Sight Resolution Systems with the
acknowledgement that all such systems use modules to some degree. Each caller should
make it his or her goal to develop the skills of both modular calling and  sight calling enough
to function successfully in any situation. Each caller will probably favor one over the other
as their primary tool for certain calling situations.

GENERAL OVERVIEW OF THE DOCUMENT

Sight calling is one tool in a bag o f tools used by callers to create smooth, danceable and
interesting choreography. While it is at times a very necessary tool, too much dependence  on
it can sometimes result in a very unsatisfactory tip. There are times when preplanned or
modular materiali s t he only safe route to follow. A
bag should contain some preplanned sequences, some modules, Isolated Sight, and at least
one unlimited Sight Resolution System.

We hope you will find a system that appeals to  you and provides you with a consistently
successful way to resolve the square in actual dance situations. If you already use one
system of sight calling, we hope you will find others that will add variety and flexibility to
your resolutions.

Please do not attempt to learn more than one of these systems at a time. Select one that
is appropriate for the dance program being called and that also seems to address the
resolving process in a way that matches your intuitive sense. Study it ¢ arefully, practice it
using pawns until it is thoroughly understood, and then utilize it when calling until it
becomes smooth and seamless. Then progress to learning another system if you wish.
Always strive to present smooth and danceable choreography.

For those teaching callers, please keep in mind the various skills those callers bring to
the process. Some will need detailed structure; some will be more comfortable with less
structure. Some will easily see the sequence; some will not, and will ne ed another way to
determine the correct order. The wrong match between system and caller will usually result
in frustration.

This document begins with a chapter defining the terminology used when discussing
sight calling. Chapter 3 discusses modules . Chapter 4 explains the skills needed by every
sight caller. Chapter 5 discusses several choreographic management systems that require
the caller to choose calls from a restricted list. These are largely modular systems which
allow some sight calling rest ricted to calls appropriate for four dancers or calls that begin
and end with the same four dancers together. Chapter 6 discusses several versions of the
Classic System that has been widely taught to callers around the world.

Chapters 7-11 discuss several unlimited sight systems that have been collected for this
document. They are grouped together according to common thought processes. Chapter 7
describes systems that pair at least one couple, place them in a certain formation, analyze
the situation, and then use specific calls to reach a resolution. Chapter 8 describes two
systems that pair all four couples and then resolve. Chapter 9 describes systems that
analyze the situation and identify a specific goal for resolution leaving the caller free to
select the calls used. Chapter 10 describes systems designed for use when the caller is
limited to the calls first taught to beginning dancers. Chapter 11 describes systems that
primarily sort by sequence and use the final resolution to bring partners toget her.

cal
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Chapter 12 discusses resolving at home without a Promenade, stirring the bucket, and
using sight calling during a singing call. Chapter 13 describes various fixes for caller or
dancer errors. Finally , Chapter 14 is an extensive list of Get -Outs from Corner Box, Partner
Line and many other snapshot FASRs. At the end of the document, there is a Reference
List, and an alphabetical Index.

STUDY GUIDE FOR BEGINNING SIGHT CALLERS

Ideally, a beginning sight caller will be introduced to sight calling during a workshop or
school, or by a mentor. Callers reading this document after participating in such an
introduction should read the sections suggested by the trainer or mentor. For those who do
not have that opportunity, we offer this study guide. Ignore examples from CALLERLAB
Programs that you are not calling. Sections not mentioned in this study guide should be
omitted until after the basics have been learned.

It is much easier to sight call when it is easy to see all the dancers. Standing up on a
stage or even a low platform is a significant aid in being able to see the dancers in the back
half of the square. For shorter callers , this simple change can make an enormous difference.

1) Begin by Analyzing the Calls

Learn the names of the common formations
Every caller must know, for every call they use, the various formations and arrangements of
dancers from which it is possible to dance the call and the formation and arrangement that
will result after the call is completed. For example:

Call Beginning Ending

Heads Square Thru Squared Set Normal Eight Chain Thru
Square Thru Normal Eight Chain Thru Normal Lines Facing Out
Square Thru Normal Facing Lines Normal Trade By

2) Learn Some Terminology

Chapter 2 discusses the terminology used when describing the creation of choreography.
Read the listed sections in the second chapter carefully and refer back to them as ne eded
when uncertain about the meaning of the terminology.

Chapter 2: Terminology

The Square

Symmetric Choreography

FASR Terminology

One FASR

The Sixteen Sequence and Relationship Possibilities

Names for Common FASR States & Corner Box, Partner Line
Allemande Left FASRs 0 Eight Chain Thru, Trade By, Circle

=4 =4 -a-_a_-8_-4a_-2

3) Begin Calling by Using Modules

Modules are discussed in Chapter 3. For the newer caller, it is sufficient to understand
Get-Ins, Get-Outs, Geographical Zeros, and the Chicken Plucker or F our Facing Lines
Framework. For those who find memorizing modules easy, research this topic in more depth
and study all of Chapter 3.

and
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Chapter 3:  Modules
M Get-In and Get -Out Modules
{ Zeros
9 The Chicken Plucker or Four Facing Lines Framework

4) Develop Some Skills Needed for Sight Calling

Try to find an opportunity to practice these skills in a callers school or workshop setting,
or with a cooperative square of dancers. With or without that practice, pawn pushing will
help develop the various skil Is described. Some formation management and pairing skills
are necessary to successfully sight call, so work on those first. Initially, avoid having to
normalize by limiting yourself to using the most common formations and mostly keeping the
couples normal .

Chapter 4:  Skills Common to All Sight Resolution Systems
Program Knowledge

Smooth and Successful Dancing

Formation Management

Normalizing

Pilot Squares

Pairing

Seeing and Changing Sequence

Adaptations for Women Callers (if you are a woman)

E R R

5) Begin Sight Calling using Systems t hat Focus on Circles or Two  -Couples

Begin with Circles to develop the ability to recognize and pair partners. Next, try some
choreography for two-couples to develop an understanding of how to move dancers around
in a box of four. When comfortable with two -couple choreography, begin using it for a few
calls within a modular sequence. This process is described in the Burnt Image and Isolated
Sight sections. Practice the concepts in each example before moving on to the next example.

Chapter 5:  Controlled Sight and Module Systems
1 Circles are Easiest for Beginning Sight Callers
1 Two-Couple Choreography
1 Burnt Image (if you have a repertoire of modules)
T Isolated Sight

6) Select One Unlimited Resolution System

The next level of sight calling allows the use of any calls appropriate to the ability of the
dancers. There are many systems for resolving. Four factors should be considered in
choosing which one to learn first.

1. What is the vocabulary of the dancers?

2. What formation does the caller use to pair dancers?

3. How easily does the caller see the sequence?

4. Does the caller prefer structure or freedom?
Below are brief descriptions of these factors as found in the Systems described in Chapters 6
through 11. You might experiment briefly with two or three but try to select one to
concentrate on until it is mastered.
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Chapter 6:  Unlimited Classic Resolution Systems

All the Classic Resolution Systems work for the Basic Program , but some require
more vocabulary than others. The generalized system is widely used and one of its
versions is often taught to new sight callers. Choose one of the versions as appropriate or
use the Generalized Description.

Generalized Description (sets goals without specifying calls)

Classic Two-Faced Lines (Trade and Circulate to pair, requires Ferris Wheel)
Half Classic Two -Faced Lines (easy Formation Management)

Classic Facing Lines ( for dancers who know Wheel and Deal)

Facing L ines Memory Keys ( these work best for men callers.)

Classic Dive Thru Resolution System ( for dancers with limited vocabulary)

E N

Chapter 7:  Resolving Using Specific Calls

The first system is designed for a modular caller who wants to use some unlimite d
sight calling. It uses only the Basic Program.

1 Ocean Wave to Corner Box or Partner Line
The oth er three Systems require some Mainstream calls.

1 Two-Faced Line Sight Resolution

9 Swing Thru, Turn Thru Resolution

1 Recycle Resolution

Chapter 8:  Pairing All Fo  ur Couples

The emphasis here is on pairing and seeing sequence. They are very efficient systems
if those two skills are mastered. Both use only one formation and mostly Circulates and
Trades.

1 Ocean Wave Resolution System

9 Circulate and Trade to a Promenade

Chapter 9: Resolving Toward Specific Goals

These systems depend upon the same type of resolution skills as Isolated Sight. They
help the caller identify an attainable goal FASR, but do not specify calls for moving the
dancers to that goal. If you like freedom to do what your mind sees as possible, these are
for you.

9 Corner Pairing System

1 Two Powerful Tools

1 Three States Resolution System

Chapter 10:  Resolutions When Using Limited Call Lists

The only sight calling options to use when calling for dancers who know about 30 calls
or less (through Dive Thru) are Chicken Plucker or Four Facing Lines Framework,
Isolated Sight, the Classic Dive Thru Resolution System, or the ones in this chapter.

1 Very, Very Basic Resolution

1 Even Setups and Restricted Sight

1 Paired and Corner Adjacent Resolution System

Chapter 1 1: Systems that Primarily Sort b y Sequence
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These systems require the caller to identify the sequence of the men without extra
clues. The various versions of the Slotting Syst em are the simplest. They all use a
modular framework and a resolution based on one sequence of calls. There is also a
helpful possible sequence correction at the end if it is misjudged earlier.

1 Slotting System

7) Add a Few Skills to Help You Adjust and Fix if Necessary
The sections listed below explain some very useful fixes.

Chapter 12:  Resolving During Singing Calls
1 Use a flexible length sequence

Chapter 13:  Various Fixes for Caller or Dancer Errors
T Oops! Wrong Sequence

8) Learn a Few Alternative Get  -Outs
The last section is an extensive list of Get -Outs from various FASRs. First investigate
some of the options for a Corner Box and a Partner Line.
1 Corner Box Get-Outs
i Partner Line Get-Outs

9) Practice

Initially, sight calling will feel like trying to juggle too many objects at once. Study until
you understand the theory and can successfully resolve when pushing pawns by hand or
using a computer program. Ultimately, the only way to master the skill of sight calling to
live dancers is to practice with live dancers. Begin with one sequence at a time, then one tip
at a time. Persevere! It is a skill worth mastering.

10) Drill

One of the best drills for improving sight calling ability is to have one caller set up the
dancers and another caller use a certain Sight Resolution System to resolve the square. The
set up can be varied according to the ability of the sight caller. Begin with Normal Couples
in common formations and gradu ally increase the difficulty by using other arrangements or
more complex formations.
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CHAPTER 2

TERMINOLOGY FOR DESCRIBING
OF THE SET

THE STATE

To properly describe any complex technological process, it is necessary to develop a well-
defined set of terminology. This chapter explains the definitions of the terminology that has
been chosen for precisely describing the state of a square dance set.

THE SQUARE
Head Wall

ide m @ ide
stg” (@ 2] \?v:u

Music and Caller
Head Wall

In all the diagrams men/gents/boys are shown as squares and women/ladies/qgirls are shown
as circles. There is a nose symbol on one side to indicate the facing direction.

Couple #1 is the couple with their back to the music and caller.
Couple #2 is the couple to the right of Coup le #1.

Couple #3 is the couple facing the music and caller.

Couple #4 is the couple to the left of Couple #1.

Head Couples are the couples with their back to the music and caller or facing the music
and caller. (Couples #1 and #3).
Side Couples are the couples with their sides to the music and caller. (Couples #2 and #4).

Ge nt PRarnérs is Lady #1 who is standing to his right.

Ge nt Gobrhé sis Lady #4 who is standing to his left.

Gent Gppodite isLady#3 who is facing him across the square.

Ge nt Rightd-dand Lady is Lady #2 who is the lady diagonally to his right.

Gent Bidgdnal Opposite is Gent #3 who is on the other side of the flagpole center
along the Line of Symmetry. (see Principle of Symmetry).

Lady #16s Partner is Gent #1 who is standing
Lady #106s Cor ner ftamling@ehertright# 2 who i s s

Lady #106s Opposite is Gent #3 who is facing
Lady #1 is GeHandLadh 6s Ri ght

Lady #106s Diagonal Opposite is Lady #3 who

the Line of Symmetry.

to
her
S on

h

a |
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Dancers maintain their numerical identity and Head or Side designations throughout
each dance from Static Square back to Static Square. These are their 0 h o medsitions.

Callers might refer to those current/|leverdancers he Si d
are standing where the Sides stand whaennd sO0gOra rge dn ad
Cornersdé stay the same. As the dancers move throc

different dancer pairs who are temporarily consi dered to be current opar:

SYMMETRIC CHOREOGRAPHY

Principle of Symmetry : In a symmetric set, a line drawn from any dancer through the
flagpole center of the set wi || i nandihesedwo t hat
dancers should always be equally far from the flagpole center. Also, any symmetric call or
choreography will always direct opposites to do corresponding and equal maneuvers.

Example: The Head Men ar dagenaolppotshemrds oHaadd 6Manroves
them forward along the Line of Symmetry and around each other with the two men always
equally far from the flagpole center.

The distinguishing characteristic of a symmetric square is balance. Draw a Line of
Symmetry between the dancers (avoid slicing any dancer into two pieces) through the
flagpole center to divide the square in half as shown below.

EH@ [} [1}
[4} @ [0} D> @[ (2] D[ D2
QG 3 [4}(D @ 3@ (2] @
@|{] {31 2]

Look at the position, gender, and facing direction of the dancers as you consider the five
typ es of balance:

1) Formation Balance : If the setup were rotated on the flagpole center through a half
turn, the formations on each half would match up exactly. This means that a symmetrical
square with dancers facing side walls in a Right -Hand Wave on the left half of the square
also has a Right -Hand Wave with dancers facing the side walls on the right half of the
square. Mathematically this is known as  Rotational Symmetry . All the types of balance
follow directl y from this underlying principle that our usual setups have 180 -degree
rotational symmetry.

2) Numerical Balance : There will be four dancers on each side of any line of symmetry.
3) Diagonal Opposite Balance : Two dancers who are diagonal opposites in the squared
set will always be diagonally opposite each other. They can never both be on the same side

of a line of symmetry. Dancers often identify their diagonal opposite dancer and use this
balance to verify or correct their po sition.

10
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4) Arrangement Balance  : There will always be two boys and two girls on each side of any
line of symmetry. If the setup were rotated through a half  -turn, the positions of boys and
girls would match exactly.

5) Relationship  Balance : The partner relationship will be the same for diagonal opposite
dancers. If Man #1 is with his Corner, then Man #3 must also be with his Corner.

The usual modern choreography maintains symmetry. The systems that follow for
resolving squares are int ended to apply to squares that are symmetric. Assuming symmetry
allows significant simplification of the resolving process.

Important Point: Knowing that both halves of the square are the same means it is only
necessary to focus on one half of the square .

RECOGNIZING ASYMMETRIC SQUARES

Squares may become asymmetric either because of dancer error or because the caller used
asymmetric choreography. If a square has become asymmetric because of dancer error, it is
important for th e caller to be able to recognize its lack of symmetry. Three Men together in
half of the square is one indication of asymmetry (it violates the Arrangement Balance). If

the caller sees any one of the five types of balance conditions not being met, then the  set is
no longer symmetric.

QoL
Ookl
®RIE
QOR
Pk
Qokl

{31 {4] 3] @ {5] (2]

Formation Numerical Diagonal Arrangement Relationship
Not Balanced Imbalance Opposite Not Balanced Not Balanced
Problem
There are some sight calling skills that can partly compensate for dancer errors and

these are briefly discussed in the Asymmetric Section of Chapt er 13. Except for that section,
all system descriptions in this document assume that the caller is watching a symmetric
square.

Callers can direct squares to become asymmetric by using asymmetric choreography
that distorts one or more of the five types of balance. Some traditional calls that direct only
one couple to be active result in an asymmetric setup. These resolve themselves as the
traditional sequence continues to move the active couple around the square and home again.
Directing just one c oueslthe Artammemeti asynimettcaGalingy 6 ma k
0Couples #1 and #2 Right and Left Thrudé makes the
also be seen by noting that the Diagonal Opposi te Balance is gone. Cal |
#2 Chaindé makes the FRiel The resohtorh of puchasituatomseis a
separate study, but there is a brief discussion at the end of Chapter 13.

11
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FASR TERMINOLOGY

0Set uysad as a noun means the overall Formation, Arrangement, Sequence and
Relationship of a square at any point in time. This is frequently referred to as a FASR.
FASR is simply the acronym for the four terms that describe the setup.

FORMATION

Formation refers to the pattern formed by the footprints of the dancers. Two characteristics
determine a specific formation. They are the geometric shape of the eight dancer locations
and the facing directions of the eight dancers. Three ¢  ommonly used geometric shapes are a
square, a circle and a 2 x 4 rectangle. Three common formations that all have the geometric
shape of a 2 x 4 rectangle are Facing Lines, Eight Chain Thru, and Right = -Hand Columns.
The differentiating feature for the three rectangles is the facing direction of the dancers
with respect to the 2 x 4 shape.

Geometry describes the shape of the eight dancer locations.
Position refers to the locati on of dancers within a formation ; such as centers, very
centers, ends, leaders, trailers, outsides, insides, in -facers, or out -facers.

The formations shown in the Figure 2.1 are regularly referenced when discussing sight
calling. These are shown with the boys and girls in their mo st common locations.
Interchanging boys with girls does not change the formation. For more formations, refer to
the OCALLERLAB Formationsdé <chart which is avail a
Ge n er a lbbxyreferato four dancers arranged i n any 2 x 2 grouping.

ARRANGEMENT

Arrangement refers to the position of the boys and girls within a given formation. A Couple

consists of two dancers standing side -by-side facing the same wall. A Normal Couple
consists of a boy and a gir/l with the girl standi

positions of the boy and girl makes a Half -Sashayed Couple with the boy standing on the
girl 6s r Sagmb Genderi Ghuples  are composed of two boys together or two girls
together. For a given formation there are six possible arrangements.

CALLERLAB hasdesi gnated arrangement numbers for 26 fo

and Arrangement Chartsé show pictograms of these.
CALLERLAB website. In this document, whenever the
Nor mal CoupolNeosrémadr6 & or mati on assume Arrangement (

Formation Chart on the next page. The arrangement numbers will be referenced when an
arrangement other than O is discussed so that readers may refer to the appropriate
pictogram if they wish.

12
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Figure 2.1: CHART OF COMMON FORMATIONS SHOWN IN THE NORMAL

ARRANGEMENT
Facing Lines Eight Chain Thru Parallel Right -Hand Waves
QLIQL] OO0 00O
ule]ule SARIoAN 1000
Lines Facing Out Trade By Parallel Left -Hand Waves
0000 Q00 QOO
QLIQM Oo4ado QOo
Parallel Right -Hand Double Pass Thru Right -Hand Column
Two-Faced Lines
OO0 QOO
OOQL] ooad o0od
OO QL

Parallel Left -Hand

Completed Double Pass

Left -Hand Column

Two-Faced Lines Thru
QLIOO OO0 {100
QLIOO O000 ooo0
Quarter Tag Three Quarter Tag Left Quarter Tag
QL OO0 QL
mieleIm mieleln QOO
mfe] QL O
Ends In Inverted Lines Ends Out Inverted Lines Right -Hand Tidal Wave
QOO OO0
HOOA ONAL OQOLO0OOM
Static Square Right -Hand Diamonds Right Tidal Two -Faced Line
QL O O
RS OQO0 uleleluiuleleln
O I B 0 O
00
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Ar

lin
se

If a reference point other than the center is selected, then six arra

rangement Numbering Concept S

The underlying numbering concept s for formations with couples is as follows:

Arrangement 0 has Normal Couples;

Arrangement 1/2 has Half -Sashayed Couples;

Arrangement 1 has Boy Couples on the left or outside;

Arrangement 2 has Girl Couples on the left or outside;

Arrangement 3 has Normal Couples on the left or outside with
Half -Sashayed Couples on the right or inside;

Arrangement 4 has Half -Sashayed Couples on the left or outside with
Normal Couples on the right or inside.

As an example of the six arrangements, consider the Facing Lines formation. Picture the
es facing the head walls. The description below applies to the line nearest the caller as
en by the caller (B=Boy, G=G irl).

0) Normal Couples (Girls on the right side of Boys): BGBG, (0 Line)

1/2) Half -Sashayed Couples: GBGB, (1/2 Line)

1) Boys together on the left and Girls together on the right: BBGG, (1 Line)
2) Girls together on the leftand Boys together on the right: GGBB, (2 Line)
3) Boys on the ends with Girls in the middle: BGGB, (3 Line)

4) Girls on the ends with Boys in the middle: GBBG, (4 Line)

QLIOL]
0000

OO
oOon

QO
0000

0O
oonOn

OO
mieJolm

QLUILO
oonOo

Arrangement 0 above
Arrangement 1/2 below

Arrangement 1 above
Arrangement 2 below

Arrangemen t 3 above
Arrangement 4 below

The existence of six different arrangements is less clear within a circle of eight dancers.
ngements can be seen. For

most calling purposes , there are only two distinct arrangements (alternating genders
BGBGBGBG or same gender pairs BBGGBBGG).
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SEQUENCE

Sequence State refers to the order of the home posi tion numbers of the dancers. In an At -
Home Static Square, the order for both boys and girls is 1 -2-3-4 in a counter -clockwise
circular loop. Since this is our basic setup this 1 -2-3-4 counter-clockwise order is known as
beingdl n Sequ.encebd

Sequence is always analyzed by drawing a single loop through all the boys or all the
girls. To determine the sequence of the boys in any given formation, move along the loop in
Promenade or counter -clockwise direction identifyin g one boy and then the next boy. If they
are in the 1 -2-3-4 order (you see 1 first and then 2, or perhaps you see 4 and then 1), then
they are In Sequence. If their order is 4 -3-2-1, then they are Out of Sequence . Sequence is
undefi ned for a formation such as a Tidal Wave where no loop is possible.

With symmetric choreography, the counter -clockwise order of the boys must either be 1 -
2-3-4 (In Sequence) or 4-3-2-1 (Out of Sequence). The same is true for the Girls. Therefore,
there are four possible sequence states:

1) Boys In Sequence and Girls In Sequence

2) Boys Out of Sequence and Girls Out of Sequence

3) Boys In Sequence and Girls Out of Sequence

4) Boys Out of Sequence and Girls In Sequence

olaleE ORI @O @R[
AOEG EOEG ARG aloJale

Boys In & Girls In Boys Out & Girls Out Boys In & Girls Out Boys Out and Girls In

RELATIONSHIP

Relationship is a description of which girl is temporarily in the same guarter of the square
as a certain boy. OQuarter of the squared may be
upon the formation and the usefulness of discussing the relationship of two nearby dancers.
If the formation is composed of couples, then the usual practice is to discuss the
relationships within the couples.
Relationship is usually not considered unless there are four obvious quarters each
containing a Gent and a Lady. A Gent may be with his Partner, his Right -Hand Lady, his
Opposite, or his C orner. These four possibilities are sometimes referred to as P -R-O-C
(Partner, Right -Hand Lady, Opposite, Corner).
When the relationship for the Head Boys is different than the relationship for the Side
Boys, recognizing the FASRrequi res noting | ocati on. After OHea
appropriate description would be: 0The boys on th
boys on the inside are beside their oppositeo.
Descriptive terms are sometimes used to clarify the  relative positions of the two dancers.
Theterm 0 Physi cal Re | ia sometimes lusedto refer to the side -by-side couple
pairing. Theterm o0 Vi s ual R e | aig sometinges usgudo refer to the relationship of
facing dancers.
When discussing resolving squares,a 0 Pai r ed Creferptd &ndan paired with his
original partner. Usually the  original partners are together as a couple but sometimes they
are facing each other or just in the same geometric quadrant.
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ONE FASR

Consider the FASR that can be described as Facing Lines Formation, Normal Couples
Arrangement, both Boys and Girls are In Sequence, and the Relationship is all dancers
beside their partner. The simple set up .for this

Af ter oPass Thru, Bend the Line, Ri ght and Lef't
FASR, but the location of specific dancers would be different. More dancing might place the
dancers in other setups that also fit this FASR description. In fact, t his FASR description
applies to all eight of the following setups:

(The leftmost diagram below shows the result of Heads Lead Right, Circle to a Line.)

(The leftmost diagram below shows the result of Sides Lead Right, Circle to a Line.)

QR @RI OL® 4] QO
alo)alo, afoJate EGEG BIORE®

Whenever we refer to a FASR and show one diagram, we are actually referring to all
eight of the possible variations of the FASR that result from changing facing direction or
exchanging Heads with Sides while maintaining the formation, arrangement, sequence and
relationship.

Rotating the square or exchanging Heads with Sides only affects the sight resolution
process by changing how far dancers need to Promenade to reach home. Except for At -Home
Resolutions, the calls needed to reach a correct resolution remain the same. The Promenade
distance becomes important during si nging call figures when the caller must plan an
appropriate amount of time for the Promenade.

Important Point: If the caller can mentally rotate the entire square and see a resolution,
then that resolution is there to be called.

THE SIXTEEN SEQUENCE AND RELATIONSHIP POSSIBILITIES

If we diagram all the Sequence and Relationship possibilities together, we discover sixteen
different FASRs for one Formation and Arrangement. Table 2.2 shows the sixteen cases for
the Facing Lines Formation with the Arrangement of all Normal Couples, and Table 2.3
shows the sixteen cases for the Eight Chain Thru Formation with the Arrangement of all
Normal Couples. (FASR names that appear in these tables are defined in the next sect ion.)
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Notice that these sixteen cases can be grouped into eight pairs of cases where both
members of the pair can be described in similar ways except for their  different sequence
states. Other formations will also exhibit this kind of pairing. These eight relationship
descriptions are often used when discussing possible resolutions. Also notice that every
possible FASR can be described in one of four ways:

1 1a, 1b, 8a and 8b: Each mands Partner i s i
Both members of two partner pai rs are in each group of four.

1 2a, 2 b, 6a and 6b: Each mands Corner i's 1in
Both members of one partner pair and both of their Corners are in each group of
four.

1T 3a, 3b, 7a and 7b: Each mands Opposite Lady

One dancer from each couple is in each group of four (no possible pair).

T 4a, 4b, 5a and 5 b-HandElady s in magnodpsof féur. g h t
Both members of exactly one partner pair are in each group of four.

Be aware that the Sequence and Relationship combinations that occur for Facing Lines
will be the same for other formations only when both the Sequence and Relationship are
determined along the single loop of sequence determination (See Diagrams A and B below).
For an Eight Chain Thru Formation with Normal Couples , the couple relationship within
the center couples is across the center and not along the single loop (See Diagram s B and C
below). Therefore, for an Eight Chain Thru formation it is often useful to consider
Relationships between facing dan cers (see Diagram B below).

A) Normal Facing Line, All Side -by-side with Partner:

@RI O[]
AOR nloJale

Everyone In Sequence Everyone Out of Sequence

B) Normal Eight Chain Thru, All Facing Partner:

[4} @ 5} [F @ 2} @
@ ] & {2] @ (4] @ (3]

Everyone In Sequence Everyone Out of Sequence

C) Contrast the a bove with the situation for original pa rtners standing s ide-by-side in a
Normal Eight Chain Thru f  ormation.

[4} @ 5} @ [F @ 2} 3
@ 1] @ 2 @ 2] @ (3]

Boys In Sequence, Girls Out of Sequence Boys Out of Sequence, Girls In Sequence

17

hi



CALLERLAB: SIGHT AND MODULE RESOLUTION SYSTEMS

POSSIBILITIES

Figure 2.2: SIXTEEN SEQUENCE AND RELATIONSHIP

oPartner Pairo o

Boys In and Girls In

rr owith
Note that for each number , a Right and Left Thru converts from (a) to (b)

FOR FACING LINES OF NORMAL COUPLES

Part nerby-sideeans
or vice versa.

Boys Out and Girls Out

1a) PEME 1b) @D
B@AO BIRERG
All with Partner All with Partner
2a) @LI@[E 2b) @ L@z
A®E® RIOE®
All with Corner All with Corner
3a) OE@[E 3b) @EIen
Bleldle; Hlo]B[o);
All with Opposite All with Opposite
4a) @EIE 4b) @ LEl@nl
RGO Hlolale);
All Gents with Right -Hand Lady All Gents with Right -Hand Lady

Boys In and Girls Out Boys Out and Girls In
5a) @@ 50) QB[]
Hlelole) @O

Exactly two Partner Pairs; each Gent is facing his Right -Hand Lady.

Partner Pair and the ir Corners are all in one line.
6a) @2 6b) O EI@®I[a]
Hlolo[o] RIGEG
Exactly two Partner Pairs; Corners are facing across.
7a) @EIRI[2 70) DO L®]
Blolalo] Hle]Ble]
Partners all in one line, but nobody is paired with original partner.
Each Gent is facing his Opposite Lady.

8a) @EIOE 8b) @EI@nl
alelale] Hlo]B[o]

All Partners are facing across.

18
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Chapter 2: TERMINOLOGY FOR DESCRIBING THE STATE OF THE SET

Figure 2.3: SIXTEEN SEQUENCE AND RELATIONSHIP
POSSIBILITIES FOR NORMAL COUPLES IN EIGHT CHAIN THRU

oPartner Pairdé or owith Partnerby-sidaeans
Note that for each number , a Right and Left Thru converts from (a) to (b)  or vise versa.

origin

BoysInand Girls| n Boys Out and Girls Out

1a) E RORFIRE) 1b) [4® 00
@ {4] & (1] @ 51 @ {2
All are facing their Partner .
2a) 4} ® G @ 2b) HROIFIRO
@ ] & (2] @ {3 @ &
Corner Box Corner Box Out of Sequence
All are facing their Corner, exactly two Partner Pairs .
3a) E ROJFI RO 3b) O RENEIRE)
@ {4 &[] @ 3] @ (2]
All are facing their Opposite.
4a) E RO 6 4b) 3OO0
@ {4 &[] @ 3] @& (2]
Right -Hand Lady Box Across the Street Box
All Gents are facing their Right -Hand Lady; exactly two Partner Pairs
Boys In and Girls Out Boys Out and G irls In
5a) E1RORE RO 5b) EI RO RE)
@ 3] @ {4] @ 2] @ {1]
All Gents have their Right -Hand Lady beside them.
Two Partner Pairs are facing and  two opposite pairs are facing.
6a) F1RORE RE) 6b) &} @ [2} @
@ 3] @ {4] @ {21 & {1
All have their Corner beside them.
Two Partner Pairs are fac ing and two Opposite Pairs are facing.
7a) EROIFILE) 7b) 1 RONE RO
@ 4] @ (1] @ 51 @ (2]
All h ave their Opposite beside them.
8a) EIROJFIRG 8b) 4O O
@ {4 & (] @ {3] @ (2]
Lead Left Box Lead Right Box
All have their Partners beside them.
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USEFUL SEQUENCE AND RELATIONSHIP PATTERNS TO NOTE

(The probabilities given assume that all 16 possibilities occur with equal frequency.)

1) How frequently are all four couples paired?

All four couples paired occurs 2/16 = 1/8 of the time. In  addition, all dancers are facing

their partner 2/16 = 1/8 of the time.

2) How frequently are exact ly two couples paired?
Exactly two couples paired occurs 4/16 = 1/4 of the time. For Normal Facing Lines those

four cases all occur when the sequence for the boys is different from the sequence for the

girls. For Normal Eight Chain Thru those four cases all occur when the sequence for the

boys is the same as the sequence for the girls. W hen using many Sight Resolution

Systems, it is important to be able to recognize these eight cases.

3) How frequently is there a potential partner pair within half the square?
Both members of at least one partner pair are present within half the square in all but
four of the possibilities. That is 12/16 = 3/4 or 75% of the time.

Important Point: There are only four cases where partners seem to be far apart. They are

when every gent has his opposite lady for a partner or when every gent is facing his opposite
lady. Learn how to deal with those cases and pairing at least two couples should always be
easy.

NAMES FOR COMMON FASR STATES

Although the following formations are made of two boxes or two lines, the CALLERLAB
assigned names are singular. The name choice reflects the choreographic importance of the

fact that symmetry allows a caller to focus on just one of the boxes or lines. Whe n the focus
is the whole square rather than just f ofumerdancer s

Zero Lines) is commonly used.

AT -HOME STATIC SQUARE (SS) or (formerly ZS) m@ EI@

Everybody is at Home @ @
@

CORNER BOX (CB) (formerly ZERO BOX (ZB)):

The FASR resulting from calling

OHeads (or Sides) Square Thru Four

(Eight Chain Thru formation, Normal Couples,

Paired Couples on the Outside, all dancers Facing their  Corner)

® [

e
Qi
N®

CORNER BOX OUT (CBO):

The FASR resulting from calling

OHeads (or Sides) Square Thru Four
(Eight Chain Thru formation, Normal Couples,

Paired Couples on the Inside, all dancers Facing their Corner)

QL
H&®
QR
=

20
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Chapter 2: TERMINOLOGY FOR DESCRIBING THE STATE OF THE SET

RIGHT -HAND LADY BOX OUT OF SEQUENCE (RBO):

(also known as ACROSS THE STREET BOX (XB))

The FASR resulting from calling oOF
(Eight Chain Thru formation, Normal Cou  ples,

Paired Couples on the Outside, all Gents Facing their Right -Hand Lady)

®El
L1©
QL
N®

r Sides)

RIGHT -HAND LADY BOX (RB):

The FASR resulting from calling

OHeads (or Sides) Square Thru Two,
(Eight Chain Thru formation, Norm  al Couples,

Paired Couples on the Inside, all Gents Facing Their Right -Hand Lady)

Left

Lkl
H&®
QR
EJ@

LEAD RIGHT BOX (LRB):

The FASR resulting from calling OoF4@[}@r Sides)
(Eight Chain Thru formation, Normal Couples, all with Partner,

Boys Out of Sequence, Girls In Sequence) @ @ @ @

LEAD LEFT BOX (LLB):

The FASR resulting from calling O[3 r Sides)
or OHeads (or Sides) FIutterwheeI,@E@}@Thru and

(Eight Chain Thru formation, Normal Couples,  all with Partner ,
Boys In Sequence, Girls Out of Sequence)

THE EIGHT SAME -SEQUENCE NORMAL FACING LINE FASR S

PARTNER LINE (PL) (formerly ZERO LINE (ZL)):

The FASR resulting from calling @ @ @ |§_|
0Sides (or Heads) Lead Right, Ci neo
(Facing Lines, Normal Couples, all In Sequence, all with Partner) E @ m @

PARTNER LINE OUT OF SEQUENCE (PLO):

(formerly ZERO LINE OUT OF SEQUENCE (ZLOS)) @EOD

The FASR resulting from calling

0Sides (or Heads) Lead Right, CircIE'@El@ Line, R
(Facing Lines, Normal Couples, all Out of Sequence, all with Partner)

CORNER LINE (CL):

The FASR resulting from calling @ E| @ @
OHeds (or Sides) Square Thru Four, Thruo
(Facing Lines, Normal Couples, all In Sequence, all with their Corner) @ IEI @
CORNER LINE OUT OF SEQUENCE (CLO):

The FASR resulting from calling @ |I| @ @
OHeads (or Sides) SqgRamgétTlma, LSIfitd :
(Facing Lines, Normal Couples, all Out of Sequence, all with their E' @ E' @

Corner)
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OPPOSITE LINE (OL):

The FASR resulting from calling (‘)He@@@@di es Cha
Sides Star Thru and Pass Thr u, Circ a Linebo
(Facing Lines, Normal Couples, all In Sequence, all with their Opposite) E' @ @

OPPOSITE LINE OUT OF SEQUENCE (OLO):

The FASR resulting from calling (‘)He@m@di es Cha:
Sides Star Thru and Pass Thru, Circleto a Line, Right and Lef t ~

(Facing Lines, Normal Couples, all Out of Sequence, all with Opposite) E' @ El @

RIGHT -HAND LADY LINE (RL):

The FASR resulting from calling OHe@@@@r Sides)
Pass Thru, S| i de Thr u, Ri ght and Left Th

(Facing Lines, Normal Couples, all In Sequence, E' @ @

all Gents with their Right -Hand Lady)

RIGHT -HAND LADY LINE OUT OF SEQUENCE (RLO):

The FASR resulting from calling @ E| @

OHeads (or Sides) Star Thru and Pas , Slide
(Facing Lines, Normal Couples, All Out of Sequence, El @ El @

all Gents with their Right -Hand Lady)

ALLEMANDE LEFT FASRs

The obvious goal of resolving is to bring all dancers back to their home position in an orderly

manner . I f this is done using an OAll emande Left
be in position to do the Allemande Left with their original corner and then to Promenade

with their original partner. This requires both the boys and the gir Is to be In Sequence and

in a position where it is comfortable for all dancers to give a left arm to their corner. The
following FASRs are the commonly used Allemande Left setups. In every case where
Arrangement numbers have been designated for the Formati  on, the Allemande Left FASR
is the 0 Arrangement.

1) Eight Chain Thru (Corner Box ) (Formerly  Zero Box):

Normal Couples, Outside dancers are Paired with their Partner, [4} 3 [3} @
the Inside dancers are standing b eside their Opposite and F acing their

Corner @ m @ @
2) Trade By:

Normal Couples, all In Sequence, al | back-to-back with their Partners

E®
QL
M®
O[]

3) Static Square or Circle: @ E‘I
Normal Couples, all In Sequence, m @
all with their Partners

@ {2
afo;
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Chapter 2: TERMINOLOGY FOR DESCRIBING THE STATE OF THE SET

4) Lines Facing Out:

Normal Couples, all In Sequence,

and all with their Original Corner as their Temporary Partner EI @ EI @
(Note that once the Allemande Left is called, all dancers will turn @ |1| @ @
to face their corner, which changes the FASR into a Corner Box.)

5) Facing Lines (Partner Line ) (formerly  Zero Line): @ EI @ @
Normal Couples, all In Sequence, and all with their original Partner
(Note that once the Allemande Left is called, the center dancers will |I| @ |E| @

turn to face their corner, which changes the FASR into a flattened Circle.)

Although Allemande Left is called from this FASR, there is nearly always an uncomfortable
moment of surprise because the center dancers tend to be focused on the dancer they are
facing and the others in their box. Allemande Left requires a significant change in focus to

the dancer beside them but in the other box . This can be avoided by call
before calling O0All emande Lefto.

6) Parallel Left -Hand Waves:

Boys in Center and Girls on Ends (O Parallel Left -Hand Waves), @ EI E-I @

all In Sequence and holding left hand with Corner @ m |§_| @

This FASR is equivalent to Corner Box, Step to a L eft-Hand Wave; however, the call that
results in this Allemande Left FASR would likely be something utilizing Wave formations.

7) Left -Hand Three -Quarter Tag:
Normal Couples on the Outside and BGGB Wave in the Center, @
all In Sequence and all with Corner 'n

[z}
@

RO

8) Allemande Thar:
Boys Inside and Girls on the Outside,
all In Sequence and holding left arm with Corner

Bl

This FASR is nearly equivalent to the result of asking
dancers in a Square or Circle to face their Corner; however, @ E-I @
the call that results in this Allemande Left FASR would
likely be something utilizing Thars.

QR

SNEAK PREVIEW

Ensuring that all dancers have been correctly placed into one of these FASRs can be
accomplished in various ways. In general, the various resolution systems help the caller
move the dancers into a preliminary identifiable FASR. From that FASR the caller is
expected to know a series of calls that will move the dancers to one of the Allemande Left
FASRs.

Example of the three steps
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CALLERLAB: SIGHT AND MODULE RESOLUTION SYSTEMS

1) Preliminary identifiable FASR: Facing Lines, all with Original Partner in Normal

Couples, Out of Sequence (PLO)

2) The series of movesud 0Star

3) Allemande Left FASR: Trade By, listed as #2 above

Thr u, Pass

The skill of being able to move the dancers into a preliminary identifiable FASR must
mastered before the final series of calls can be used. Chapter 4 discusses several skills
arecommon to all Sight Resolution Systems.
implies two of these skills have been successfully applied. Normalizing is the process of
moving dancers into Normal Couples. Pairing is the process of bringing original Part

together.

OTHER FASRs THA T LEAD DIRECTLY TO A RESOLUTION

Although Allemande Left is commonly used as part of the resolution process, it is not

Th

be

that
oAl I

ners

necessary. Here are some other FASRs that are easy to resolve without using an Allemande

Left. In each case the title of the section indicates the next call to be used in the resolution

process.

RIGHT AND LEFT GRAND FASRs
The resolution calls might

1) Parallel Right -Hand Waves :
Boys in the Center and Girls on the Ends (1/2 Right Wave
all In Sequence, and all with Partners

2) Eight Chain Thru
Half -Sashayed Couples (1/2 Eight Chain Thru),
all In Sequence, and Facing Partner

3) Trade By:
Half -Sashayed Couples (1/2 Trade By), all In Sequence,
Paired on Outside, and back-to-back with Corner

4) Three -Quarter Tag

Half -Sashayed Couples on the Outside

and GBBG Wave in the Center (1/2 Three -Quarter Tag),
all In Sequence, and all with Partner

5) Wrong Way Thar
Boys in the Center, all In Sequence,
and all with Pa rtner
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Chapter 2: TERMINOLOGY FOR DESCRIBING THE STATE OF THE SET

WRONG WAY GRAND FASRs

The resolution calls might be O0Wrong Way Grand, S
Way Gr and, Wrong Way Promenade6.

1) Eight Chain Thru
Normal Couples, all In Sequence, and all Facing Partner

2) Trade By:
Normal Couples, all In Sequence, Paired on Outside,
and all Gents back-to-back with their Right -Hand Lady

MN® ©®IL

He OH
QE RO
QL RNO

PROMENADE FASRs
The resolution call might be O0OPromenade Homed or

1) Parallel Left -Hand Two -Faced Lines:
Normal Couples, all In Sequence, and all wit h Partners g E gg

QUADR ANTS

't i s useful to be able to describe a dancerodos | o
how a single call moves the dancers, and how a sequence of calls moves an individual dancer

around the square. When creating singing call figures, we need to pay attention to where a

couple begins the Promenade so that we know approximately how many beats of music they

will need to reach home. Using an At -Home Resolution sequence requires precise knowledge

of dancer locations so that al | will end up at home after the sequence is complete. Generally,

the square is divided wup into four regions whic
dividing and labeling has been done in several ways. Here are three different applications.

AXES:

Draw a line between Couple #1 and Couple #3 and call it the Head Axis. Draw another line

bet ween Couple #2 and Couple #4 and <call it the
Sigwmdom the <call er 8 singpdownmn theadancevloog thesé cam &so be

referred to as the Vertical Axis and the Horizontal Axis r especti vely. After t he
Pass t he th®©Heada wodld be standing on the Head or Vertical A xis.

GEOMETRIC QUADRANTS

The following application uses the geometric de
purely a way to designate a dancerds | ocation on the
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The Axes described above divide the square into four separate regions using two
perpendicular Lines of Symmetry. In Geometry ,t hese are known as oquadr an
dancing purposes,t hese quadrants can be named from each ¢
dancers are at home in a Static Square they are all in their own Home Quadrant. Each
guadrant contains two dancers who have a corner relationship. When dancers move through
the cal ISqgu@raemd they all move only wiDanbeismayt hei r o
be in thei r Home Quadrant , and simultaneously be in an Allemande Left FASR.

Q|El
2} &) [ G®|E @ ERE@

@ {2 @ [1|@ 2 @ @[
[1|®

Static Square

Normal Lines Facing Out Corner Box

I f an OAll emande Leftoé were called from the pos
their Home Quadrant, then all dancers would end facing their Partners in the correct
position to bow and face in to make an At -Home Static Square.

Also,i f o0Corner Swing, Promenaded6 were called fro
call, each Man and his new Partner would dance all the way around the circle using a full
16 beats to reach home.

fBoy#1lwerei n Boy #40s Home Quadrant, then Boy #1 v
left away from his home.

| f Boy #1 wer e i Quadanmtythed# Bay ¢l wduadribe in the quadrant
opposite his home.

Each corner pair shares their Home Quadrant and views the other three quadrants in
the same way.

For Boy #1 and Girl #4, the quadrants are labeled as shown on the left below.
For Girl #1 and Boy #2, the quadrants are labeled as shown on the right below.

Left Opposite Opposite Right
Home Right Left Home
View for Boy #1 and Girl #4 View for Girl #1 and Boy #2
When a full Promenade is desired for a singing call, the corners should meet to Swing in
the Mandés Home Quadrant, the mands Right Quadran
guadrants. Not e t hat meeting in the Mand6s Ri g-beat Quadr :

Promenade, but it discourages the dancers from stopping at home after a very short
Promenade.
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Chapter 2: TERMINOLOGY FOR DESCRIBING THE STATE OF THE SET

As another illustration of how quadrant locations might be useful, consider the following
diagrams of Parallel Right -Hand Waves with Girls in the center.

2 @@ [
E @G E

mfSjElD
HO®]

Al dancers are in their Opposite Quadrant. From
Circulate 1 1/2 and S| iHdme Rasblutiand r € "N ' an At
COMPASS QUADRANTS NW | NE

W E
Another approach to the g uadrant designation is to think of the SIWI|SE
guadrants in terms of compass poi nt s. From the <ca oint of
the near, left quadrant is SW, the far , left quadrant is NW, the far , =

right quadrant is NE, and the near , right quadrant is SE. Using thi s approach, the #1
Couple would be home in the South, the #2 Couple in the East, #3 Couple in the North and
#4 Couple in the West.

RELATIONSHIP QUADRANTS

Divide the square into four quadrants using a  Big X. Label the four quadrants according to
the number of the Couple at home in the quadrant.

3

Starting at the bottom and moving counter -clockwise, the four
regions might be referred to as quadrants  #1, #2, #3, and #4. They
o are also known as the 1st, 2nd, 3rd and 4th quadrants.

If the relationships are being emphasized, the quadrants might be referred to with
respect to Man #1 using the P -R-O-C terminology. That would make #1 the Partner
Quadrant, #2 the Right-Hand Lady Quadrant, #3 the Oppo site Lady Quadrant and #4 the
Corner Quadrant.

3 This application is used primarily when the dancers are in a 2
31 i3 x 4 grid and can be easily split into two groups of four dancers.
---------------- These groups are considered to be either in the 1st and 3rd
. L HH 1R .
4 irmterme i 9 quadrants orin the 2nd and 4th quadrants.
41 ICHICH 12!
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The quadrant designation of dancers in the center four positions depends on the position
of the 2 x 4 grid and the current focus of the calls.
Example 1: Eight Chain Thru Example 2: Eight Chain Thru

3

4 2 BB,
@ [2] @ (@)@
@
1
1
Man #1 is in Quadrant 1 Man #1 is in Quadrant 2
(his Partner Quadrant) (h is Right -Hand Lady Qu adrant)
Example 3: Facing Lines Example 4: Facing Lines
3

1
Man #1 is in Quadrant 3 Man #1 is in Quadrant 4
(his Opposite Quadrant) (his Corner Quadrant)

Once a quadrant of four dancers is established, the quadrant remains the same until a
call is used that changes the group of four dancers , or moves all of them to another quadrant
(such as Double Pass Thru).

Example 1: Follow this action with pawns to see how Man #1 is moving around the square
during this sequence of calls. The ref erences to right, left, near and far are as the caller
seesthe action.

OHeads Lead

For Man #1 the focus is on the box in the right  half of the 2 x 4
.1
g % % grid. Man #1 has been moved into position ready to dance in
quadrant 2.

28
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oSwing Thr u 6

@ The box becomes a wave, which is still in the right  half of a 2 x
E 4 grid. Man #1 is one of four dancers in quadrant 2.

form a box. Man #1 is in the box which is in the half of the 2 x 4
grid near the caller so Man #1 is dancing in quadrant 1.

[

IE IE A new group of four dancers are involved in this call and they
@ Q

O @

{1] {4]

0Swing Thr

m E The focus changes again to the waves. Man #1 is in the wave
@ @ on the left half of the 2 x 4 grid so he is dancing in quadrant 4.

0Boys Rut
Wheel and Deal, All of this action occurs within the same four dancers and in
Squar e Thi quadrant4.

@ [} @ [4}
21 @ €51 &

OAl |l emande

This resolution is using the Allemande Left FASR  called
Promenade/

0Trade By©6.

Example2: 6 Heads Square Thru 4, Step to a Wave,

This places Man #1 in quadrant #3 on the end of the Vertical Axis
ready for 0 Hi nge and Rol I, Ri ght and

Slide Thru, Youdre Home6.
@ @Il

L

@
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CHAPTER 3

MODULES o DEFINITIONS AND USAGE

Modules are a series of one or more calls that move dancers from one known FASR to
another known FASR. The use of modules is a la rge topic that has been extensively
addressed elsewhere. This discussion will focus on defining the more commonly used types
of modules and explaining how they are useful. For more detail about modules and
extensive examples, please refer to other referenc es such as:

1 Chapter 16 of The Caller Text , compiled by Bob Osgood

1 The Mighty Module , by Bill Peters

T Caller/ Teacher 8ds Qu ediek byRCaNineCansphed &nd @on i d e
Armstrong

GET -IN AND GET -OUT MODULES

The most commonly used modules are Get -Ins and Get-Outs. A Get-In Module is a series of

calls that move the dancers from an At -Home Static Square (SS) to a known FASR. This

FASR is usually a Corner Box (CB) or Partner Line (PL), but there are many other

possibilities. A Get-Out Module is a series of calls that move the dancers from a known

FASR to an At -Home Static Square. Usually the listing of a Get -Out Module ends with

OAl l emande Leftd or 0Riuditisaasonied that thetcall&icaam filldnd b e c a
any additional calls needed to complete the resolution to home. ( B = Basic, M =
Mainstream, P = Plus)

Example Get -Ins to a Partner Line (SS -PL) (formerly Zero Line ( ZS-ZL)) :

B1: Heads Lead Right, Circle to a Line (or Each Four Circle Left three -quarters)
B2: Heads Lead Right, Swing Thru, Boys Run, Bend the Line

B2: Heads Lead Right, Veer Left, Chain Down the Line, Flutterwheel

M: Heads Touch 1/4 and Walk and Dodge, Swing Thru, Boys Run, Bend the Line
M: Heads Pass the Ocean, Those Ladies Trade, Extend, Recycle, Slide Thru

P: Heads Lead Right, Dosado to a Wave, Ladies Trade, Linear Cycle

Example Get -Outs from a Partner Line:

B1: Pass Thru, Bend the Line, Star Thru, Pass Thru, Allemande Left
B2: Touch 1/4, Column Circulate, Boys Run, Allemande Left
B2: Touch 1/4, Column Circulate, Girls Run, Right and Left Gr  and
B2: Pass the Ocean, Girls Trade, Swing Thru, Right and Left Grand
M:  Slide Thru, Square Thru 3, Left Allemande

M: Pass the Ocean, Recycle, Veer Left, California Twirl, Promenade

M: Pass Thru, Tag the Line, Leaders U -Turn Back, Pass Thru, Allemande Left
P: Load the Boat, Square Thru Three, Left Allemande
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Exercise: Use the above Partner Line Get -Ins and Get -Outs to create choreography. Using
examples from the appropriate program, randomly call one Get -In and then one ( Get-Out.

ZEROS

A Zero is a series of calls that begin and end in the same FASR. There are various kinds of
Zero Modules. True Zeros are a series of calls that begin from a given FASR and always
end in the same FASR. The square might be rotated with respect to the walls. If a True Zero
also returns every dancer to the same footprints, then it is known as a Geographical Zero
True and Geographical Zeros apply to a given Formation and often for a given
Arrangement. When using True Zeros the Sequence and Relationships do not matter but
will be maintained. A Fractional Zero  is a module that must be ca lled two or more times
to make a True Zero. For example, a 1/3 Zero must be repeated 3 times to make a True Zero.

GEOGRAPHICAL ZEROS

Examples of Geographical Zeros for Normal Eight Chain Thru (such as CB-CB):
B1: Right and Left Thru, Veer Left, Chain Down the Line, Star Thru
B 2: Swing Thru, Boys Run, Bend the Line, Reverse Flutterwheel, Star Thru
B2: Swing Thru, Boys Run, Wheel and Deal

Examples of Geographical Zeros for Facing Lines (such as PL -PL):
B2: Pass Thru, Wheel and Deal, Double Pass Thru, First Couple Go Letfft,
Second Couple Go Right
B 2: Pass the Ocean, Centers Trade, Swing Thru, Centers Run, Bend the Line
M: Pass the Ocean, Recycle and Sweep a Quarter

TRUE ZERO FLIP -FLOPS

A True Zero that rotates the whole squ&tepb880 deg:

Flip -Flop Examples from Normal Facing Lines (such as PL -PL):
B1: Pass Thru, Bend the Line, Forward and Back, Pass Thru, Bend the Line
M: Pass Thru, Tag the Line In, Box the Gnat, Right and Left Thru
M: Rollaway, Pass Thru, Tag the Line, Centers In, Cast Off 3/4
P: Right and Left Thru, Load the Boat, Slide Thru

Flip -Flop Examples from a Normal Eight Chain Thru (such as CB -CB):
M: Eight Chain Four
M: Slide Thru, Pass Thru, Tag the Line, Leaders U -Turn Back
P: Relay the Deucey, Single Hinge and Roll, Box the Gnat

TRUE ZEROS THAT CHANGE THE MA JOR AXIS BY 90 DEGREES

Sometimes it is useful to rotate the whole square 90 degrees to reduce crowding, make it
easier to describe an action, or to facilitate an At -Home Resolution.

These True Zeros rotate the square 90 degrees clockwise.
B2: From Normal Eight Chain Thru: Swing Thru, Boys Run, Couples Circulate,
those facing out (leaders) California Twirl, Two Ladies Chain, Star Thru
B2: From a Normal Eight Chain Thru: Touch 1/4, Split Circulate, Boys Run, Pass Thru,
Wheel and Deal, C enters Pass Thru
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M: From Facing Lines: Pass Thru, Wheel and Deal, Centers Pass Thru, Touch 1/4,
Walk and Dodge, Partner Trade

These True Zeros rotate the square 90 degrees counter
B1: From Normal Facing Lines: Two Ladies Chain, Star
Centers Pass Thru, Circle to a Line
M: From Eight Chain Thru: Touch 1/4, Walk and Dodge, Wheel and Deal, Zoom,

Centers Pass Thru

FRACTIONAL ZEROS

Examples of F ractional Zeros of various kinds:

From Normal Facing Lines this is a 1/3 Zero:

-clockwise.
Thru, Centers Arch, Dive Thru,

(3 repeats is a 90 degree rotation)

M: Pass Thru, Wheel and Deal, Double Pass Thru, Centers In, Cast Off 3/4

From a Normal Eight Chain Thru these are 1/2 Zeros:

B2: Star Thru, Pass Thru, Wheel and Deal, Centers Pass Thru (twice is a Flip

M:  Touch 1/4, Scoot Back, Boys Run, Star Thru (twice is a Geographical Zero)

From Parallel Waves this is a 1/4 Zero:

B2: Swing Thru, Ends Circulate

Exercise:

CORNER BOX MODULES USING

Corner Box Get -In

Zero from Normal
Eight Chain Thru

BASIC CALLS

(4 repeats is a Geographical Zero)

Use the following charts to create modular choreography. Randomly call one Get
In, and then one Zero. End with Allemande Left or add one Get

-Out.

Corner Box Get -Out

-Flop)

Heads Square Thru Four

Swing Thru,
Centers Run,
Wheel and Deal

Touch 1/4, Girls Run,
Touch 1/4, Boys Run,
Allemande Left

Sides Touch 1/4,
Those Boys Run

Right and Left Thru,
Veer Left, Ferris Wheel,
Centers Pass Thru

Right and Left Thru,
Rollaway, Pass Thru,
Right and Left Grand

Heads Star Thru and
California Twirl

Circle to a Line,

Pass Thru, Wheel and Deal,
Double Pass Thru,

Leaders Partner Trade

Star Thru,

Right and Left Thru,
Pass Thru,
Allemande Left

Heads Promenade Halfway,
Sides Square Thru Two

Touch 1/4, Split Circulate,
Boys Run, Pass Thru,
Wheel and Deal,

Centers Pass Thru

Swing Thru,

Girls Circulate,

Boys Trade,

Right and Left Grand
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CORNER BOX MODULES USING MAINSTREAM CALLS

Corner Box Get  -In

Zero from Normal
Eight Chain Thru

Corner Box Get -Out

Swing Thru, Swing Thru, Cast Off 3/4,
:ﬁ;dssli(?;)#\rr]j Gnat Spin the Top, Walk and Dodge,

Slide Thru Allemande Left
Heads Pass Thru Slide Thru, Spin Chain Thru,

and Cloverleaf,
Double Pass Thru,

Pass the Ocean,
Ladies Trade,

Girls Circulate Two,
Right and Left Grand

Leaders Partner Trade Recycle (or Turn Thru, Allemande Left)
Sides Pass Thru and Slide Thru, Slide Thru,

Separate around 1 to a Line, Pass Thru, Right and Left Thru,

Pass Thru, Tag the Line, Dixie Style to a Wave,

Ends Cross Fold

Leaders U -Turn Back

Boys Trade, Left Allemande

Heads Pass the Ocean,
Those Ladies Trade,
Centers Recycle

Eight Chain Four

Swing Thru, Girls Circulate,
Boys Trade, Turn Thru,
Left Allemande

and Pass Thru

THE CHICKEN PLUCKER
Part of an old patter routine written by Bill Shymkus and published in Sets In Order
magazine in 1957 has become the standard framework for using modules.

The relevant part of the original r oand Divee i s:
Thru, Pass Thru and a Right and Left Thru, turn your girl and you Dive Thru, Pass Thru

andaRi ght and Left Thru, and you turn your gir/l
The name describes the chicken -picking -up-corn action as the dancers Dive Thru three
tim es.

As a standard framework, the Chicken Plucker has two basic versions. Both versions
begin and end in a Corner Box. An Across the Street Box (XB) is also known as a Right -
Hand Lady Box Out of Sequence (RBO). isFrmore t hi s
descriptive.

Version 1 uses most of the original calls and only Basic Part 1 (start in a Corner Box):
Right and Left Thru, Dive Thru, Centers Pass Thru (Across the Street Box)
Right and Left Thru, Dive Thru, Centers Pass Thru (Corner Box)

Version 2 is a more modern equivalent for those dancing the Basic Part 2 Program:

Right and Left Thru, Pass Thru, Trade By (Across the Street Box)
Right and Left Thru, Pass Thru, Trade By (Corner Box)
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Half of the Chicken Pluckerisa 1/2 Fr acti onal Zero (ORight and Le
Centers Pass Thrud). When it has been called onc
FASR is sometimes referred to as oOoHalf Pluckedo.

This framework provides several opportunities for choreographic  variety. An appropriate
Zero Module may be inserted at any convenient interruption point. Also , any of the calls or
call combinations may be replaced by an appropriate equivalent set of calls (more on
Equivalents in a few pages) .

When first experi menting with the Chicken Plucker , it is easiest to see what is
happening if each of the replacement or interrupt modules places the dancers in the same
geographical position as the original Chicken Plucker.

Exercise 1. Use the suggestions below to create some modular choreography. Randomly
select one module from each part of the Chicken Plucker Framework.

Corner Box Get In (SS  -CB):
1 Heads Square Thru Four
1 Sides Flutterwheel and Sweep a Quarter , Centers Pass Thru
1 Heads Right and Left Thru and Half Sashay and Star Thru
Half of the Chicken Plucker (CB -XB or XB -CB):
1 Right and Left Thru, Dive Thru, Centers Pass Thru
1 Square Thru Three, Trade By

1 Swing Thru, Centers Run, Couples Circulate, Chain Down the Line,
Flutterwheel and Sweep a Quarter

Geographical Zero for Normal Eight Chain Thru (such as CB -CB):
1 Right and Left Thru, Veer Left, Chain Down the Line, Star Thru
1 Swing Thru, Boys Run, Bend the Line, Reverse Flutterwheel, Star Thru
1 Swing Thru, Centers Run, Ferris Wheel, Centers Pass Thru
Second Half of the Chicken Plucker (RLO -CB or CB -RLO):
1 Right and Left Thru, Pass Thru, Trade By

9 Each 4 Circle Left 1/2, Centers Arch Dive Thru, Centers Pass Thru
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1 Right and Left Thru, Veer Left, Ferris Wheel, Centers Square Thru 3

Allemande Left

Exercise 2: Once the basic Chicken Plucker framework is well understood, consider using
some modules that are not geographically equivalent to the original. Use a Get  -In Module
that makes a Corner Box in a different location. Replace the Geographical Zero with a
True Zero. Use a True Equivalent to Half of the Chicken Plucker. Add a Get  -Out Module
at the end.

Corner Box Get -In ( SS-CB):
1 Heads Right and Left Thru, S ides Star Thru and Pass Thru
1 Heads Flutterwheel, Sides Lead Right, Pass Thru, Trade By

Half of th e Chicken Plucker (CB  -XB or XB -CB):

1 Swing Thru, Centers Run, Couples Circulate, Ferris Wheel, Centers Pass
Thru, Each Four Circle Left Halfway

1 Centers Spli t Two and Separate around 1, come into the middle and  Star
Thru, Centers Pass Thru

1 Left Swing Thru, Girls Run, Ferris Wheel, Centers Wheel Around
True Zero for Eight Chain Thru ( CB-CB):
9 Circle Left 1/4, Pass Thru, Wheel and Deal, Zoom, Centers Pass Thru

1 Half Square Thru, Wheel and Deal, Centers Pass Thru, Flutterwheel

True Equivalent for Second Half of the Chicken Plucker
(XB-CB or CB-XB):

1 Pass Thru, Trade By, Right and Left Thru

9 Circle Left 1/4, Pass Thru, Bend the Line, Each Four Circle Left 3/4

Corner Box Get -Out:
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1 Step to a Wave, Girls Trade, Girls Cross Run, Left Allemande

1 Swing Thru, Girls Circulate, Boys Trade, Right and Left Grand
RESOLVING USING THE CHICKEN PLUCKER FRAMEWORK

Trying to remember several modules and keep track of the framework location can be
challenging. It is helpful if the caller also watches the dancers to confirm the framework.
Before beginning to call, note one se t of corner dancers and their partners.

After the Get -In to the Corner Box, there is a paired couple on the outside and everyone
is facing their corner. The Chicken Plucker framework moves the dancers from this Corner
Box FASR to an Across the Street Box and then back to the Corner Box FASR. Watch the
paired couples to track the framework. Confirm that corners are facing and that the paired
couples are on the outside before calling O0Al Il ema

3} @ B D O ® 2} O [a} D [OF B
@ (] @ (2] @ (4] @ (5 @ G @ 2]

Starting Corner Box after Right and Left Thru  after Pass Thru and Trade By
RN EE) ERONFILE) QB G
@ {3] @ (2] @ {a] @ (1] @ {1] @& (2]

Across the Street Box after Right and Left Thru after Pass Thru and Trade By

If something goes wrong duri ng this process, it is often possible to use a small amount of
sight calling to bring the dancers back into the framework, and then use the known
framework to resolve. Furthermore, this process will work from any starting point if the
caller can achieve St ep 1. This is not the most efficient nor elegant resolution system, but it
does reinforce some very basic concepts about pairing and moving the dancers into a Corner
Box.

1) Return the dancers to a Normal Eight Chain Thru.
The Formation Management s ection in Chapter 4 has suggestions for doing this.
Hint 1: Unless same genders are facing, Star Thru will make normal couples.
Hint 2: California Twirl will turn a normal couple around.
Hint 3: If same genders are facing, use dGents with a Lady on the right roll her away &

2) Return to the Chicken Plucker Framework.

Within the framework there are always exactly two couples together as partners so this
is our next goal. Observant use of Ladies Chain (or other partner changing calls such as
Flutterwheel, Reverse Flutterwheel, or Star Thru and each four Circle Left 1/4) can
rearrange the dancers to place exactly one of the noted couples side -by-side as partners.
Work through Steps 2 a, 2b, 2c and 2d sequentially. When the dancers are back in the
framework, omit the remaining parts of Step 2 and go to Step 3. Move downward in the
chart below to see the progression for the four possibilities shown in the first row.
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a) Look for y our noted partners to see if one or both are side -by-side as partners. If just
one noted couple is together, then you are in the Chicken Plucker framework. Go

i mmedi ately to Step 3. I f both noted couples are

b) If noted partnersar e f aci ng each other, cal l 0Two Ladie
you now have just one of your noted partner pairs together, then you are in the Chicken
Plucker framework and can go to Step 3.

c) If neither or both of your noted couples are together as partner s, cal l oD
Center Two Ladies Chain, Centers Pass Thruo. | f
paired, then go to Step 3.

d) I'f you stildl do not have any paired coupl es,

the Chicken Pluck er framework with exactly one noted couple paired.

Possibilities when returning to the Chicken Plucker Framework from a Normal
Eight Chain Thru formation:

[} @ &} D
@& 2 @ (&

a) One noted couple
is paired

Skip b, ¢, and d.
Go to Step 3.

[F Q2D
@ (4] @ (3]

b) Ladies Chain

[F ® 2} D
@ 4l @&l

Now one noted
couple is paired.
Skip ¢ and d.
Go to Step 3.

OF D 2} D
@ (4] & 5]

b) Ladies Chain

[F ® 2} O
@ {4 @& {5

c¢) Dive Thru, Center
Two Ladies Chain,
Centers Pass Thru

[4} D [} D
@ Gl & (2]

One noted couple is
paired. Skip d.
Go to Step 3.

G 2l ®
@ ] & Ol

b) No Partners
facing. Go to c.

c) Dive Thru, Center
Two Ladies Chain,
Centers Pass Thru

[4} @ 5} @
@ ] @ {2]

d) Ladies Chain

[4} D Bl @
@ 0] & 2

One noted couple is
paired . Go to Step 3.

3) Put the Paired Couple on the Outside and use the Chicken Plucker to resolve.

Once in t

paired couple on the outside.

a)lftheyar e f

b) If the y are not facing, call half of the Chicken Plucker

he Chicken Plucker f r a mengededko, puttha | |
Look to see if the noted corners are facing.
acing, cal OAl l emande Left 6.
andthen 0 Al | emande

TECHNICAL ZEROS
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Technical Zeros sometimes return dancers to the same FASR, but interchange the original
Heads and Sides. Interchanging the Heads and Sides will also interchange Ends and
Centers (Insides and Outsides) or those who are Facing Out with those who are Facing In.
Because of this interchange the sequence state becomes important in determining when the
Technical Zero will return the dancers to the same FASR. Some Technical Zeros maintain
the FASR if the starting sequence is the same for both genders. Other Technical Zeros
maintain the FASR if the starting sequence of the boys is different from that of the girls.

Example 1: From Parallel Two -Faced Lines 0Couples Circuluseteod i s
the Heads and Sides are interchanged. Suppose the starting FASR has Normal Couples,
al | I n Sequence, al l with Partners, and with Hes

the ending FASR is still Parallel Two -Faced Lines of Normal Couples , all In Se quence

with Partners, but now the Sides are facing out. Now suppose the sequence is different,

which means the couple facing in will have a different pairing than the couple facing out.

Inthat ci rcumstance 0Couples Circul at ebélowwi | | change

When the Sequence of both Boys and Girls g g
ORO,
{4] {1]

isol m&Couples Circulated is er o.

OON ROEOR

]
HOOR EO6QE

Whenthe Sequence is Boys gl ndé an g%r I s 0Outéd
0Couples Circul decaubethes not a )
paired couple moves from facing out to facing in. @ @
{4]
Every Technical Zero repeated twice is a True Zero, so every Technical Zero is a 1/2
Fractional Zero. (The inverse is not true ; 1/2 Fractional Zeros are not necessarily Technical
Zeros.) If using a Technical Zero gives an unexpected result, call it a secon d time to bring
the dancers back to the starting FASR.
Be careful when analyzing the FASR. It is necessary to note the location of Heads and
Sides to see when they are interchanged. Also , it is important to think of the partner
relationships in the F ASR in terms of Ends and Centers, Outsides and Insides, Facing In
and Facing Out, or Left and Right.
Example2: Fr om Nor mal Facing Lines o0Square Thru, Trad

Zero that works when there is a different sequence for each gender.

@Ej@@ When the sequence i s Boys c‘)l@@m Girls 0

the result is the same FASR so a Zero.

@ E' @ Left couple is paired, the right two dancers are opposites. E @ @ @
@@E]@[E when the sequence is Boys o0ln6 and @O@MAE

the result is a different FASR, so not a Zero.
@ El @ Note the Four Ladies Chain effect. E' @ El @
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Calling a Technical Zero for a FASR that is in  a non-zero sequence state will result in a

Four Ladies Chain effect. This is easy to see in Examples 2. To see this for = Example 1,

consider the two diagrams for the case where th e Technical Zero does not work. Apply a
resolution that is correct for the starSdquamgg f or ma
Thru 3, Al |l emande Left, Promenaded) to tihe diagr
Technical Zero. Note that everyone woul d Promenade with their Opposite (Four Ladies

Chain effect).

Example 3: From a Normal Eight Chain Thru with same sequence suchasa  Corner Box,
0OSwing MThr8, Carcul ate, Centers Run, Wheel and De

E @ @ @ initﬂ; (?ornngr gox gofit isrisglugrr:z?cizgg?fl "o @ m @
@ (] @ {2] @2 @3

[4} (3 [1} 3 Sequence of Boys OOu@@[4SGirls olno,
@@@@ Not a Zero, Four Ladies Chain effect @@@

Examples of Technical Zeros beginning from Normal Facing Lines with both
genders in the same sequence:
B1: Right and Left Thru, Pass Thru, Bend the Line
B2: Pass Thru, Wheel and Deal, Centers Pass Thru, Circle to a Line
M: Pass the Ocean, Spin Chain Thru, Girls Circulate, Single Hinge,
Split Circulate Twice, Boys Run
P: Pass Thru, Tag the Line, Peel Off

Examples of Technical Zeros beginning from Normal Facing Lines with one
gender In Sequence and the other Out of Sequence:
B2: Square Thru, Trade By, Star Thru
B2: Star Thru, Pass Thru, Trade By, Swing Thru, Boys Trade, Boys Run,
Wheel and Deal and Sweep a Quarter

Examples of Technical Zeros beginning from Parallel Waves with both genders in
the same sequence:

B2: Swing Thru, a Il 8 Circulate, Left Swing Thru

M:  Spin Chain Thru, Ends Circulate (only 1 place), Scoot Back

P:  Spin Chain the Gears

Zero Modules Comparison from a Lead Right Box:

OEight Chain Thrudé is a Geographical Zero and a -
all dancers return to the same footprints.

OEi ght Chain Fourdé is a Tr ued, bdtehe positionrdial daRcRISR 1 s  ma
is rotated 180 degrees around the flag pole center of the square (flip  -flopped).
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OEi ght Chain Two6 is a Technical Zero for FASRS
sequences (in this case Boys Out of Sequence and Girls In Sequence). The FASR is

maintained but the original Heads and Sides are exchanged, which in this case means the

outsides and insides are exchanged.

Note that OEi ght Chai n Tw®awoner Box whitlohias all dadcers m f r om a
Sequence, because theresulting FASR is a Right -Hand Lady Box (= Across the Street plus
Right and Left Thru).

EQUIVALENTS

A call or series of calls, which can be used in place of a different call or series of calls is
known as an Equivalent. Just like Zeros, Equivalents can be Geographical, True, or
Technical.

Think first about how the call ORight and Left Thi

Partner Line @ EJ @ @ Right and Left Thru @ |1| @ EI
A@[EE F@EG

ORi ght and Lef tParinérrLnegs withla d Im Gexgence to Partner Lines with all
Out of Sequence as shown above.

From Nor mal Facing Lines, O0ORight and Left Thrud h

T OFl utterwheel, Reverse Flutterwheel d is a Geof¢

T 0Box the Gnat, Pases I[Tmd ui,s TagTthe Edgquwi val ent ;

T oPass Thru, Bend the Linedé is a Technical Equi
A Geographic Equivalent to ORight and Left Thrud wil/ pl ace

footprints as ORight and Left Thruo.

Partner Line @ E| @ |§_| Flutterwheel, Reverse Flutterwheel @ @ |§|
HN®OEG 4@ [EO

A True Equivalent  will end in Partner Lines Out of Sequence but when compared with the
Lines after ORight and Lef t withtespecdtothemalls.dnthisi nes ar e
example, they are rotated by 180 degrees or flip -flopped.

Partner @ EI @ EI Line Box the Gnat, Pass Thru, Tag the @ EI @ EI
Line In AR 2@HO

These Geographical and True Equivalents shown above will also change other Normal
Facing Lines FASRs i n the same way.

oPass Thr u, B e n dTedhrhical Eduivatest 6 that wilachange Partner L ines
with all In Sequence to Partner Lines with all Out of Sequence. When these lines are

[1} @ a
@ (2]
3} @
@ (3]
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compared with the Idi rned tafTtheru6g Ritchrety ehmmve been ro
the couples on the left end of the line have changed from Sides to Heads.

Partner Line @ EI @ EI Pass Thru, Bend the Line

[OOEG

This is a Technical Equivalent because it is choreographiddetl |y equ
Thrudé only when all d a n c e r a shawneaboven If thehsequesca ofe s e q u €
the boys is different from the sequence of the girls, then the results are not
choreographically equival ent as shown below.

@EQER Ry QEOE | QEQR Psstu - IO
GAOEE eft Thru GGG OB G end the Line %%
@ (3]

Boys In, Girls Out Boys In, Girls Out

Notice that after ORight and Left Thrudé the partn
after oOoOPass Thr u, pdteenpdi idimtee left hat & the liheh e

Four -Dancer Geographic  Equivalents for Normal Facing Couple s

The following four calls are commonly used as part of the framework or resolution process.

It is useful to learn a few equivalents to these four calls in order to be able to provide
variety. (B1 = Basic Part 1, B2 = Basic Part 2, M = Mainstream, P = Plus , A1 = Advanced
One)

Two Ladies Chain:
B1: Circle Right One -Quarter, Star Thru
B1: Ladies Diagonally P ass Thru and U -Turn Back
B2: Reverse Flutterwheel
B2: Right and Left Thru, Flutterwheel
B2: Swing Thru, Box the Gnat, Right and Left Thru

Pass the Ocean, Recycle, Star Thru

Pass the Ocean, Single Hinge, Walk and Dodge, Partner Trade
Step to a Wave, Recycle, Right and Left Thru

Touch 1/4, Walk and Dodge, Partner Trade, Star Thru

=<==

P: Pass the Ocean, Ladies Trade, Linear Cycle
P: Pass the Ocean, Swing Thru, Single Hinge and Roll, Slide Thru
Al: Swap Around, Partner T rade

Right and Left Thru:
B1: Each Four Circle Left Halfway
B2: Flutterwheel, Reverse Flutterwheel
B2: Two Ladies Chain, Flutterwheel
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B2: Pass Thru, Partner Trade
B2: Swing Thru, Girls U -Turn Back, Wheel and Deal
B2: Veer Left, Wheel and Deal

M: Dixie Style to a Wave, Boys Cross Run, Slide Thru

M: Star Thru, Slide Thru (add Slide Thru to any Star Thru equivalent)

M: Step to a Wave, Ladies Trade, Recycle

P: Single Circle to a Wave, Boys Cross Run, Girls Run, Wheel and Deal
P:  Swing Thru, Centers Run, Half Tag, Trade and Roll

Al: Double Star Thru and Roll Twice

Star Thru:
B1: Veer Left, Chain Down the Line
B2: Right and Left Thru, Flutterwheel, Sweep  a Quarter
B2: Right and Left Thru and Rollaway, Touch 1/4, Boys Run
B2: Swing Thru, Boys Trade, Boys Run, Bend the Line
B2: Touch 1/4, Boys Run, Partner Trade

Dixie Style to a Wave, Boys Trade, Left Swing Thru, Girls Run, Wheel and Deal
Swing Thru, Cast Off 3/4, Walk and Dodge, Partner Trade

Swing Thru, Spin the Top, Right and Left Thru

Touch 1/4, Scoot Back, Boys Run

==<==

P: Pass the Ocean, Cast Off 3/4 and Roll
P: Swing Thru Twi ce, Linear Cycle
Al: Pass the Sea, Cast Left 3/4 and Roll

Square Thru (These can also be used as Get -instoa Corner Box):
B1: Right and Left Thru and Rollaway, Star Thru
B1: Star Thru, California Twirl
B2: Flutterwheel (or Reverse Flutterwheel) and Sweep a Quarter , Pass Thru
B2: Touch 1/4, Boys Run

Dixie Style to a Wave, Girls Run, Veer Right

Dixie Style to a Wave, Boys Trade, Left Swing Thru, Girls Run, Veer Left
Flutterwheel, Touch 1/4, Walk and Dodge

Pass the Ocean, Girls Trade, Recycle, Pass Thru

Right and Left Thru, Slide Thru, Pass Thru

Swing Thru, Spin the Top, Pass Thru

Swing Thru, Single Hinge, Scoot Back, Walk and Dodge

SSS=EE=E

Fan the Top, Swing Thru, Turn Thru

Pass the Ocean, Explode and Square Thru 2

Al: Pass the Sea, Boys Trade, Recycle and Pass Thru
Al: Pass the Sea, Explode the Wave, Partner Tag

P:
P.

CONVERSION MODULES
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A series of calls that begin from a given FASR and move the dancers to a different known
FASR are called a Conversion Module.

FASR CONVERSIONS

The most frequently used Conversion Modules convert from a  Corner Box to a Partner Line
or vice versa. (= Zero Box to Zero Line or vice versa)

Conversion Examples from a Corner Boxto Partner Line ( CB-PL):

B1l: Right & Left Thru, Veer Left, Girls Circulate, Chain Down the Line, Right & Left
Thru

B2: Swing Thru, Girls Circulate, Boys Trade, Boys Run, Bend the Line

M: Spin Chain Thru, Girls Circulate Two, Boys Run, Bend the Line

P: Swing Thru, Girls Circulate, Swing Thru, Linear Cycle

P: Single Circle to a Wave, Girls Circulate, Boys Run, Bend the Line

Conversion Examples from a Partner Linetoa Corner Box ( PL-CB):
B1l: Right & Left Thru and a Quarter More, Girls Circulate, Bend the Line, Star Thru
B2: Touch 1/4, Column Circulate, Boys Run
. Pass the Ocean, Girls Trade, Boys Circulate, Recycle, Eight Chain 2
Fan the Top, Girls Circulate, Recycle
Grand Swing Thru, Single Hinge and Roll, Slide Thru
Pass the Ocean, Swing Thru, Girls Circulate, Boys Run, Half Tag, Trade and Roll

vovuU

PEOPLE -M OVER CONVERSIONS

A series of calls that moves certain dancers in a given formation to a different spot without
moving the other dancers is a People -Mover Conversion. The first example moves the girls
counter -clockwise. The second example moves the boys clockwise. Both of these examples
are also 1/4 Fractional Zeros. The first will cycle through Partner , Corner, Opposite, and
Right -Hand Lady Lines. The second will cycle through the four lines in reverse order.

People -Mover from Partner Line to a Corner Line: (This moves only the girls.)
B2: Touch 1/4, Column Circulate, Boys Run, Star Thru

People -Mover from  Partner Line to Right -Hand Lady Line : (This moves only the

boys.)
B2: Pass the Ocean, Girls Trade, Boys Circulate, Swing Thru, Boys Run, Bend the Line

BI LL PET B RKSE MODULE 6 :

o0Swing Thru, Ends Circul at e, Centers Trade and
This Magic Module can be used as part of each of the following useful conversions:

1 From Corner Box to Partner Line: Magic Module
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9 From Partner Line to Corner Box: Star Thru, Magic Module, Star Thru

1 From Partner Line to Corner Line:

Star Thru, Magic Module, Right & Left Thru

9 From Corner Line to Partner Line: Right & Left Thru, Star Thru, Magic Module

THE FOUR FACING LINES FRAMEWORK

Some callers prefer to use Facing Lines instead of Eight Chain Thru as their framework

formation. Start by using Partner Lines as a modular framework. Construct choreography
by using a Get-In to a Partner Line, then use a Zero Module for Facing Lines, and finish
with a Get-Out from a Partner Line.

PARTNER LINE MODULES USING BASIC AND MAINSTREAM CALLS
Partner Line G et-In Zero from Partner Line Get -Out
(SS-PL) Normal Facing Lines
Basic Part 1

Head Four Circle Left 3/4,
Centers Pass Thru,
Each 4 Circle Left 1/4

Forward and Back,
Each 4 Star Right,
Star Left (back to lines)

All 8 Circle Left,
Allemande Left

Heads Lead Right,
Each 4 Circle Left 3/4

Right and Left Thru and
Rollaway, Pass Thru,
U-Turn Back

Two Ladies Chain,
Each 4 Circle Left 3/4,
Pass Thru, Left Allemande

Heads Lead Right,
Circle to a Line

Star Thru,
Right & Left Thru, Veer Left,
Ladies Chain Down the Line

Star Thru, Dosado,
Square Thru 3,
Left Allemande

Basic Part 2

Sides Lead Right,
Swing Thru, Boys Run,
Bend the Line

Pass the Ocean, Girls Trade,
Swing Thru, Boys Run,
Bend the Line

Touch 1/4, Column
Circulate, Boys Run,
Allemande Left

Heads Circle Left 1/4,
Double Pass Thru,
First Couple Left
Next Couple Right

Right and Left Thru,
Flutterwheel,
Reverse Flutterwheel

Flutterwheel and
Sweep a Quarter ,
Pass Thru, Allemande Left

Heads Lead Right,
Touch 1/4, Split Circulate,
Boys Run

Pass Thru, Wheel and Deal,
Double Pass Thru,

First Couple Left,

Next Couple Right

Pass the Ocean,
Swing Thru Twice,
Boys Run, Promenade

Mainstream
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Heads Lead Right,

Swing Thru, Spin the Top,
Right and Left Thru,
Flutterwheel

Pass Thru, Tag the Line,
Face In, Pass Thru,
Tag the Line In

Pass the Ocean,
Ladies Trade,

Swing Thru, Turn Thru,
Left Allemande

Heads Lead Right,
Step to a Wave,

Ladies Trade,

Recycle and Sweep 1/4

Pass Thru, Wheel and Deal,
Centers Pass Thru,

Touch 1/4, Walk and Dodge,
Partner Trade

Pass the Ocean,
Recycle, Veer Left,
California Twirl,
Promenade

Heads Pass the Ocean,
Centers Recycle

and Pass Thru,

Left Swing Thru,

Girls Run, Bend the Line

Right and Left Thru,
Dixie Style to a Wave,
Boys Cross Fold, Slide Thru

Pass Thru, Ends Fold,
Box the Gnat,

Square Thru 3,

Left Allemande

The next step is to expand the choreographic possibilities by using more than one module
between the Get -In and the Get -Out.

1 Insert two or three Zero Modules.
1 Insert a second Zero Module at an appropriate place inside the first one.

1 Replace part of one of the modu les with an Equivalent.
Example of inserting one Zero Module inside another (Nesting Zeros)

Type of Module Calls

Get-In to a Partner Line: Heads Lead Right, Circle to a Line

Begin Zero Module: Right and Left Thru

Pass Thru, Wheel and Deal, Double Pass Thru ,
First Couple Left, Next Couple Right

Insert second Zero Module:

Finish the fir st Zero: Right and Left Thru

Pass the Ocean, Ladies Trade,
Swing Thru, Boys Run, Bend the Line

Use a third Zero:

Get-Out from a Partner Line: Touch 1/4, Column Circulate, Boys Run,

Allemande Left

Another possibility is to replace the Partner Line with another of the four Normal Facing
Lines with All In Sequence.

Basic Example using a Corner Line:

Type of Module Calls

Heads Box the Gnat and Pass Thru,
Heads Separate around one to a Line

Get-In to a Corner Line:

Zero Module: Two Ladies Chain over and back

Get-Out from a Corner Line: Rollaway and Circle Left, Allemande Left
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Type of Module
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-Hand Lady Line:

Calls

Get-Into a

Right -Hand Lady Line:

Heads Pass the Ocean, Extend, Girls Run,
Bend the Line, Box the Gnat

Zero Module:

Right and Left Thru,
Boys Cross Run, Slide Thru

Dixie Style to a Wave,

Get-Out from a

Right -Hand Lady Line :

Touch 1/4, Column Circulate, Boys Run,
Box the Gnat, Right and Left Grand

INS AND OUTS FOR  CORNER, OPPOSITE, AND RIGHT

-HAND LADY LINES

Type of Line Get-In Get -Out
Corner Line Heads Star Thru and All 8 Circle Left,
California Twirl, Rollaway, Left Allemande
All Star Thru
Corner Line Heads Touch 1/4, Square Thru 3,

Those Boys Run,
Swing Thru, Spin the Top,
Right and Left Thru

Allemande Left

Opposite Line

Head Ladies Chain,
Sides Pass the Ocean,
Extend, Swing Thru,
Boys Run, Bend the Line

Star Thru, Pass Thru,
Trade By, Square Thru 3,
Allemande Left

Opposite Line

Head Pass the Ocean, Extend,
Girls Trade, Boys Circulate,
Single Hinge, Walk and Dodge,
Partner Trade

Right and Left Thru,
Slide Thru, Eight Chain 3,
Allemande Left

Right -Hand Lady
Line

Head Pass the Ocean, Extend,
Ladies Trade, Swing Thru,
Boys Run, Bend the Line

All 8 Circle Left,
Ladies In, Men Sashay,
Allemande Left

Right -Hand Lady
Line

Head Pass the Ocean, Extend,
Recycle and Sweep a Quarter

Square Thru Four,
Trade By, Left Allemande

1 By using Conversion Modules , it is possible to begin with a Corner Box, then convert

to a Partner Line and resolve from there or vice versa.

1 A People-Mover can be used to convert from one type of line to another, and then
resolve from the new line.

Mains tream Example using a People

-Mover:
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Get -In to a Corner Line:
Heads Pass Thru and Cloverleaf, Double Pass Thru, Leaders Partner Trade, Star Thru
Technical Zero for Normal Facing Lines with all Same Sequence:
Pass Thru, Wheel and Deal, Centers Pass Thru, Circle to a Line
Conversion fr om Corner Line to Opposite Line:
Touch 1/4, Column Circulate, Boys Run, Star Thru
Geographical Zero for Normal Facing Lines:
Right and Left Thru, Dixie Styl e to a Wave, Boys Cross Run, Slide Thru,
Get -Out from Opposite  Line:
Right and Left Thru, Slide Thru, Eight Chain 3, Left Allemande

Other References to the Four Facing Lines Framework:

The Four Facing Lines Framework can be used with Isola  ted Sight discussed in Chapter
5. It is expanded in the CRaMS System described in Ch apter 5. It is also used in the
Slotting System described in Chapter 11.

INVERT AND ROTATE MODULES

Invert and Rotate Modules are Technical Zeros that move dancers into a new relationship
quadrant ready to dance with a new group of four.

Each Invert and Rotate Module has all of the following properties:

1) It begins and ends in the same FASR.

2) It interchanges (inverts) the Heads with the Sides within the FASR.

3) It works for all same sequence or for different sequences but not for both.

4) It changes the mix of dancers within one Relationship Quadrant.

5) It moves (rotates) at lea st half the dancers across either the vertical or the horizontal
axis or both.

Perhaps the most elegant Invert and Rotate Modules all belong to a group of
Equivalents that begin from a Normal Eight Chain Thru with same sequence for both
genders (suchasa Corner Box) . The module in simplest f C
Bend t he Line, St ar Thrubo. The resul t changes the
formation, and moves all dancers across both axes to end half way around the square from
their st arting geometric quadrant.
(Possible Setup: Sides Square Thru Four)

@G
E (:2) Star Thru, Pass Thru HRO.
@ {3]

@ E.I Bend the Line, Star Thru

afo

There are numerous Equivalents to this OEIl eganto
Here are a few:

QL

@
{a]
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Equivalents to oO0StarBdmdut hdalsisndhr &t ar Thruo:
(Technical Zeros from Normal Eight Chain Thru with Same Sequence for both genders)

B1: Dive Thru, Centers Half Square Thru, Ends Separate and Star Thru
B2: Touch 1/4, Girls Trade, Pass Thru, Wheel and Deal, Centers Wheel Around

M: Star Thru, Pass Thru, Ends Fold, Box the Gnat, Right and Left Thru
M: Pass to the Center, Double Pass Thru, Cloverleaf, Centers Pass Thru
M: Square Thru, Tag the Line In, Pass Thru, Ends Fold

P: Relay the Deucey, Explode and Box the Gnat, Pass Thru, Ends Fold
Al: Pass Thru, Clover and Pass the Ocean, Chain Reaction, Boys Run, Wheel and Deal
Other Invert and Rotate Modules:

There are many other Technical Zeros that also have the five properties listed above.
Here are some example s:

Example 1: from Normal Facing Lines with different sequence:
(Possible Setup: Heads Square Thru 2, Swing Thru, Boys Run, Bend the Line)

B2: Two Ladies Chain, Pass Thru, Wheel and Deal, Centers Wheel Around, Star Thru
)]
before @ EI @ EI after g %
alolale!
@ {3]

The following examples Invert and Rotate while keeping the 2 x 4 grid of dancers on the
same major axis.

Example 2: from Parallel Waves, same gender in the center, different sequence:
(Possible Setup: Sides Square Thru Four, Swing Thru)

B1: All 8 Circ ulate

before @)E—IEI@ after @)EI@
@[EMEQ OEIEZ@

Example 3: from Normal Facing Lines with different sequence:
(Possible Setup: Sides Square Thru, Circle to a Line)

B2: Square Thru, Trade By, Star Thru
B2: Flutterwheel and Sweep a Quarter , Pass Thru, Trade By, Star Thru

before @@@)E after ®E-I@EI
HIOI[o; alealo

Example 4: from Normal Facing Lines with different sequence:

B2: Pass the Ocean, All 8 Circulate, Girls Trade, Swing Thru, Boys Run, Bend the Line
M: Pass the Ocean, All 8 Circulate, Recycle and Sweep a Quarter

before @EI@EI after @EI@
Hlolnlo EOR
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Example 5: From a Normal Eight Chain Thru with same sequence such as a Corner Box
B2: Swing Thru, All 8 Circulate, Centers Run, Wheel and Deal

before E@E'@) after @m@
@ (] @ 2] @ 2] @ 3]

REVISITING THE CHICKEN PLUCKER

Once the basic Chicken Plucker framework is well understood, some of the more complex

modules can be used as part of the structure. Perhaps replace the Get -In to a Corner Box

with a Get -In to a Partner Line, use a Zero from Facing Lines, and then use a Conversion

Module to change to a C orner Box. All the dancers are in the same sequence at the Corner

Box point (both boys and girls a re In Sequence) and at the Half -Plucked point (both boys

and girls are Out of Sequence). Therefore, these are appropriate places to insert an

Equivalent tothe O El egant 6 I nvert and Rotate Module or ar
when the sequence of both genders is the same.

Partner Line Get  -In (SS -PL):
1 Heads Lead Right, Circle to a Line
1 Heads Lead Right, Swing Thru, Boys Run, Bend the Line
1 Heads Lead Right , Veer Left, Chain Down the Line, Flutterwheel

Facing Line Zero (PL  -PL):
1 Pass Thru, Wheel and Deal, Double Pass Thru, First Couple go Left, Second Couple
Go Right
I Pass the Ocean, Centers Trade, Swing Thru, Centers Run, Bend the Line

Convert Partner Line to Corner Box (PL  -CB):
1 Touch 1/4, Column Circulate, Boys Run
1 Pass the Ocean, Swing Thru, Girls Circulate, Boys Trade and Run, Bend the Line,
Star Thru (This one wuses J)Bill Peterds oMagic M

Half of the Chicken Plucker (CB -RBO):
1 Square Thru Three, Trade By

Invert and Rotate Module for Eight Chain Thru with all in the same sequence:
i Star Thru, Pass Thru, Bend the Line, Star Thru
1 Swing Thru, All 8 Circulate, Centers Run, Wheel and Deal
1 Square Thru Two, Bend the Line, Right and Left Thru, Flutterwheel and Sweep 1/4
(The | ast one is a variation of oStar Thr u, P a
using Square Thru Twoi nstead of the o0Star Thru and Pass
equivalent to the second Star Thru.)

Finish the Chicken Plucker (RBO -CB-AL):
1 Right and Left Thru, Pass Thru, Trade By, Allemande Left

FLOW MODULES
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Most callers have some favorite series of moves, which they use because they know that the

body flow is smooth and pleasing. Sometimes such series are referred to as OFI| ow
Modul esé

These begin in a known formation and end in another known formation, but the caller may

or may not be paying attention to the other aspects of FASR. These fall in a gray area

between modul ar calling and sight calling. The disti.
may not be obvious to another caller.

Flow Module Examples:
B2: Swing Thru, Centers Run, Bend the Line
M: Double Pass Thru, Centers In, Cast Off 3/4
P: Double Pass Thru, Track Il, Centers Trade, Linear Cycle

USING SOME SIGHT CALLING WITHIN A MODULAR SYSTEM

The next chapter discusses skills needed by sight callers. While perfecting these skKills, it is
possible to insert into a modular framework a bit of Two-Couple Sight calling. Refer to
Chapter 5 for discussions of such applications.
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CHAPTER 4

SKILLS COMMON TO ALL SIGHT RESOLUTION
SYSTEMS

The focus of this document is on the resolution part of sight calling. The first three sections
of this chapter briefly discuss some of the skills a sight caller would use during the first part

of a sequence and continue to use during the resolution process. The rest of the chapter is
devoted to skills needed for the resolution process itself. Callers must be able to move the
dancers into Normal Couples, recognize partners and bring them together, and adjust the
sequence if necessary.

PROGRAM KNOWLEDGE

Several dance programs have been created within the modern square dance world (e.g.,
Basic, Mainstream, Plus). These dance programs designate the vocabulary expected to be
known by the dancers and used by the caller during a dance. The vocabulary list for a given
program may change over time. Program knowledge includes knowing which calls are
currently in the program being called and what the possible starting and ending formations
are for all of them. Those callers with several years of dance experience will likely find that
much of this knowledge has been absorbed during those years. Those who begin calling s oon
after they begin dancing will need to spend some time learning this information. Obtain
copies of the current CALLERLAB program lists and definitions, use them when planning
choreography, and keep them available for quick reference. The current CALLERLAB
programs are Community Dance, Basic Part 1, Basic Part 2, Mainstream, Plus, Advanced
(A-1 and A-2), and Challenge (C-1, C-2, and C-3A).

Part of program kno wledge is the ability to restrict the use of calls to their Standard

Applications when necessary. Standard Applications are the positions for each call that
most dancers will find familiar or obvious and thus be able to dance successfully. The
Choreographic Appl i cati ons Committee has compiled 0Stand

the Basic, Mainstream and Plus Programs. For each call there are detailed descriptions of
the Formations and Arrangements deemed Standard by experienced callers. Using a call
from another formation or arrangement is considered to be an  Non -Standard or Extended
Application . It is strongly recommended that any caller planning to call to dancers from
another club or area obtain copies of these documents from CALLERLAB and make use of
this valuable compilation.

SMOOTH AND SUCCESSFUL DANCING

A sense of smooth body flow and timing is necessary to ensure that the dance experience

produced by the sight caller will be pleasing to the dancers. Smooth  body flow includes
awareness of body momentum, turning direction, sequential overflow, hand availability and

floor space. Use of appropriate timing in th e delivery of the cal Is is essential to creating
oOwi-mdhe-f aceod dancing to t he musi c. CALLERLABGS
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Committee produced a document called Choreographic Guidelines which discusses these
matters.

The Choreographic Guidelines document also explains how a caller can analyze and
control the degree of difficulty of the choreography. The issues that must be considered
include unknown or seldom used calls, extended appli cations of calls, anticipation, sense of
rightness, awkward body flow, and overloaded memory.

Callers must continually be aware of body flow, difficulty, and timing. Body flow and
difficulty influence every call choice, and timing influences when to say it. Every caller
should find an opportunity to study these topics and gain an understanding of the issues
involved. Then that knowledge must be used.

Sight callers have the advantage of being able to watch the dancers all the time. There
is no excuse for not being aware of body flow. Watch for repeated turns in one direction or
awkward combinations and learn to avoid them. Callers tend to track dancers of their own
gender, but they should always be aware of the body flow for both genders and all e ight
dancers. Sight calling also gives immediate feedback regarding good timing. You can see
when the dancers are moving smoothly without stop -and-go hesitations or panicky rushing.

FORMATION MANAGEMENT

Formation management i s the ability to recognize formations and to move the dancers from
one formation to another by using appropriate calls in a timely manner. This skill is
necessary long before the resolution process begins.

Formation management can be practiced using pawns and then at caller workshops
where someone holds up flashcards indicating the next formation to be made or the next
move to be called.

The sight caller needs a bank of knowledge about where calls begin and end. From the
Static Square onward, th is bank is used for every call. If the caller wants to theme some call
or group of calls, it is necessary to be able to set up the appropriate formation and
arrangement in a variety of ways. Also , the caller must consider the ending formation and
arrangeme nt and find some following calls that will result in smooth body flow.

For each new call added to a callerds repertoireé
required starting formation and how to continue from the ending formation. For example,
Plus adds Diamonds to the vocabulary so the caller must learn how to set up Diamonds and
how to change from Diamonds back to Waves or Two-Faced Lines. Plus callers also must
leansome options to follow a 03/4 Tag the Lineb6.

Call Analysis Sh eets should be used to study one call in detail. Such a sheet should
include the followi ng:

Definition including the starting and ending formations, action, timing and styling
Standard Applic ations

Teaching Tips

Hand Usage and Body Flow with good preceding and following calls

Modules of various types that use the call

Patter and Singing Call Choreography for teaching, drill and dancing

The Choreographic Applications Committee is creating an  Online Teaching Resource at
www.teaching.callerlab.org that compiles this information for each call.

One way to consolidate call usage knowledg e for several calls is to make a chart. List the
common formations across the top and the calls down the left side. The boxes show where a
call can beegSitnd 60 rmeeamds. -Sténdaid appligatidd.o n

=4 =4 -8 _-a_-a_-2
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Call Usage Chart Sample :

The Call Facing Eight Double Parallel Parallel
Lines Chain Pass Thru Right -Hand | Right -Hand
Thru Two -Faced | Waves
Lines
Two Ladies Begin, End Begin, End | Centers
Chain Begin, End
Bend the Line Begin, End Begin
Right and Left Begin, End Begin, End | Centers Begin
Thru Begin, End
Star Thru Begin, End Begin, End | Centers End
Begin, End
Swing Thru Begin (N -Std) | Begin Centers Begin, End
Begin
Veer Left Begin (N -Std) | Begin Centers End
Begin
Wheel and Deal | Begin (N -Std) | End End Begin
Ferris Wheel End Begin

DEALING WITH THE UNEXPECTED

If a caller inadvertently calls something that results in an unexpected and strange

formation, usually the key to returning to something familiar is to use calls directed at only

someoft he dancers such as-TuomhB8aekbacbdbimbaowat Hidn e dn,i r
or oCtemdg er Four Touch 1/ 4¢6. | tifintreuble dositaoubles e f.ud t o r
If the formation allows, a repetition of the cal [ that produced the unexpected result often

changes the setup back to something more familiar.

CHANGING BETWEEN COMMON FORMATIONS

When the caller is ready to resolve, the first task may be returning the square to one of the
commonly used formations (Facing Lines, Parallel Two -Faced Lines, Parallel Waves, or
Eight Chain Thru). Many resolution systems assume that the caller can easily change
between these common formatio ns. This is a good flashcard drill for callers. Here are some
useful formation changing call combinations: ( B = Basic, M = Mainstream, P = Plus)

From Parallel Waves to Parallel Two -Faced Lines:
B2: Centers Run
M: Recycle and Veer Left/Right
(From Right -Hand Waves, use Veer Left; from Left -Hand Waves, use Veer Right)
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From Parallel Waves to Facing Lines:

B2:

M:
M:
P:

Centers Run, Bend the Line

Single Hinge, Walk and Dodge, Partner Trade
Recycle and Sweep a Quarter (or P: Linear Cycle)
Explode and Right and Left Thru

From Parallel Waves to Eight Chain Thru:

B1:
B2:

M:
P:

(Parallel BGGB Right -Hand Waves (Arrangement 0)) Right and Left Thru

Swing Thru, Centers Run, Wheel and Deal

Recycle (a standard Recycle begins in a BGGB Right -Hand Wave (Arrangement 0))
(From Arrangement O , which is BGGB for Right -Hand and GBBG for Left -Hand)
Explode and Slide Thru

From Parallel Two  -Faced Lines to Facing Lines:

B1:

B1
M:

Bend the Line
: (Normal Right -Hand Two -Faced Lines) Chain Down the Line
Half Tag, Walk and Dodge, Partner Trade

From Parallel Two  -Faced Lines to Eight Chain Thru:

B2
P:

- Wheel and Deal
Half Tag, Trade and Roll

From Eight Chain Thru to Facing Lines:

B1:
B2:

M:
M:

Circle to a Line

Flutterwheel and Sweep a Quarter
(Normal Couples) Slide Thru (or Star Thru)
Touch 1/4, Walk and Dodge, Partner Trade

From Eight Chain Thru to Parallel Right -Hand Two -Faced Lines:

B1:
B2:

Right and Left Thru, Veer Left
Swing Thru, Centers Run

From Eight Chain Thru to Parallel Right -Hand Waves:

B2:

B2

Step to a Wave
: Swing Thru

From Facing Lines to Eight Chain Thru:

B1:

M.

B2:
B2:

P:

(Normal Couples) Star Thru
(Normal Couples) Slide Thru
Flutterwheel and Sweep a Quarter
Square Thru Two, Trade By

Load the Boat

From Facing Lines to Parallel Right -Hand Waves:

B2:

Pass the Ocean

From Facing Lines to Parallel Right -Hand Two -Faced Lines:

B2:

Pass the Ocean, Swing Thru, Centers Run
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It is helpful to make a chart showing the common f

ormations on the left side and again

across the top. Then fill in the boxes with a call or two that will change the formation from
the one at the left to the one at the top. The boxes along the central diagonal should contain
calls that maintain the format

ion.

Formation Management Chart Sample:
(* Normal Arrangement is necessary)

From setup Facing Eight Double Parallel Parallel

at left to Lines Chain Thru Pass Thru Right -Hand | Right -Hand

setup at Two -Faced Waves

top Lines

Facing Two Ladies Star Thru * Pass Thru, Flutterwheel, | Pass the

Lines Chain * Wheel and Sweep 1/4, Ocean

Deal Veer Left

Eight Star Thru * Right and Dive Thru * Veer Left Stepto a

Chain Left Thru Wave

Thru

Double Double Pass | Centers Zoom Centers Pass | Centers

Pass Thru, Pass Thru Thru, Right Pass Thru,

Thru First Left, & Left Thru, Swing Thru
Next Right Veer Left

Parallel Bend the Wheel and Ferris Couples Bend the

Right -Hand | Line Deal Wheel Circulate Line, Pass

Two -Faced the Ocean

Lines

Parallel Centers Centers Centers Centers Ends

Right -Hand | Run, Bend Run, Wheel Run, Ferris Run Circulate

Waves the Line and Deal Wheel

NORMALIZING

Normalizing is the process of changing the arrangement into one with the boys and
their most common positions. If the formation has couples such as Facing Lines, Two

Lines, or Eight Chain Thru, then the arrangement goal is Normal Couples (boy on the left

and girl on the right). If the formation is Waves, then the goal is

of the Wave.

same gender in the center

The following calls are useful tools for changing the arrangement.

Basic:

M Use 0 St ar

Normal Couples.
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Use 0 Box t he to&Ghaage dacing Half -Sashayed Couples into Normal Couples
without changing partners. A  Mai TusitThre Laurtesyl t er nat i\
Turn 6 .StawThru 6 wi I I make the same change and simult

Useo0 Touch 1/ 4, Bockhasge Rcing dlalf -Sashayed couples into Normal
Couples.

dDoubl e Pass Thru, Fac e islanety@Qsefulhdrmeafizingtddl. g ht 6

a) Two Half -Sashayed and two Normal Couples (Arrangement 3 or 4 for Double Pass
Thruycan be normalized by cadhdnghéedDooabhee Pass§
Out 6needsdto make Normal Couples.

b) Same Gender Couples (Arrangement 1 or 2 for Double Pass Thru) can be
normalized by cal | i ng o0Doubl e Pass Thrudé and then O0OF
needed to make Normal Couples.

Mainstream:

)l

Plus:

Tag the Line In/Out/Left/Right is a powerful tool for changing two or four Half -

Sashayed Couples to Normal Couples. There are several possibilities depending on the

starting formation. Here are some examples:

ayodag the Line Right 6 wi-$SashayedhCauplgsen Parallel Righa | | Hal f
Hand Two -Faced Lines (Arrangement 1/2) to all Normal Couples in Parallel Right -
Hand Two -Faced Lines.

b)oTag the Line | nd6 wi {Shshayed €aupgles iniLines Facimd Qut Ha |l f
(Arrangement 1/2) to Facing Lines with all Normal Couples.

c)0Tag the Line 1 ndé wil iHand MvanrFgced Lesrwgh Hak I Ri gh't
Sashayed Couples facing out and Normal Couples facing in to Normal Facing Lines.

Use 0 Re c y ddckaage from a BG GB (Arrangement 0) Right -Hand Wave to Normal
Facing Couples. Oruse 0 Swi ng Thr u, Boys Run,forBeimidr t he Li
result , but different partners and formation.

Use0 Si ngl e tdichange BGBG or GBGB (Arrangement 1 or 2) parallel waves
into waves with the same gender in the center.

Use 0 Centers Trade and al Ito cliange gBBGG dd iGGBB: 6
(Arrangement 3 or 4) Parallel Waves into waves with the same gender in the center.

Plus callersuse 0 Fol | ow Your Nei ghb dorchange tomRjght eHardl 6
BGBG Waves with Boys Facing In (Arrangement 1) into BGGB Waves.

0Doubl e Pass Thr will chahgeewo Halff -Sashayed Couples and two
Normal Couples (Arrangement 3 or 4 for Double Pass Thru) into all four couples the
same.

Advanced:

One of the distinguishing characteristics of the Advanced Program is the fact that many of
the Advanced calls change Normal Couples to Half -Sashayed Couples or Same Gender
Couples. Consequently, Advanced callers are often faced with the need to normalize.
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Remember that the same calls that caused the change are equally useful for normalizing. In
addition, 0 Br aTler ufférmerly 0 Hal f Br e e)ds ddsigneditd help deal with this
issue.

1 Each of the following A -1 calls changes Half -Sashayed Couples to Normal Couples:

0Cro@wer Circul ateo, OTurn and Deal o0, oOBrace

1 Each of the following A -1 calls can change from Same Gender Couples to Opposite
Gender Couples: 0 St ep and Slidedé, oPass I n/ Outéd.

1 Each of the following A -1 and A-2 calls change from parallel waves with same gender
facing in (Arrangement 1 or 2) to waves with same gender in the center: OQuarter
Thr udT hr-@earter Thrué, o06Scoot and Weavebd.

T A-2callerswillfind ol n Rol | Cando®@Ouat (kRd | | Cvery cseful ot e 6
change from BBGG or GGBB waves (Arrangement 3 or 4) to waves with same gender
inthecenter. 6 Scatt er ddastbesam thing for C1 Callers.

Challenge:

1 Challenge callerscanuse 6 Squar e t heroBlansiessté t hte changenfrend
BBGG (Arrangement 1) Facing Lines to Normal Couples.

T 0SSt ep an avill hhngepadine of Half -Sashayed Couples into Normal Couples.

PILOT SQUARES

Nearly every resolution system requires the caller to remember two adjacent couples. It is
also useful to know the home location of one of those couples. Knowledge of partner pairs
will be needed to bring partners together. Knowledge of a corner pair will be needed to
ensure the dancers are In Sequence. Knowledge of the home location gives the caller control
over the length of the Promenades and is needed for At -Home Resolutions. These two
adjacent couples are commonly referred to as the 6 Key Co uplh this document , we
also refer to them as the 6 n ot elahders, partners or corners.

There are several issues to consider in your choice of dancers. Ideally these four dancers
will stand out from the others in the square, the corner pair will be obvious, and the square
will competently dance whatever you call.

When calling to familiar couples, it is probably easiest to select two partner pairs
already well known so that all that must  be remembered is the corners. Otherwise look for
eye-catching clothing or other unique characteristics that will be easy to spot when in
motion. A tall couple is always easy to find. Avoid trying to sight call using a square where
two or more couples are wearing the same color clothes.

It is critical that the corner pair be remembered, not just the two couples. If the system
requires a primary couple and a secondary couple, then the primary couple should be the
one couple in the square that is easiest to remember. But apply this rule only if the
consequent secondary couple is also easy to identify. Usually such systems assume the
primary couple will be Couple #1 and the secondary couple  will be Cou ple #4 so that
the primary boy (Boy #1) has his corner (Girl #4) in the secondary couple. Women callers

should read the section di scussing OAdaptations for Women Cal
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Try to pick dancers with a low risk of breakdown. Squar  es in the front of the hall usually
have a higher success rate because the eager and experienced dancers square up first.
However, callers should also watch those dancing in the center of the hall to ensure that
they are successful. Avoid leaving the impre s si on t hat you are calling t
and ignoring the rest.
With several squares on the floor, it is safest to note adjacent couples in two or three
squares in case your pilot square breaks down. Many Resolution Systems do not require
them to be in the same two home positions.
Once you have located some couples who stand out in your mind and who appear to be
reasonably competent dancers, stick with those couples all night or week after week. Begin
each tip with one or two shortseque nces t o oLeft All emanded6 to helop
the corners for this tip.
If remembering this data unduly taxes your already busy brain, then make a quick and
clear note to yourself before you begin calling. A small diagram of that corner of the square
works well. Watch out for two dancers with the same name or description in the same
square.

PAIRING

Pairing is the process of bringing partners together into the same quarter of the square.
Always remember that symmetric choreo graphy ensures that pairing one couple will also
pair the opposite couple (assuming no dancers have made a mistake). For formations with
couples, usually the goal is to place partners together in a couple, but sometimes the goal is
to have partners facing each other.
Most Sight Resolution Systems have two options depending upon the presence of exactly
two pairs or of all four couples paired. Therefore, the usual goal is to create at least one pair
and that process is described here. Some Sight Resolut ion Systems ask the caller to pair
bothcoupl es. Pl ease see Chapter 8 on oO0Pairing all/l
of pairing contained within each of the systems described there.

If the dancers have sufficient vocabulary, many callers consider it easiest to bring
partner pairs together when the formation is Parallel Two  -Faced Lines or Waves. The same
technique can be used for both formations. Pairing from Normal Facing Lines is easy from
twelve of the sixteen sequence and relationship p ossibilities, but it can be frustrating from
the other four unless the caller understands how to deal with them. A process for each of
these three formations is described below. Experiment with pawns to convince yourself that
each process will always resul tin at least one pair.

Pairing process from Normal Parallel Two -Faced Lines:

The goal is at least one couple that is a partner pair.
Is anyone paired? If yes, then you have at least one pair.

Ifno,thena)lf 60 Centers Tradedé gives a pairing, cal/l it
b) Otherwise call O0Ends Circul atebo6.
c) If it is needed to make a pair, call 0 Ce

Pairing process from Parallel Waves with the same gender in the center:

The goal is at least two dancers in one wave holding onto their partner.
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Is anyone paired? If yes, then you have at least one pair.

Il f no, then a) I f o0Centers Tradeod gives a pairin
b)Ot her wi se call OEnds Circul ateo.
c) If it is needed to make a pair, either c
oraccomplisha ¢ Tadeéby cal ling o0Swing Thruod.

Pairing process from Normal Facing Lines:
The goal is at least one couple that is a partner pair.

The Facing Lines formation is often used by beginning sight callers and is commonly

used when <calling for beginning dancers. Refer to
Relationship Possi bilities for Facing Linesbod i n Chapte
explanation. Three -quarters ofthetime,a 0 Two Ladies Chaindé will be a

create at least one pair.

Step 1) Is any partner pair together? If yes, then you have  at least one pair. The table shows
that six of the possibilities have at least one pair. They are 1a, 1b, 5a, 5b, 6a, and 6b.

Step 2) If no, then if 0Two Ladies Chainé puts pa
Ladies Chai nd wh eraof theepbsgilhilitiels will hsnie at least one pair. They
are 2a, 2b, 4a, 4b, 8a and 8b.

These are the four remaining possibilities from the Table:
In Diagrams 3a and 3b, each Gent has his Opposite Lady for his current Partner.
In Diagrams 7a and 7b, each Gent is facing his Opposite Lady

| OE®ME QLI v
alelale; EBOE®

A QEIQME QERI®I ™
alo)alo; BEEG

Calling the o0Two Ladies Chainé as directed in St
changes 3ato 7a and 3b to 7b.

Step 3) If after applying St eps 1 and 2 no one is paired, cal l
Forward and Back, Two Ladi es Chainbo. These cal l
shown below. All are now paired.

7a result) [ D 7b [3} {2 result)
@ @ {2]
BX6) [} D
@ {2] @
Another option for pairing all couples f rom 7a or 7b is to use one of the following:
oPass Thr u, Girls Trade, Boys Runo

oPass Thr u, Boys Trade, Girls Runbod
oPass Thr u, Wh e e | and Deal ,Pariber b lael eP a sSg aT h rTth,r ul
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The Conversion Modules from a Partner Line to a Cormner Box such as o0Touch
Column Ci rcul at e, Boys Runo6 are also useful her e.
when called to facing lines of the 3a, or 3b type and will result in exactly two facing

partners when called to the 7a or 7b t ype.

What to do when partners pass each other:

Callers often attempt to pair without using any set process. Usually this is successful, but
occasionally partners keep passing each other. If this happens, then the sequence  of one
gender must be changed. Depending on the formatioc

Ladies Chaindé or something else with the same eff

[iF [a} (2} [}
&> @

Example: @@ Couples Circulate

{2] (3]

Partners passed each other so we need a sequenc

[z} [}
O @

Centers T rade @ @ Couples Circulate

{3] {4] {4] {1]

Pairing using calls from the Basic Program:

Le®
HO©

D

change:

Ahal
Centers Trade

O®k
ORI

The pairing processes described above use only Basic calls. There are many other calls
that are wuseful in the pairing process. Wi thin th
OReverse Flutterwheel éd instead of o0Two Ladies Cha

Pairing using calls from the Mainstream Program:

T 0Cl over |l ea fligpartoeh @ainsgvhich cam be very useful. For the 3a, 3b, 7a,
and 7b Facing Lines shown above, try oPass Thru,
Thru, Cloverleaf, Cent ers Pass Thrud6 to end with all/l p
other or facing each other.

1T 0ORetgdé6 can be wused either to keep partner pai
while converting to Facing Couples, or to bring partners within one wave around to
face each other. Fr om Opposite Lines oO0OPass the Ocean, C
all couples.

Pairing using calls from the Plus Program:

f From Parall el Waves, judicious wuse of 0Acey De
paroneor both couples. (See the 00Ocean Wave ResoO
1 From Normal Facing Lines cal |l ing oO0Touch 1/ 4, Coordinatebo

and move the Girls one geometric quadrant counter -clockwise. From Partner Lines it
changes the pairing from partner to corner.
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T Di amonds of fer sever al usef ul pairingndoption
Circuloavteeedy, Centers TradeboO, oCenter Wave Swing
and OFIl i p t il paDat@astomeddauple.

f From Partner Li nes calling o0Grand Swing Thru, Singl e
the sequence for both genders and change the relationship from partner to corner.

1 From Normal Parallel Two -Faced Lines where all are paired with their Opposite,
caling 6 Ferri s Wheel and Spread, Pass Thr u, Hal f
will pair all dancers.

i For waves with parther pairs within one box, use 0Spin Ct

each couple one geometric quadrant clockwise and bring the partners into one wave.

Pairing using calls from the Advanced and Challenge Programs:

T Al:0Swap Aroundo6 and OReverse Swap Arounddé are
T Al: 0Cast a Shadowbo from Parall el G&&IA.ines r BGGB
(Arrangement 0O or 1/2) exchanges the centers facing in.
T A2260Scoot Chai n T h rfacidg damoevseose geometric guadrant counter -
clockwise.
T Cl.For waves with partner pairs withi

couple one geometric quadrant clockwise and bring the partners into one wave.

T CLl:oTally

Ho 6

f r o adarie &Vavad wiill enl oveRall thehdancers who begin

on the end one geometric quadrant clockwise and into the center.

T C2:0Her e
T C22.0Gr and

Comes t he
Cross

Tr ade

corners and changes the handedness.

MAINTAINING PAIRING

Once a partner pair is achieved, calls must be used that maintain that pairing.
Conveniently, there are several Basic calls which can be used to
without changing partners. This whole pairing process requires a mental list of which calls

change partners and which calls maintain partners.

CHART OF CALLS THAT MAINTAIN OR CHANGE PARTNERS

Judgebd

and 0Sock It

and Wheel o ma i

Maintain Partners

Maintain Partners

Change Partners

Circle Left / Right
Couples Promenade
Pass Thru

Courtesy Turn

Lead Right

Veer Left / Veer Right
Bend the Line
Couples Circulate
Right and Left Thru
California Twirl
Square Thru 1,3 or5

Wheel Around
Couples Trade
Partner Trade
Wheel and Deal
Double Pass Thru
First Couple Left
Next Couple Right
Zoom
Sweep a Quarter
Trade By
Ferris Wheel

Two Ladies Chain

Chain Down the Line
(Named Dancers) Circulate
Star Thru

Square Thru 2 or 4
(Named Dancers) Trade
Flutterwheel

Reverse Flutterwheel

Cloverleaf
Half Tag
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Circle to a Line Slide Thru

: Eight Chain Thru - :
Dive Thru Spin Chain Thru
Pass to the Center Walk and Dodge

SEEING THE SEQUENCE

Because sequence is often difficult to see, many systems use other visual clues to  ensure
that the dancers are In Sequence. Some of the systems described in this document require
the caller to be able to identify the sequence of the boys or girls and change it if necessary.
Here are several different ways to determine the sequence.

When the dancers are all paired with their partner and in Facing Lines, the caller
should look for adjacent corners in the circular sense . Imagine that the dancers reach
out to join hands in a circle and look for the noted corners. Are they side -by-side? If they are
side-by-side either in the center or around the end, then the dancers are all In Sequence. If
they are not side -by-side but instead at opposite ends or facing across the center, then the
dancers are all Out of Sequence.

When the dancers are all Paired, Normal Couples in Parallel Two -Faced Lines,
Promenade or Wrong Way Promenade, then one of the noted corners will be on the inside
and the other on the outside. If the inside corner is in front of the outside corner , the
dancers are In Sequen ce.

When the dancers are in other formations, not paired, and in motion, it is more difficult
to see the sequence. Some callers simply look to see if Man #4 is following Man #1 as
they move counter -clockwise around the square. This can be confusing if both of these
men are on the far side of the square. Of the commonly used formations, this is probably
easiest to see when the dancers are in Parallel Right -Hand Waves with the Men in the
Center.

The alternative is to look for Man #1 following Man #4 clockwise when the dancers
are in Parallel Right -Hand Two -Faced Lines, or in Parallel Right -Hand Waves with the Men
on the Ends.

Try thinking of yourself as the noted dancer who has both a corner and a
partner among the noted dancers . That is, for a male caller who has noted couples #1
and #4, imagine yourself as Boy #1. He has Girl #4 as Corner and Girl #1 as Partner. A man
likely knows that when facing towards the center, his corner should be to the left of his
partner in a circular sense. Therefore , if the other noted boy is on his left, the Boys are In
Sequence. Also, if these two noted girls (corner and partner) are in the correct order around
the square, then the Girls are In Sequence.

For a woman caller who may have noted couples #1 and #2, imagine yourself as Girl #1.
She has Boy #1 as Partner and Boy #2 as Corner. A woman likely knows that when she is
facing towards the center, her partner is to the left of her corner in a circular sense. If these
two noted boys ar e in the correct order, then the Boys are In Sequence. If the other noted
girl is to her right, then the Girls are In Sequence.

When the dancers are in Parallel Waves or Two -Faced Lines with all of one gender in
the center, some callers find it usefu | to ask how far each of the two noted boys (or the
two noted girls) would need to move forward to reach their home position. If both
of the boys (or girls) are the same distance from home, then they are In Sequence. If they
are a different distance from h ome, then they are Out of Sequence.

KNOWING THE SEQUENCE IS DIFFERENT
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It is often useful to know if the sequence of the boys is di  fferent from that of the girls.  When
the dancers are in Normal Facing Lines, the sequence of the boys and girls is different if
and only if you see one of the following characteristics:

a) Exactly two partner pairings

b) All partners facing each other

c) All partners in the same line with nobody paired
Refer to the bottom half ofth e 0 Si xt een Sequence and Relationshi
Facing Linesd6 in Chapter 2 to see this illustrate:

Exactly two partner pairings in Facing Lines, Parallel Two -Faced Lines, or Waves
can only happen if the sequence is different.

CHANGING THE S EQUENCE

The following calls are useful for changing the sequence of one or both genders:

Basic calls that change the sequence of one gender:
From Facing Lines or Eight Chain Thru with Normal Co uples:

0Two Ladies Chainé, OFlutterwheel 6, OReverse FI
From Parallel Waves with same gender in center (Arrangement O or 1/2):
0Centers Tradedé, O0Swing Thrubod

From Parallel Waves of BGB G or GBGB (Arrangement 1 or2): 0 SpCi tcul at eo

Basic calls that change the sequence of both genders:

From Facing Lines with Normal Couples:

ORi ght and Left Thrubo, o0Star Thrudé or oPass t he
From Parallel Two -Faced Lines with Nor mal Couples: 0O0Coupl e
FromDouble Pass Thru: 0Zoomo

Mainstream calls that change the sequence of one gender:

From Parallel Waves with same gender in center (/
From Parallel Waves or Columns of BGBG or GBGB (Arrangem ent 1 or 2 for Waves,
or Arrangement O or 1/2 for Columns): oWalk and

Mainstream calls that change the sequence of both genders:
From Lines Facing Out or Parallel Two -Faced Lines of Normal or Half -Sashayed Couples
(ArrangementQOorl/ 2) : oO0Tag the Lineo
From Nor mal Facing Lines: 0Slide Thrubo

Plus calls that change the sequence of one gender:
From Parallel Waves with same gender in center (Arrangement O or 1/2):
0Spin Chain and @&wxgd a(htglee téhred Gkancers facing in
or OAcey Deuceyo6 ( adFacedLihesiom Par all el Two

Plus calls that change the sequence of both genders:
From Parallel Waves with same gender in center (Arrangement O or 1/2):
OExpl odWavtelde oLinear Cycl eo, or OTrade the Wayve{
From Facing Lines of Normal or Half -Sashayed Couples (Arrangement O or 1/2):
oOLoad the Boaté
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A-1 calls that change the sequence of one gender:
From Facing Lines or E ight Chain Thru with Normal Couples:
0Swap Aroundd6 or O Rdedv ecrhsaen gSew aspe gAureonucne and partne
0Square Chain Thrudé changes sequence of one gend
A-1 calls that change the sequence of both genders:
FromFacing Lines of Nor mal Couples: O0ODoubl e Star T

A-2 calls that change the sequence of one gender:
From Parallel Waves same gender in center (Arrangement O or 1/2):
0Slip6, or oSlithero
From Parallel Waves with same gender facing in (Arrangement 1 or 2):
0Scoot and Weavebo

A-2 calls that change the sequence of both genders:
From Parallel Right -Hand Waves with same gender in center (Arrangement 0 or 1/2):
ORecycle Twicebd
From Parallel Two -Faced Lines of mix ed gender couples: (Arrangement 0, 1/2, 3 or 4):
0Trade Circul atebo

C-1 calls that change the sequence of one gender:

From Parallel Waves with same gender facing in (/
From P arallel Waves with same gender in center (Arrangement O or 1/2):

0Swing the Fractionso6, or oO0Scatter Scoot Chain T
From Normal Couples in Facing Lines or Eight Chai
From Parallel Two -Faced Lines with same gender in center (Arrangement O or 1/2):

0Cross Roll to a Wavebo

C-1 calls that change the sequence of both genders:
From Normal Facing Lines: o0Dixie Sashayo
From Parallel Waves with same gender in center (Arrangement O or 1/2):
OFl i p theoAlinerd the Waveod
From Lines Facing Out: oVertical Tag the Linebo
From Lines Facing Out with ends of opposite gend:eé

C-2 calls that change the sequence of one gender:
From Parallel Waves or Two -Faced Lines with same gender in ce nter (Arrangement 0 or
1/2): o6Tag Your Neighboro6, o0Criss Cross the Sha

C-2 call that changes the sequence of both genders:
From Parallel Two -Faced Lines: o0Cross and Wheel 6

ADAPTATIONS FOR WOMEN CALLERS

Many Sight Resolution Systems were developed by men and therefore focus on the Boy in

Couple #1 and his Corner. A woman caller who has danced for a while before beginning to

call will likely find this to be a cause of confusion. Her natural focus is on the Girl in Co uple

#land her Corner. When analyzing sequence, the wol
the right in a circle. Many of the systems can easily be adapted to this focus. It is much

easier to sight call as a woman if you use this focus and avoid using the few systems that

cannot be adapted.

65



CALLERLAB: SIGHT AND MODULE RESOLUTION SYSTEMS

The descriptions in this document have been written to minimize the problem.
Generally, the rules refer to paired couples and noted corners and do not refer to a primary
couple and a secondary couple. Beware of rules that require the primary couple to be in a
certain place. Look for notes to women callers when adaptation is necessary.

66



Chapter 5: CONTROLLED SIGHT AND MODULE SYSTEMS

CHAPTER 5

CONTROLLED SIGHT AND MODULE SYSTEMS

This Chapter discusses several choreographic management systems that require the caller

to choose calls from a restricted list. The first system restricts the calls to thos e danced in a
square or circle. The others are systems that mix modular calling with some sight calling. In
these systems, the sight calling is generally restricted to calls appropriate for four dancers

or calls that begin and end with the same four dancer s together.

CIRCLES ARE EASIEST FOR BEGINNING SIGHT CALLERS

This is a gentle start for a new sight caller and it is the system used to sight call circular

sequences and singing call breaks. If only the f ollowing calls are used, resolving only

requres pai ring one couple. That should be easy to do

oLadi eMenl Sashayo6. Before beginning, take note of
Look at the first group of calls and think a bout some common sequences using those

calls. Partner pairs should not change when only these calls are used. Call a few sequences

using just the first group.
Then look at the second group of calls and think about common sequences using those

calls. Gradually add calls from the second group. Practice until it becomes easy to separate

partners and then bring them back together. Repeat this process with the third group of

calls.

First Group of Calls Second Group of Calls

Circle Left / Circle Right Single File Promenade

Forward and Back Backtrack

Dosado Arm Turns

Swing Left -Hand Star / Right -Hand Star
Promenade (All Four Couples) Star Promenade

Gents or Ladies Promenade Inside Rollaway

Allemande Left Ladies In, Men Sashay

Right and Left Grand Four Ladies Chain

Weave the Ring Four Ladies Chain 3/4

Third Group of Calls

Do Paso

Grand Square

Walk Around the Corner, See Saw

Allemande Thar

Shoot the Star

Slip the Clutch

Alamo Swing Thru, Balance

Box the Gnat (in the circle but not across the square)
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Wrong Way Grand
TWO -COUPLE CHOREOGRAPHY

The next two systems (Burnt Image and Isolated Sight) both require the ability to call two -
couple choreography. One way to practice two -couple choreography is by calling to only two
couples. Begin with two facing couples usually standing where Head Couples would be. The
goal is to be able to use two -couple calls, move those four dancer s into various formations,
and then rearrange them to place them back where they began.

Example of Two -Couple Choreography
Head Ladies Chain, Flutterwheel and  Sweep a Quarter , Pass the Ocean, Swing Thru,
Boys Run, Bend the Line, Star Thru, You're Home

Try doing this using the following list of calls:

Basic Part 1 Basic Part 2 Mainstream

Circle Four Wheel Around Turn Thru
Pass Thru Box the Gnat Single Hinge
U-Turn Back Trade Couples Hinge
Two Ladies Chain Step to a Wave Cast Off 3/4
Chain Down the Line Swing Thru Spin the Top
Veer Left / Right Run Walk and Dodge
Bend the Lin e Pass the Ocean Slide Thru
Right & Left Thru Wheel and Deal Fold / Cross Fold
Star Thru Flutterwheel Dixie Style to Wave
Square Thru Reverse Flutterwheel Tag the Line
California Twirl Sweep a Quarter Half Tag

Touch 1/4 Scoot Back

Box Circulate Recycle

Add more calls to the list from whatever program is appropriate. Two -Couple
Choreography can take on a life of its own when a full square is not available. For the
purposes of learning to sight call, stick to calls that require no more than four dancers.

Two-couple choreography is also a valuable tool to use when teaching a four -person call.
Isolating the group of four makes it impossible to stray into the other half of the square.

Using Two -Couple Choreography in a Sicilian Circle:
One application of two -couple choreography is known as a Sicilian Circle. From a  large

circle of couples all facing Promenade directi

face the couple behind. Every other couple does this all around the hall to make several
groups of four dancers. Use two-couple choreography and then bring da ncers back to t heir
starting | ocation. Create new groups by call

This formation is also used for pre -cued Sicilian Circle Contras. These dances repeat a
64-beat sequence of eight 8-beat calls. Thisisa ni ce way to enhance t
of the music. Here is an example showing when to prompt. Each dash indicates a beat of
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7

musi c. Prompt 0Circle Leftd on the | ast two beat

begin to Circle Left on the first be at of the 64 -beat sequence.
Sanita Hill Circle by Ed Durlacher

- - - -; - - Circle Left (8 beats);

- - - -; - - Circle Right (8 beats);

- - - -; - - Opposite Dosado (use 8 beats); (or Ladies Dosado)
- - - -; - - Partner Dosado (use 8 beats); (or Gents Dosado)

- - - -; - - Right -Hand Star (8 beats);

- - - -; - - Left-Hand Star (8 beats);

- - - -; - - Forward and Back (or Opposite Dosado) (8 beats);
- - - -; Pass Thru and move on to the next couple (8 beats);

BURNT IMAGE (One -Couple Sight)
By Jack Lasry

Jack Lasry coined the term o0Burnt Imagedé for the

at appr opriate spots, interrupting the preplanned routine with some One -Couple Sight
creations. At the interruption point, the caller burns an image into mind of one pair of
dancers and their specific locations. Then a bit of Two -Couple Sight choreography is used to
dance this pair of dancers with another couple. The two -couple calls end with the burnt
image couple back in their burnt image spots. The remainder of the preplanned routine is
then completed.

The two -couple calls must equally involve all four da ncers or both dancers of the same
gender. The calls must not move the dancers away from their geographical half of the
square. The obvious assumption is that returning two dancers to their original spots will
also place the other two dancers back where the y began. Any call that violates that
assumption must be avoided.

Example 1:

Preplanned Routine: Heads Lead Right, Circle to a Line, Forward and Back, = Two Ladies
Chain across, Ladies Chain back into a Promenade

1) Begin the Preplanned Routine : Heads Lead Right, Circle to a Line @ @

2) The Interruption Point : @ @

After the O0Circle toPathetL Limfe®e 6 t he Snm@e i's in

@ {1]

3) Take a Burnt Image: Perhaps select Couple #1 at the near end of the
l ine on trig@. call er ds

4) Call some Two -Couple Sight : Keep the four dancers in the near box together and
return Coupl e #1 to their st ar tStarmigru, Rightaad LeftoThru,
Veer Left, Chain Down the Line 6 .

5) Continue the Preplanned Routine : Two Ladies Chain across, Ladies Chain back into
a Promenade
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Example 2:

Preplanned Routine: Sides Square Thru Four, Swing Thru, Boys Run, Couples Circulate,
Wheel and Deal, Pass Thru, Trade By, Left Allemande.

1) Begin the Preplanned Routine: Call o0Sides Square Thru Four, Sw
Couples Circul ateo.

2) The Interruption Point: After the 0Couplese@inr [@®@[EP the s

Parallel Right -Hand Two -Faced Lines.
o | DO @[4]
3) Take a Burnt Image: Burn into mind the location of Couple #1.

4) Call some Two -Couple Sight: Use calls that keep the four dancers in that line together
and return the Burnt Image couple to their original spots.
Such calls might be one of the following:
Basic: Chain Down the Line, Star Thru, Right and Left Thru, Veer Left
Mainstream: Tag the Line Right, Boys Cross Run, Girls Trade
Mainstream: Half Tag, Scoot Back, Boys Run, Slide Thru, Swing Thru, Boys Run
Plus: Crossfire, Single Hinge, Fan the Top, Single Hinge and Roll, Right and Left Thru,

Veer Left

5) Complete the rest of the Preplanned Routine: Cal |l O0Wheel and Deal,
Trade By, Left All emandeo.

Example 3:

Conversion Module from Corner Box to Partner Lin
Peters): Swing Thru, Girls Circulate, Boys Trade, Boys Run, Bend the Line

1) Begin the Preplanned Routine: UseaGet-intoa Corner Box such as O0He:
1/ 4 and Head Boys Runbé. Begin the Conversion Mo
Circulate,Boys Tr ade 6.

2) The Interruption Point: E @
After the O0Boys Traded t h-Eland Wavesr ¢ in Parall el
all In Sequence and with Partners. IE

D@

3) Take a Burnt Image: Burn into mind the location of Couple #1.

4) Call some Two -Couple Sight: Use calls that keep the four dancers in the wave
together.
Such calls might be one of the following:
Basic: Swing Thru, Girls Run, Bend the Line, Box the Gnat, Right and Left Thru,
Pass the Ocean, Swing Thru
Mainstream:  Spin the Top, Recycle, Pass the Ocean, Scoot Back
Plus: Boys Run, Half Tag, Walk and Dodge, Chase Right, Single Hinge, Scoot Back
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5a) Completion: Conti nue the Conversion to a Partner
Lined and-QutfremtaeP&et ner Line such as OReverse

a Quarter , Pass Thru, All emande Left 6.
5b) Alternate Completion: Or call a Get -Out from the Interruption Point FASR shown
above. One such Get-Ou t is OoTurn Thr u, Left AlIl emande,

ISO LATED SIGHT (Two -Couple Sight)

An early step in the development of sight calling wa s the recognition that symmetry al lows
us to resolve by watching just four dancers. Isolated Sight does that in a very direct way.
The idea of Isolated Sight is to use a Get -In to a known FASR, isolate four dancers, focus
attention on them, use any series of calls that keep them together, bring them back to the
same FASR (not necessarily the same geographic location) as that occupied at the end of the
Get-In, and finally use a known Get -Out from that FASR.

Many callers use Isolated Sight when they are first learning to sight call. In its simplest
form, the caller creates a Corner Box, uses a few calls that keep the four dancers from one
box together in their half of the square, and eventually returns them to the same Corner
Box for an Allemande Left. See Example 1 below . It is also possible to create Partner Lines,
use a few calls that keep the two faci ng couples at one end of the lines together, bring the
dancers back to Partner Lines and use an appropriate Get -Out. This is really just two -
couple choreography being used for two groups of four dancers back -to-back or side-by-side
in the square. Experienced callers often sight singing calls using the same Isolated Sight
technique.

Isolated Sight Basic Example: The following sequence keeps the four dancers very close
to the four original geographic locations using either a box or a wave.

Get-In to a Corner Box : Heads Square Thru Four (Get -In to a Corner Box)
Isolated Four:  Swing Thru, Boys Run, Bend the Line, (now Facing Lines)

Right and Left Thru, Flutterwheel, Reverse Flutterwheel, (same Lines)

Pass the Ocean, Ladies Trade, (Corner Box Wave)
Return to a Corner Box: Swing Thru, Boys Run, Wheel and Deal (Corner Box)
Get-Out from a Corner Box : Allemande Left.

Isolated Sight Mainstream Example:

Get -In to a Partner Line: Heads Lead Right, Circle to a Line

Isolated Four:  Pass the Ocean, Swing Thru, Spin the Top, Right and Left Thru,
Dixie Style to a Wave, Boys Trade, Left Swing Thru, Girls Run, Bend the Line,
Two Ladies Chain ( Partner Line)

Get -Out from a Partner Line: Pass Thru, Wheel and Deal, Centers Swing Thru and
Turn Thru, Left Allemande, Promenade Home

Isolated Sight Plus Example: This example uses Plus calls while keeping the dancers
near to the original Corner Box geographical locations and resolves there using the Le  ft-
Hand Wave Allemande Left FASR instead of the Corner Box.

Get-In to a Corner Box: Heads Single Circle to a Wave and Slide Thru
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Isolated Four:  Touch 1/4, Follow Your Neighbor and Spread (now in a Wave)
Girls Trade, Swing Thru, Boys Run, Girls H inge (now in a Diamond)
Diamond Circulate, Flip the Diamond, Girls Trade (now in a Wave)
Explode and Right and Left Thru (now Facing Couples at one end of Lines)
Return to an Allemande Left FASR;: Pass the Ocean, Girls Cross Run
(Ends in th e Left-Hand Wave that results when dancers in the original Corner Box
step to a Left -Hand Wave.)
Get -Out: Allemande Left

RUBBER BAND VARIATION OF ISOLATED SIGHT

The simple Isolated Sight concept can be expanded by placing an imaginary elastic band
around the four dancers, and only using calls that keep the four dancers within that elastic
band. In fact, some additional calls can also be used as long as the caller knows that the
four dancers will begin the call together and end the call together even though they interact
with the other four dancers during the call.  One such call is "Double Pass Thru".

Rubber Band Example using Basic Calls : This example moves the dancers away from
the four original geographic locations and then brings them back.
Get-In: Heads Flutterwheel and Sweep a Quarter and Pass Thru (Get -In to a Corner Box)
Isolated Four:  Right and Left Thru and Veer Left (nowa Two-Faced Line)
Couples Circulate (now the four dancers are on one side of Parallel Two -Faced Lines)
Ferris Wheel (now they are on one side of a Double Pass Thru Formation)
Double Pass Thru ( now back in their original box location b ut in a new formation)
Return to a Corner Box: The paired couple are on the outside facing out so
Leaders Partner Trade restores the original Corner Box FASR.
Get-Out: Allemande Left

Using the rubber band idea , it is possible to move the group of four dancers around the
square and then reform their starting FASR in a new geographical location. The most
commonly used FASR is the Corner Box so the Get-In might be Heads Square Thru F our.
The caller sees a paired couple together on the outside of the set (the Sides are still at home)
and an unpaired couple facing them in the center . This is the desired goal for resolution.
The caller calls a few moves that keep the dancers together wit hin a box, wave, line ,
column, or other four -dancer formation . When ready to resolve, the caller places the dancers
back into an Eight Chain Thru formation with the paired couple on the outside facing the
same unpaired couple in the middle. The obvious Get-Out is Allemande Left.

It is helpful to make a list of calls that keep  four dancers together. For all of those calls
the caller must know where the four dancers will be at the end of the call.

Rubber Band Example using Basic callsand movingtoa new location:
Get-In: Heads Touch 1/4, Head Boys Run (Get -In to a Corner Box)
Isolated Four: ~ Dosado, Swing Thru, Boys Run, (now a Two -Faced Line)
Couples Circulate, Bend the Line (now all in one line)
Pass Thru, Wheel and Deal, Zoom (no w in a Box with pair on outside)
Return to a Corner Box FASR: Centers Square Thru 3 (interact but come back)
(Four now in the same Corner Box FASR but geographically rotated 90 degrees.)
Get -Out: Allemande Left

Rubber Band Example using Mainstream calls and moving to a new location:
Get-In: Heads Swing Thru and Spin the Top, Extend (Get -In to a Corner Box Wave)
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Isolated Four: Slide Thru, Pass Thru, Bend the Line (now in one Line)
Pass Thru, Wheel and Deal (now all together in  Double Pass Thru formation)
Double Pass Thru, Centers In, Cast Off 3/4 (now in a Box at one end of Facing Lines)
Star Thru, Double Pass Thru (now in Completed Double Pass Thru)
Leaders Partner Trade (now in one box of an Eight Chain Thru)
Returnt o a Corner Box FASR: Step to a Wave and Recycle
(Four now in the same Corner Box FASR but geographically rotated 180 degrees)
Get-Out: Allemande Left

ACROSS THE STREET VARIATION OF ISOLATED SIGHT

This variation should only be attempted when simple Isolated Sight has been mastered.
This breaks up the usual group of four so that dancers have an opportunity to dance with
everyone in the set.

The "Street" is an imaginary line drawn across the set splitting the Head men and their
partners. (Or it might go the other way splitting the Side men and their partners.) Dancers
are Across the Street if they are dancing on the opposite side of that line from where t hey
squared up.

The important rule is that the street must be crossed twice. Either the same four
dancers must cross twice, or four dancers must cross at one time and later the other four
dancers must cross. An example of four dancers crossing the s treet would be "Centers Pass
Thru", where two dancers from the Isolated group of four cross in one direction and two
dancers from the other group of four cross in the other direction.

Note that the dancers do cross the street in the examples of the  previous section;
however, all four isolated dancers cross it together in one or two moves. In the more complex
use of Across the Street, just two of the dancers cross the street and dance a few moves with
those already there before either re -crossing the street or being joined across the street by
the other two in the isolated four.

Example 1: The Chicken Plucker is a commonly used application of this.
Get -In to a Corner Box: Heads Flutterwheel and Sweep a Quarter and Pass Thru
Begin Chicken Plucker 0 Heads move Across the Street:
Right & Left Thru, Centers Arch, Dive Thru, Centers Pass Thru
Use Isolated Sight or Zero Module:
Swing Thru, Boys Run, Bend the Line, Reverse Flutterwheel, Star Thru
2nd Half of Chi cken Plucker & Heads return Across the Street:
Right and Left Thru, Centers Arch, Dive Thru, Centers Pass Thru
Corner Box Get -Out: Allemande Left

Example 2: This sequence begins with an Across the Street Get -In and those active during
the Get-In come back across the street to find their corner.
Across the Street Get  -In: Heads Star Thru and Pass Thru
Use Isolated Sight: Swing Thru, Spin the Top, Right and Left Thru, Slide Thru,
Pass Thru (Heads are still across the street , but they are about to cross back.)
Heads Cross the Street to face Corner: Trade By, Allemande Left

Example 3: This sequence begins with a Corner Box Get -In, four dancers are moved across

the street and then the other four dancers are moved across.
Get -In to a Corner Box: Heads Star Thru and California Twirl, Dosado
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Use Across the Street Isolated Sight:
Swing Thru, Boys Run (now the same four are together in a Two -Faced Line)
Couples Circulate (Heads moved across the street to make a new four)
Chain Down the Line (new four are together at one end of Lines)
Pass the Ocean, Swing Thru, Boys Run (new four together in a Two -Faced Line)
Couples Circulate (Sides moved across the street, now all four together in one Line)
Returnt o a Corner Box (flip  -flopped): Wheel and Deal
Corner Box Get -Out: Touch 1/4, Girls Run, Box the Gnat, Pass Thru, Allemande Left
Plus Example:  This sequence requires a clear underst anding of the changes occurring
during Double Pass Thru, Track Il (equiv alent to a Centers Pass Thru and Step to a Wave
but the square rotates 180 degrees) and Relay the Deucey (True Zero Flip -Flop).
Across the Street Get  -In with flip  -flop: Heads Star Thru, Double Pass Thru, Track Il
Using a True Zero Flip Flop to keep four together  : Ladies Trade, Relay the Deucey
Heads Cross the Street to a Corner Box: Recycle, Pass Thru, Trade By
Corner Box Get -Out: Touch 1/4, Follow Your Neighbor, Allemande Left

CONTROLLED RESOLUTION and MANIPULATION SYSTEM (CRaMS)
By Jerry Story

This system teaches the caller how to intentionally move to a known FASR, move the
dancers

around by oOcalling wi tedolvedronptoig FASRS Ieilargelg aindodutath e n
system mixed with a bit of Isolated Sight and Burnt Image. Its power lies in its direct use of

16 different Stations. These Stations are precisely the same FASRs as in the Table Showing

the Sixteen Sequence and Relationship Possibilities for Facing Lines of Normal Couples.

ELEMENTARY CRaMS

The Elementary CRaMS teaches four Primary Stations (All In Sequence in a Partner Line,
Corner Line, Right -Hand Lady Line and Opposite Line) and ho w to intentionally engineer
these Stations and launch resolutions (Get -Outs). The caller learns one or more Get -Ins and
Get-Outs for each Station. While in the Station the caller may use a few Zeros or
Equivalents, a couple of memorized modules or perhaps a bit of Burnt Image, Isolated Sight
or Mental Image to move the dancers and return them to the same station. Then the caller
uses the known Get -Out to resolve.

For a theme tip, the caller would develop a set of modules using the theme. These
modules
could then be used in more than one Station. Or instead of the modules, the caller might use
a bit of themed Burnt Image or Isolated Sight while in various Stations.

Example 1:
Get-Into a Right -Hand Lady Line:
Heads Lead Right, Swing Thru, Girl s Circulate, Boys Run, Bend the Line
Dixie Style Theme Zero: (This might be Burnt Image or a Module)
Right and Left Thru, Dixie Style to a Wave, Boys Trade
Left Swing Thru, Girls Trade and Run, Bend the Line
Get -Out to Home that works if Men are in their Right -Hand Quadrant:
Right and Left Thru, Slide Thru, Pass to the Center, Centers Slide Thru, Home
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Example 2:
Get -In to Opposite Line:
Heads Pass the Ocean, Extend, Boys Circulate, Recycle and Sweep a Quarter
Another Dix ie Style Theme Zero:  (This might be Burnt Image or a Module)
Reverse Flutterwheel, Dixie Style to a Wave,
Boys Cross Run, Swing Thru, Boys Run, Bend the Line
Get -Out from Opposite Line:
Pass the Ocean, All 8 Circulate, Recycle, Veer Left, California Twirl, Promenade

ADVANCED CRaMS

In the Advanced form of CRaMS, the system is expanded in several ways.

a) Callers learn to make use of all 16 Stations.

b) Callers learn to recognize Stations and their geography.

c) Callers learn to maintain the Station while moving the dancers from one quadrant to
another.

d) Callers learn to change from one Station to another.

e) Callers learn to engineer both the Station and the quadrants so that At -Home
Resolutions can be used.

f) Callers learn to recognize the four Primary Stations on the fly and engineer an
appropriate Get-Out.

Example 3 showing setup and use of an At -Home Resolution:

Get-Into a Right -Hand Lady Wave Out of Sequence:
Sides Right and Left Thru, Heads Square Thru 4, Step to a Wave
Isolated Sight:
Ladies Trade, Single Hinge, Walk and Dodge, Partner Trade, Pass the Ocean
Engineer the setup necessary to use the desired Get -Out:
Girls Trade, Swing Thru
At -Home Resolution from this setup
Al | 8 Circul ate Once and a Hal f, Hi nge, Boys Rur

Example 4: Theme an Extended Application of Spin the Top
This example begins using the same Right -Hand Lady Out of Sequence Station as Example
3. However, the beginning quadrant location is different so the Get -Out is adjusted

accordingly.

Get-Into a Right -Hand Lady Line Out of Sequence:
Heads Square Thru Two, Spin the Top, Boys Run, Bend the Line, Circle to a Line
Move dancers within one quadrant: Note that Man #1 i s positioned to dance in his
Opposite Lady Quadrant. Now call some dancing that keeps current partners together
and returns them to the same Quadrant:
Spin the Top, Boys Run, Bend the Line, Reverse the Flutter,
Pass Thru, Tag the Line, Face Out , Bend the Line, Pass the Ocean
Engineer the setup necessary to use the desired Get -Out:
Girls Trade, Swing Thru
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Confirm position for Get -Out:

Man #1 and his Right -Hand Lady are now in a Right -Hand Lady Station with all In
Sequence. Furth ermore, they are in the correct geographic location for the following Get-
Out. You are now ready to launch the Get -Out.

At -Home Resolution from this setup:
All 8 Circulate Once and a Half, Box the Gnat, Wrong Way Grand,
Sl ide Thr lomeYoudr e

Please refer to separate Advanced CRaMS documentation for more details about moving
dancers between Stations and engineering Get -Outs.

SAMPLE SETS OF GET -INS AND GET -OUTS FOR EACH OF THE
STATIONS:
(Also see the Get-Outs from Normal Facing Lines FASRs in Chapter 14.)

The first eight stations are Normal Facing Lines of four with both halves of the
line
assuming the same relationship.

Station #1la (Partner Line) (= Zero Line) (Facing Lines, all with Partner and In Sequence)
(Ends are facing their Corner, Center Gents are facing their Right  -Hand Lady)
(Centers are standing beside their Corner.)

Get-In: Sides Lead Right, Circle to a Line

Get-Out: Star Thru, Square Thru 3, Left Alle  mande

Station #1b  (Facing Lines, all with Partner and all Out of Sequence)
(End Gents are facing their Right -Hand Lady, Centers are facing their Corner.)
(Center Gents are standing beside their Right -Hand Lady .)

Get-In: Sides Lead Right, Circleto a Line, Right and Left Thru

Get-Out:; Star Thru, Pass Thru, Left Allemande

Station #2a (Corner Line) (Facing Lines, all with Corner and all In Sequence)
(Centers are facing their Partner, Ends are facing their Opposite.)
(Ends are twice removed from their Partner in the same line.)
Get-In: Heads Square Thru, Slide Thru
Get-Out: Star Thru, Dive Thru, Centers Square Thru 3, Left Allemande
Get-Out: Square Thru 3, Allemande Left
Get-Out: Flutterwheel and Sweep a Quarter , Allemande Left
Get-Out: Box the Gnat, Pass Thru, Ends Fold, Left Allemande

Station #2b  (Facing Lines, all with Corner and all Out of Sequence)
(Ends are facing their Partner , Centers are facing their Opposite.)
(Centers are standing beside their Partner.)

Get-In: Heads Square Thru, Slide Thru, Right and Left Thru

Get-Out: Slide Thru, Left Allemande

Get-Out: Pass Thru, Ends Fold, Pass Thru, Right and Left Grand

Station #3a  (Opposite Line) (Facing Lines, all with Opposite and all In Sequence)
(End Gents are facing their R ight -Hand Lady, Centers are facing their Corner.)
(All Partners are diagonally across from each other .)
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Get-In: Head Ladies Chain, Sides Star Thru, Pass Thru, Circle to a Line
Get-Out: Star Thru, Pass Thru, Trade By, Square Thru 3, Left Allemande

Station #3b (Facing Lines, all with Opposite and all Out of Sequence)
(Ends are facing their Corner , Center Gents are facing their Right -Hand Lady.)
(All Partners are diagonally across from each other .)
Get-In: Head Ladies Chain, Sides Star Thru, Pass Thr u, Circle to a Line,
Right and Left Thru
Get-Out: Star Thru, Pass Thru, Trade By, Pass Thru, Left Allemande

Station #4a (Right -Hand Lady Line)
(Facing Lines, Gents with Right -Hand Lady, all In Sequence)
(Ends are facing their Partner, Centers ar e facing their Opposite.)
(Centers are standing beside their Partner.)
Get-In: Heads Star Thru, Pass Thru, Slide Thru, Right and Left Thru
Get-Out: Square Thru, Trade By, Left Allemande
Get-Out: Touch 1/4, Column Circulate, Boys Run, Pass Thru, Allemande Left

Station #4b  (Facing Lines, Gents with Right -Hand Lady, all Out of Sequence)
(Ends are facing their Opposite, Centers are facing their Partner.)
(Ends are twice removed from their Partner in the same line.)

Get-In: Heads Star Thru, Pass Thru, Slide Thru

Get-Out: Star Thru, Pass Thru, Trade By, Left Allemande

Get-Out: Pass the Ocean, Girls Circulate, Boys Run, Promenade

The next eight Stations are Facing Lines of four with half the line assuming one
relationship and the other half a ssuming another.

Station #5a (Left Side with Partner, Right Side with Opposite, Men In Sequence)
(All Gents are facing their Right -Hand Lady. Corners are in the same line.)
Get-In: Sides Square Thru, Circle to a Line, Right and Left Thru
Get-Out: Pass Thru, Wheel and Deal, Centers Square Thru 3, Left Allemande

Station #5b  (Left Side with Opposite, Right Side with Partner, Men Out of Sequence)
(All Gents are facing their Right -Hand Lady. Corners are in same line.)

Get-In: Sides Square Thru, Circle to a Line.

Get-Out: Touch 1/4, Circulate 1 1/2, Girls Trade, Girls U  -turn Back, Left Allemande

Station #6a  (Left Side with Opposite, Right Side with Partner, Men In Sequence)
(All are facing their Corner so Corners are in the same box.)
Get-In: Fou r Ladies Chain, Sides Square Thru, Circle to a Line, Right and Left Thru
Get-Out: Pass the Ocean, Recycle, Left Allemande

Station #6b  (Left Side with Partner, Right Side with Opposite, Men Out of Sequence)
(All are facing their Corner so Corners are in  the same box.)

Get-In: Four Ladies Chain, Sides Square Thru, Circle to a Line

Get-Out: Pass Thru, Wheel and Deal, Centers Pass Thru, Left Allemande

Station #7a  (Left Gent with Right -Hand Lady, Right Side with Corner, Men In Sequence)
(All are facing their Opposite.) (Ends are twice removed from Partner and Centers are
standing beside Partner in an 0l 6ve got his, heds
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Get-In: Heads Lead Left, Veer Right, Boys Trade, Couples Circulate, Bend the Line
Get-Out: Pass Thru, Boys Trade, Courtesy Turn, Promenade
Get-Out: Pass the Ocean, Swing Thru, All 8 Circulate, Right and Left Grand

Station #7b  (Left Side with Corner, Right Gent with Right -Hand Lady, Men Out of

Sequence)
(All are facing their Opposite.) (Ends are twice removed from Partner and Centers are
standing beside Partner in an 0l dve got hi s,

Get-In: Heads Lead Left, Veer Right, Boys Trade, Couples Circulate, Bend the Line,
Right and Left Thru

Get-Out: Spin the Top, All 8 Circula te, Right and Left Grand

Get-Out: Pass the Ocean, Girls Trade, All 8 Circulate, Boys Run, Promenade

Station #8a  (Left Side with Corner, Right Gent with Right  -Hand Lady, Men In Sequence)
( Al are facing their Partnerboi)n an o0l d6dve got
Get-In: Heads Lead Right, Slide Thru, Right and Left Thru
Get-Out: Dixie Style to a Wave, Boys Circulate, Left Allemande
Get-Out: Two Ladies Chain into Promenade
Get-Out: Pass the Ocean, Swing Thru, Right and Left Grand

Station #8b (Left Gent with Right -Hand Lady, Right Side with Corner, Men Out of

Sequence)

(Al are facing their
Get-In: Heads Lead Right, Slide Thru
Get-Out: Spin the Top, Right and Left Grand
Get-Out: Right and Left Thru, Two Ladies Chain into Promenade
Get-Out: Pass the Ocean, Girls Trade, Boys Run, Promenade

Partner in an o0l dve got

DANCING THROUGH THE SIXTEEN STATIONS:

Note that for most of these Stations, the dancer locations match the v ersion of the FASR
shown in the Table of 16 possibilities. However, for Stations #2, #5 and #6 the locations of
the dancers within the FASR are rotated with respect to those shown in the Table.

Begin with a Partner Line:
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Sides Lead Right, Circle to a Line Station #1a
Right and Left Thru Station #1b
Flutterwheel Station #8a
Right and Left Thru Station #8b
Flutterwheel Station #1a
Convert to a Corner Line:

Touch 1/4, Circulate, Boys Run, Slide Thru  Station #2a
Right and Left Thru Station #2b
Flutterwheel Station #6a
Right and Left Thru Station #6b
Flutterwheel Station #2a
Convert to an Opposite Line:

Touch 1/4, Circulate, Boys Run, Slide Thru  Station #3a

heds
hi's
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Right and Left Thru Station #3b
Flutterwheel Station #7a
Right and Left Thru Station #7b
Flutterwheel Station #3a

Convertto a Right -Hand Lady Line:
Touch 1/4, Circulate, Boys Run, Slide Thru  Station #4a

Right and Left Thru Station #4b
Flutterwheel Station #5a
Right and Left Thru Station #5b
Flutterwheel Station #4a
Resolve:

Square Thru, Trade By, Left Allemande

RECOGNIZING CRaMS STATIONS AND RESOLVING
By Barry Johnson

This resolution system allows the caller free use of any appropriate choreography. It is
primarily intended for use by callers who are already comfortable with resolving by moving
dancers into a Corner Box or a Partner Line, and who have worked within the Elementary
CRaMS framework using the four Primary Stations.

CRaMS is a system of calling that encourages the use of modules or extemporaneous
calling whi le working within a framework of known dancer relationships. The fundamental
tenet of CRaMS is this: if you know the relationships between the dancers, then resolving
the
square is simple.

I n CRaMS terminology, t he Part rewwnondis witk theirs t he 0
Partner and the Corner Box is the o0Stationd wher e
who uses CRaMS extends that comfort zone just a little further by using two more
0 St at iooemhare every man is with his Opposite Lady, a nd a final Station where every
man is with his Right -Hand Lady. This system explains how to recognize when the dancers
are in each of these four Stations, and then how to resolve using that knowledge.

Stations

A Station is simply a group of four dancers (two men and two ladies) that have known
relationships to one another.

At first glance, it would seem that there are many different possibilities. After all,
callers are very good at scrambling the squares. So how many possibilities are there? The
answer might surprise you. If we use symmetric choreography, and if we ignore (for the
moment) sequence and arrangement, it turns out that there are exactly four possible
Stations:

1T Each mandés Partner is supmewhere within his gro
f Each mands Corner is somewhere within his grou
T Each mandés Opposite Lady is somewhere within h
T Each man éHandRadgihisomewhere within his group

There are no other possibilities. If we split the square in half into two groups of two men

and two ladies, at any point in the sequence of calls, exactly one of those four conditions will
be true.
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That seems | ike a strong statement. Il téds actual

same relationship will be true for both men in a grou  p at the same time. Both men will have
either their Partner, Corner, Opposite or Right -Hand Lady in the group. In fact, by
symmetry, the relationships will be exactly the same in the other group as well. Baring
dancer error and if we are using symmetric choreography, there simply are no other
possibilities. Look at the Sixteen Sequence and Relationship Possibilities Charts in Chapter
2 to convince yourself of this fact.

Recognizing Stations

The key to recognizing Stations on the fly is to find pairings anywhere in the square,
and to realize what those pairings mean. Consider any box of four dancers with two men
and two ladies. For the purpose of recognizing the Stations, the formation and arrangement
of the dancers in the group of four does not matter. If we see original partners anywhere in
the group of four, it counts. Of course, there can only be three possibilities: there are no
pairs, one pair, or two pairs of original partner couples in the box.

If ther e are two pairs, you are in the Partner Station!

omeE _  OEeE = @DORGe
AOEG afofe ® @ o

Partner Line All Partners Facing Lead Right Box

If there are no pairs, you are in the Opposite Lady Station!

eEHOE  QHEE = DOoMEe
OB AeE® ®@ e

Opposite Line Partners both in one line Opposites Facing

If there is only one pair, then you have to take a second look at the group. Look for the
paired mands (or | adyiéis}he sarne gnoept then yoli hatehraeCorrelo r n e
Station, otherwise it is a Right -Hand Lady Station (Across the Street).

eEHeE  omEeE @ BODO
AOE® AOEG ®Eed

Corner Line Right -Hand Lady Line Right -Hand Lady Box Out

Recognizing stations when you only know two couples:

Usually the caller can only recognize the dancers in two adjacent couples. If so, you can
still recognize stations on the fly, but it takes a little more work. Look at your groups of
four, finding the dancers you recognize.

If all four known dancers are together:
Of course, if you see both of your known couples in the same group of four, then the
dancers are obviously in the Partn er Station.
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If three of your four known dancers are together:

Whenever you have three of your four known dancers together, then they will either be
in the Corner or the Right -Hand Lady Station. So which is it? Simple & do you see your
known corners in that box? If so, the dancers are in the Corner Station. If you do not see
both of your known corners, then the dancers are in the Right -Hand Lady Station.

If just two of your four known dancers are together:

If your two known couples are paired u p in the same group, or if they are paired up in
different groups of four, then you are in the Partner Station.

If you see just the two men or just the two ladies from your known couples in the same
group of four, then you are in the Opposite Lady St  ation.

If you see just one known man and one known lady who are not partners, then you are
in the Opposite Lady Station.

It might take a few seconds to figure out these pairings, just keep calling while you are
looking. Call some easy sight calling or zeros that keep the groups intact while you sort
things out.

Using Stations to Resolve

@ @ IE @ resolutions assume that the caller first converts to Normal
@ E @ Couples. Then the resolution process requires placement of t he
known partner or corner pairs in a certain location within a Normal Eight Chain Thru
formation or within Normal Facing Lines.

These

Resolving from Corner Stations:
Resolution from Corner Stations is trivial: There will be only one paired couple in each
group of four. Simply put that paired couple on the outside of a Normal Eight Chain Thru
formation and an OAl |l emande Lefto

resolve m '@' @ '@' the square. Iﬂ '@' EP '@'
@ (1] @ {2] @ 2] @ (3]

or

Resolving from Right -Hand Lady Stations:

Resolving from a Right -Hand Lady station is just as easy . You just put the paired couple
on the inside of a Normal Eight Chain Thru formation, and everyone
will be In Sequence. If you wi sh, ju Ef @ @ @ dra s s Trade By,

Al l emande Lefté. @ 1] Gr (2]

or

Resolving from Partner Stations:
Again, we can use visual pairings to help us correctly resolve from Partner Stations. If
you have boxes in a known Partner Station, arrange Normal Facing Lines where every man
has his partner. Look for pairings of corners: If you s ee corners facing each other on either
end of the lines or corners adjacent to each other in the center, you have Partner Lines. If
notta ORight and Left Thrudé wil l-Owti vies yost £rarT mrew, |
Thru3, Left Al l emandebo.
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eEeE = OHOHE
AOED AOE

Resolving from Opposite Lady Stations:
Once again, the secret is looking for a pair of corners. This time you want corners facing
as the centers of Normal Facing Lines. From this station, if you see corners as temporary
partners in Facing Lines, then calll 0Two Ladies C
each other on the end of the lines, do a ORight a
If you have identified an Opposite Lady Station because you see just the  two men or just
the two ladies from your known couples in one box, then place your known corners on
opposite ends of one Normal Facing Line.
In either of the two cases above, everyone will then have their Opposite Lady as a
temporary partner, and the y will all be In Sequence. A Get -Ou t is oStar Thr u, P
TradeBy, Square Thru 3, Al'l emande Left 6.

PEOE QN
AOE® AOEG
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CHAPTER 6

UNLIMITED CLASSIC RESOLUTION SYSTEMS

In the preceding chapters we have discussed the concepts and skills needed to move a

square from a random setup to a known FASR and then back to a properly resolved Static

Square. This chapter discusses various versions of a widely used system that we have

named the 0 Cl assi ¢ Resol uti on Sy tha mds basicHornsalways t he sy

ends with either 0 Pass Thru, Al l emande Leftdé or o0Square Thi
Readers are encouraged to refer back to Chapters 2, 3 and 4 as needed. We will be using

the terminology defined in Chapter 2 and 3, and r equiring the caller to use the skills

described in Chapter 4.
The generalized description explains the goal for each step without specifying exactly

how the caller should accomplish the goal. There are many possible ways to reach the four

goal FASRs, and experienced sight callers would try to minimize the number of calls needed

to reach the goals. Newer sight callers often need more structure to help them efficiently

reach the goals. The various versions specify certain formations and calls to use whi le

Normalizing, Pairing, and moving the couples into the four goal FASRs. The main

descriptions were written i n parallel so that they all work through the process using the

same seven steps.

GENERAL DESCRIPTION OF THE CLASSIC RESOLUTION SYSTEM

A caller using this system moves the dancers into one of four FASRs, recognizes which
FASR has been created, and then uses a known module to resolve from that FASR.
The four goal FASRs are:
1. Facing Lines, Normal Couples, All In Sequence, All with Partner
2. Facing Lines, Normal Couples, All Out of Sequence, All with Partner
3. Double Pass Thru, Normal Couples, All In Sequence, Outsides with P artner,
Centers beside their Opposite and facing their Partner
4. Double Pass Thru, Normal Couples, All Out of Sequence, Outsides with Partner,
Centers beside their Opposite and facing their Partner

This system assumes that the caller can manage the necessary formations, pair two
dancers when desired, and normalize the formation with ease. There are several versions of
this system that are more structured applications of the same procedure. Usually a sight
caller learning this system would begin with one of the more structured versions and then
progress to an understanding of the generalized system.

0) Note two adjacent couples: Before beginning to call, note one set of corner dancers and
their partners. It is also useful to note the location of home for one partner pair in order
to avoid calling "Promenade” when the dancers are already at home.

1) Normalize the Formation: When ready to resolve, use calls that change the formation
into one with Normal Couples or Parallel Waves with same gender in the Center (0 or
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1/2). This step may be unnecessary if such a formation already exists. This step may be
delayed until after the couple s are paired.

2) Pair at least one couple: Use calls that pair up one couple. Assuming symmetry, this
will automatically also pair up the diagonally opposite couple. (If couple #1 is paired then
couple #3 should also be paired.) When Step 1 and Step 2 ar e completed the setup should
be Normalized and have at least one noted partner pair together.

3) Count Partner Pairs and determine the route to follow: Assuming symmetry, the
pairing of one couple will automatically also pair up the diagonally opposite ¢ ouple. If
both noted corner dancers are with their partners then all four couples should be paired.
Count the pairs. If all four couples are paired continue with Step 4. If exactly two couples
are paired go to Step 6.

4) If Four Pairs, make Facing Lines . If all four couples are paired, maintain the pairing
and change the formation to Facing Lines with Normal Couples.

5) Determine the sequence state by asking, "Are Corners adjacent?" If the noted
corner dancers are adjacent (in the center of the line or around the end) then all the
dancers are In Sequence. If the noted corner dancers are not adjacent (opposite ends of
one line or facing each other across the center) then all the dancers are Out of Sequence

@ L[] O[]
alojele) aloJEle)

Corners Adjacent, so In Sequence Corners not adjacent, so Out of Sequence

These are goal FASRs #1 and #2 listed above. Having determined the sequence state, use
an appropriate Get -Out module for Facing Lines In Sequence (go to 5a) or Facing Lines
Out of Sequence (go to 5b).

5a) Four Pairs Get -Out if In Sequence: If the dancers are In Sequence the simple
resolution is to call "Circle Left, Allemande Left". The classic get -out is "Star Thru (or
Slide Thru), Square Thru Three, Allemande Left".

5b) Four Pairs Get -Out if Out of Sequence: If the dancers are Out of Se quence, call
"Star Thru (or Slide Thru), Pass Thru, Allemande Left".

Since both Get-Outs begin with "Star Thru", that allows the caller a bit more time to
visualize whether "Square Thru 3" or "Pass Thru" will bring the noted corners together.
(At Mai nstream "Star Thru" can be replaced by "Slide Thru".)

6) If Two Pairs, put them on the outside of a Double Pass Thru formation: If exactly
two of the four couples are paired, maintain the pairing and use calls that change into a
Double Pass Thru formation with the paired couples on the outside.

7) Determine the sequence state by asking, "Are Corners facing?"

7a) Two Pairs Get -Out if Corners Facing: If the noted corner dancers are facing each
other with one dancer between them, call "Centers Pass Thru, A llemande Left" or an
equivalent Get -Out module. Note that they are all In Sequence and Centers Pass Thru
doesn't change that. This is goal FASR #3 listed above. (Also see step 7c.)
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=51 20 @ D HIOIHETO)
@ @ E E Centers Pass Thru @ E @ E Allemande Left

7b) Two Pairs Get -Out if Corners Not Facing: If the noted corner dancers are not facing
each other (one is diagonally behind the other), call "Centers Square Thru Three" to turn
the center dancers around and bring the two corners together for an Allemande Left or

use an equivalent Get -Out module. This is goal FASR #4 listed above. Note that they are
all Out of Sequence and the Centers Square Thru Three results in the necessary change
in the Sequence State for both Boys and Girls. (Also see step 7c.)

[ 2} @ 3 [} @ [2} 3
@ @ E @ Centers Square Thru 3 @ @ @. @ Allemande Left

7c¢) Get -Outs if outside pair is at home: If the outside couples are standing in their home
positions, then the resolution calls given in steps 7a and 7b may be replaced with an
appropriate at -home resolution module or a bit o f Isolated Sight applied to the center
four dancers. Showing Sides at the home positions:

[} B} B @ [4} [1} D @
@ @ (1] (2] or @ @& (5] 2]

Centers Star Th ru, (Home) Centers Square T hru but on 3 Slide Thru, (Home)

CLASSIC PARALLEL TWO  -FACED LINES RESOLUTION SYSTEM

This Resolution System uses the following Basic calls: Ferris Wheel, Circulate, Zoom, Trade,
Square Thru 3, Bend the Line, Star Thru, Pass Thru, Allemande Left, Promenade, Forward
and Back, and Circle Letft.

0) Note two adjacent couples: Before beginning to call, note one set of corner dancers and
their partne rs.

1) Make Normal Parallel Two  -Faced Lines: When ready to resolve, use calls that
change the formation to Parallel Two -Faced Lines (right or left -handed) with Normal
Couples.Ift his is difficult, see the section on OFornn

2) Pair at least one couple by using Circulates and Trades: Look for the noted
couples in search of paired partners. If there is at least one pair, move on to Step 3. If
0CentTerade 6 gives a pairialgl, &«ckBdds iQGi.r cOulhaetrend .s eOn
contain both members of one of the noted partner pairs. If the partners are not together,
cal 0Centers Tradeo. The for mat i onFacedhlineslwith now be
Normal Couples and at least one couple paired.
Note: Three calls should always be sufficient to make a pair; however, sometimes the

best route is not <clearly seen. I f dancers are

consider using a o0Cali forni a dreeton. IO6, cdlmdwomovi ng

Faced Line Zero Module to break up the process. Example from Normal Parallel Right -

Hand Two -FacedL i ne s : 0OChain Down the Line, Pass the Oc
3) Count partner pairs and determine the route to follow: Assuming symmetry, the

pairing of one couple will automatically also pair up the diagonally opposite couple. If
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Couple #1 is paired, then Couple #3 should also be paired. If both noted corner dancers
are with their partners, then all four couples should be paired. Count the pairs. If all four
couples are paired, continue with Step 4. If exactly two couples are paired, go to Step 6.

4) If Four Pairs, make Facing Lines: I f all four couples are paired
make Facing Lines of Normal Couples.

5) Determine the sequence state by asking, CaARFleoEorwar d
and Backo6 while observing teth@rnes dagcers arec agljacent at e . |
(in the center of the line or around the end), then all the dancers are In Sequence. If the
noted corner dancers are not adjacent (opposite ends of one line or facing each other
across the center), then all the dancers are Out of Sequence.

®LEIQLME ORI
AOEG EOEG

Corners Adjacent, so In Sequence Corners not adjacent, so Out of Sequence

5a) Four Pairs Get -Out if In Sequence: If the danc ers are In Sequence, the simple
resoluton i s to <call 0oCircle Left, A{Olueé ma nsd e0 Skt eafrt OT h
Square Thru Three, All emande Left 6.

5b) Four Pairs Get -Out if Out of Sequence: If the dancers are Out of Sequence, call
0oStahru, Pass Thru, All emande Lefto.

Since both Get-Out s begin with o0Star Thrubo, the call er

whet her 0Square Thru 36 or oPass Thrudé wildl br
Mainstream, 6 St ar Thrud6é can be replaced by 0Slide Thr
replacedby o0Load the Boat é.)

6)If Two Pairs, call 600 Fdmrrims PWiFaddlLiees of Nomnwal Couples

with exactly two of the four couples paired, the next goal is a Do  uble Pass Thru formation

with the paired couple on the outside. One opti
pl aces the paired couple on the inside, cal l 0Z
option is to place the paired couple facingoutbyusin g o0 Coupl es Circulated i
then call OFerris Wheel 6 to achieve the Double P
NYDetermine the sequence state by asking, O0Are cor
7a) Two Pairs Get -Out if Corners Facing: If the noted corner dancers are facing each

other with one dancer between them, call o0Center

(51 20 @ D G 3 E O
@ @ E E Centers Pass Thru @ E @ m Allemande Left

7b) Two Pairs Get -Out if Corners Not Facing: If the noted corner dancers are not facing
each other (one is diagonally behind the other),c all 0 Cent er s Square tohru Th
turn the center dancers around and bring the tw
L e for use an equivalent Get -Out Module.

&k 5} @ O B @ 2} O
@ 4] @ (1]

@ @ @ E Centers Square Thru 3 Allemande Left
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CONSOLIDATED VIEW OF PARALLEL TWO -FACED LINES:

Once there is at least one pair, here is a consolidated way of thinking about the steps.

4) If all four couples are paired: Call oBend the Line, Star Thru (o

6) If only two couples are paired: Cal | OFerris Wheel 6 and of neede
theout si de call 0Zoomo.

5&7Resolve) Bring the corners together or make the se
Thrudé or o0Square Thru 36. I f al l are paired, t h
paired, the action is directed to the Centers.

HALF CLASSIC PARALLEL TWO -FACED LINES RESOLUTION SYSTEMS

Some callers prefer to limit the Get -Outs that must be remembered by doing more
adjustment while the dancers are in Two -Faced Lines. There are two possible routes to
follow. One route is to always pair exactly two opposite couples. The other route is to always

pair all four couples. The next two systems have been developed to follow these two routes.
Both require only four steps and use just Circulates and Trades for pairing.

HALF CLASSIC WITH EXACTLY TWO OPPOSITE COUPLES PAIRED
(As Simple As4 -3-2-1) By oBear 6 Mill er

This is a simple, 4 -step resolution system that uses Two -Faced Lines during the pairing
process and reduces the Get-Out options to two. The known FASR goals are Normal Two -
Faced Lines with exactly two couples paired. The calls required for this system include
Circulate, Trade, Bend the Line, Wheel and Deal, and  Zoom.

Step 0: Note two adjacentco  uples and the corner relationship
Step 1: Move the square into Normal Parallel Two -Faced Lines

Observe: Depending on how you look at them, you will have one of the following
sequences:

1 4-0 or 0-4, all of the noted dancers are in one line

1 3-1or1-3, three of the noted dancers are in one line

1 2-2, two of the noted dancers are in one line

Step2: Thegoalhereis3 -lorl1-3. Call OEnds Circulated i f neede
Assuming Normal Parallel Two -Faced Lines, calling OENnds Cirec
convert the 4-0, the 0-4, or the 2-2 case to a 3-1 case. Use pawns to see that it will always
work.

Observe: Find the line that contains three noted dancers.

Step 3: Both dancers of one of the noted couples will be in the line containing
three noteddancers.Us e 0Centers Traded6 i f necessary to pa

Step4: Use the OExactly Two Pairsoé half of the cl ass
a) Either call OFerris Wheel 6 or calll 0Bend the
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b) If the paired couple.is in the Center, call 0
c) If the noted corner dancers are facing each other with one dancer between them,  call
0Centers Pass Thru, Allemande Left 6.
| f not , cal l 0Centers Square Thru Three, Al |l ema

HALF CLASSIC TWO -FACED LINES WITH ALL FOUR COUPLES PAIRED
By John Marus

When a caller is learning the sight resolution  process, it is possible to reduce the Get -Outs
needed to just two by always pairing both noted couples.
This is a good oLevel 16 for beginning sight C a3
only four steps to remember and accomplish. All of the p airing is done from Parallel Two -
Faced Lines which is one of the easiest formations for seeing and creating partner pairings.
Also, Parallel Two -Faced Lines are easy to form and easy to maintain , so this reduces
formation management difficulties.
The known FASR goals are Normal Facing Lines with all partners paired. The calls
required for this system include Circulate, Trade, Bend the Line, and whatever calls are in
the Get-Out Modules used.

Step 0: Note two adjacent couples
Step 1: Move the square  into Normal, Parallel Two -Faced Lines

Step 2: Use Circulates and/or Trades to pair up BOTH Key Couples
This is fairly easy to do from Parallel Two -Faced Lines. One Circulate and/or one Trade
should pair one couple. Move them to be facing out. If the other couple is not paired, call
OEnds Circul ate and Centers Tradeo. AlIl wildl be

Step 3: Call Bend the Line
This converts the formation to Normal Facing Lines with all paired.

Step 4: Are Corners Adjacent?
If yes, it is a Partner Line; call a Get -Out Module.
If no, it is an Out of Sequence Partner Line; call a Get -Out Module.

Get -Outs from a Partner Line In Sequence:
1 All Circle Left, Allemande Left
1 Two Ladies Chain across, Two Ladies Chain back into a Promenade
9 Star Thru, Square Thru 3, Allemande Left
1 Touch 1/4, Column Circulate, Boys Run, Allemande Left

Get -Outs from a Partner Line Out of Sequence:
9 Star Thru, Pass Thru, Allemande Lef t
i Pass the Ocean, Boys Run, Promenade
1 Flutterwheel, Reverse Flutterwheel into a Promenade
1 Touch 1/4, Column Circulate, Boys Run, Square Thru 3, Trade By, Allemande Left

Refer to o0Circulate and Trade to a Proagetoaded i
streamline this system.

CLASSIC TWO -FACED LINES RESOLUTION SYSTEM FLOW CHART
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Bill Davis often illustrated the Parallel Two -Faced Line Resolution System using a Flow
Chart. Diamonds are decision points. Rectangles are actions. Work down from the top left
following the arrows.
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CLASSIC FACING LINES RESOLUTION SY STEM

This resolution system uses the following Basic calls: Zoom, Wheel and Deal, Square  Thru
3, Star Thru, Bend the Line, Two Ladies Chain, Pass Thru, Allemande Left, Promenade,
Forward and Back, and Circle Left.

0) Note two adjacent couples: Before beginning to call, note one set of corner dancers and
their partners.

1) Change to Facing Lines with Normal Couples: When ready to resolve, use calls that
change the formation to Facing Lines with Normal Couples. If this is difficult, see the
section on OFormation Managemento in Chapter 4.

2) Pair at least one couple:  The next goal is to pair one of the noted couples. Look first for

a lucky pairing. If there is a pairing, move on to Step 3. A simple pairing technique is to

use O0OTwo Ladies Chaindé to put at | east setmfe set ¢
partners is no t paired with each other, cal l O0Pass Thr
Back, Two Ladies Chainbo. At this point the f or me
Couples with at least one paired couple. This process is discussed and diagramed in the

OPai ricntgitonseof Chapter 4. 0Two Ladies Chaind can
OReverse Flutterwheel 6.

3) Count partner pairs and determine the route to follow: Assuming symmetry, the
pairing of one couple will automatically also pair up the opposite couple. If Couple #1 is
paired, then Couple #3 should also be paired. If both noted corner dancers are with their
partners, then all four couples should be paired. Count the pairs. If all four couples are
paired, continue with Step 4. If exactly two couples are p  aired, go to Step 6.

HIf Four Pairs, cal l O FoUwiamg a@mar vBaarcck 6and Backo6 gi
time to observe the sequence state and decide on an appropriate Get -Out. Try to avoid
overusing this call. If thinking time is needed, considerrepla ci ng OFor ward and Be
a Geographical Zero such as ORight and Left Thru

5) Determine the sequence state by asklitmegnpteddo Ar e c
corner dancers are adjacent (in the center of the line or aro und the end), then all the
dancers are In Sequence. If the noted corner dancers are not adjacent (opposite ends of
one line or facing each other across the center), then all the dancers are Out of Sequence.

@RI QLRI
AORG AOR®

Corners Adjacent, so In Sequence Corners not adjacent, so Out of Sequence

5a) Four Pairs Get -Out if In Sequence: If the dancers are In Sequence, the simple
resoluton i s to <call 0oCircle Left, A{Olué ma nsd e0 Slteafrt 6T h
Square Thru Thr ee, All emande Left 6.

5b) Four Pairs Get -Out if Out of Sequence: If the dancers are Out of Sequence, call
0StTahr u, Pass Thr u, Al l emande Lefto.

Since both Get-Out s begin with o0Star Thrud6, the caller
whet her 0Square Thru 36 or oPass Thruo6 wildl br
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Mainstream, 0 St ar Thrud6 can be replaced by o0Slide Thr
replaced by o0Load the Boato6.) With experienQueasi t i s
the pairing is completed allowing a smooth presentation of properly timed calls.

6) | f Two Pairs, cal l oPass Thr u, Wh e e FromaRaadng De al 6
Lines of Nor mal Couples with exactly two of t he
Wheeland Deal 6. I f that places the paired coupl es

on the outside of a Double Pass Thru formation.

7) Determine t he sequence state by asking, OAre corners
7a) Two Pairs Get -Out if Corners Facing: If the noted corne r dancers are facing each
other with one dancer between them, call oCenter

&} 20 @ @ GG E O
@ @ E Centers Pass Thru @ E @ m Allemande Left

7b) Two Pairs Get -Out if Corners Not Facing: If the noted corner dancers are not facing
each other (oneisdi agonally behind the other), call 0Cent
the center dancers around and bring the two corners together for an Allemande Left or
use an appropriate Get -Out Module.

&k [} @ D Centers Square Thru 3 ERORFI RO Allemande Left
@ @ 2] @ {4] @

FACING LINES RESOLUTION SYSTEM (PRIMARY MAN ON LEFT)
By Ed Foote

This system is one of the original versions of the Classic System discussed above. It differs
from the above in two significant ways; the focus is on a primary man and secondary girl,
and the Primary Man must be placed on the left end of Normal Facing Lines.

I. Establish your primary and s econdary couples.

A. Establish a primary couple . This should be the easiest couple in the square for you
to recognize.
B. Establish the secondary couple . This is always the couple immediately to the left

of the primary couple in a squared set.

II. Call an ything you want (that will work and is appropriate). When you want to get the
square to a Left Allemande:

A. Get the square to Facing Lines . This lets you see what is going on.
B.Get the square to 0Nor((BwyiGid-Béyasal)ifntdgs nat alm ealy
this way.

Important:  In steps Il A and Il B, do not think about the primary couple or secondary
couple and who they have for a partner. If you think about this, it will make things a
lot more confusing for you when you are learning the system.
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C. Get primary man with his partner on the left side of Normal Facing Lines of
four . This should take no more than 4 to 6 <call
Thrudé i f needed to put Man #1 on the end, and
2 of the Classic Facing Lines System above.)

D. Find the secondary girl and determine if she is with her partner
1. If she has her original partner

a. Across from primary couple: Cal oLeft Al | enmediatkly 6r use a
memorized Get-Out such a&sr uoSISigduearTe Thru 3/ 4, Left
b. In same line as primary couple: Call 0St ar Thru, Pass Thr u
Al l emandeo.

@EOQL] QOO
Case 1a) I'EI(E)I:IO Case 1h) E'@E'@

2. If Secondary Girl does not have her original partner , she will have her
opposite. When this is so, automaticallycall 6 Pass Thru, Wheel and Dea
a. One of 2 calls will now bring everyone to his corner: either 0 Ce nt e r sT hPrausos
oroCenters Squar éerdhhlookiat tBe/ squaré and determine  which
of these calls will bring the S econdary Girl to the primary man for a Left
Allemande, and then call it.

®[l ®[l
QB @M
O® 510
00 mle;

Centers Pass Thru Centers Square Thru 3

FACING LINES MEMORY K EYS

Both of these applications of the Classic Facing Lines Resolution System require pairing of
the primary couple. Some students find these memory keys useful aids to the learning
process.

PASSIONATE OR SQUARE
By Ken Ritucci

0) Note a primary couple and t he meandser parmer as a secondary couple.
(Note to women callers using a primary couple and her corner: To use this Memory Key,
interchange all references to primary and secondary dancers.)

1) Get Them: Pair the primary man and his partner.
2) Put Them: Place them on the Left End of Normal Facing Lines.

3) Look Across: Check for the presence of one or both of the Secondary Couple in
the pair directly across from the primary couple.
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4) Use the Memory Keys to move to an Allemande Letft.

5a) If both dancers of the Secondary Couple are there,call 6 Ci r c | eAlLlemande Left

Case 5a) @ EI O I:-I Case 5b) O I:-I O D
FeO0 FI®EG

5b) If neither of the dancers in the Secondary Couple is there, call Star Thru, Pass Thru,

Al l emande Lefto.

6a) If only the Woman in the Secondary Couple is there, remember o Wo me n ar e
Passi onamd@boPass Thr u, Wh e e | and DealAlem&dent er s P
LefoPassionated is the memory key to 0Centers Pa

Case 6a) @DOD Case 6b) OE-IOI:I
FI®EO FeOe

6b) If only the Man in the Secondary Couple is there, remember 0 Men ar e Sagduar ed
c a IPhass Thru, Wheel and Deal, Centers Square Thru 3 , Al l emande Leftod. |
isthememory k ey t o 0Center3é.Square Thru

FRIENDS
By Bill Peters

Bill Peters referre d t o OFr i ends and Enemi esdé or OFri ends F
remembert he needed call s The dancers in the seconda
of the primary man. (LA = Left Allemande)

1) Pair the primary man and his partner.
2) Place them on the Left End of Normal Facing Lines.
3) Look Across and check for the presence of Friends.

4) Use one of four Get -Outs depending on the Friends seen.

a) | f both are Friends, cal l oCircle Left, Al |l en

b) If neitherisa Fr i end, cal l oStar Thr u, Pass Thr u, Al |l e

c) | f a Gir|l Friend call, oPass Thr u, Wh e e | and

d) | f a Boy Friend call, oPass Thr u, Wh e e | and L
CLASSIC DIVE THRU RESOLUTION SYSTE M

This Resolution System uses the following Basic Part 1 calls: Dive Thru, Square Thru 3,
Right and Left Thru, Star Thru, Bend the Line, Two Lad ies Chain, Pass Thru, Allemande
Left, Promenade, Forward and Back, and Circle Left.
While very similar to the Classic Facing Lines Resolution System, this system uses Dive
Thru instead of Wheel and Deal and Zoom so that it can be used with dancers wh 0 have
only learned the Basic Part 1 Program (through Dive Thru ).
This is an easy and very wuseful addition to a B:
to the dancers, and in some cases a faster resolution than the Classic Parallel Two -Faced
Lines or Facing Lines Systems.
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0) Note two adjacent couples: Before beginning to call, note one set of corner dancers and

their partners.

1) Change to Facing Lines with Normal Couples: When ready to resolve, use calls that
change the formation to Facing Lines with Normal Couples. If this is difficult, see the
section on OFormation Managemento6 in Chapter 4.

. Three times out of
such a pair, go to Step 3.

2) Look for partner pairs either together or facing each other
four there should be at least one such partner pair. If there is

2a) Make pairs if necessary : If there are no such pairs, look along the line to see if

partners ar e i n the same | ine. I f they are not in th
Tobring partners in the samPasésnehtogeBberd, thal Li de
diagrams of t hi s process in the OPairingdé section of

3) Count Partners Paired or Facing: At this point there are three possibilities

Case 1: All four couples are paired

@EIRaE @EI[E]
mjolnle) or afolnlo
Case 2: All four couples are facing their partner .
QRIGE or QR®ME
O®E mfelnle

. Go to Step 4.

Call o0Two Ladies Chaindé to change Case 2 to Case
|l f you see that the men are In Sequence, call 0T
Case 3: Exactly two  couples are paired or facing their partner . Go to Step 6.

@RI
BOR

QERIAE
alolale;

@RIOE]
dlelale)

QA
Blo)alo;

QLI
alo)alo

@O
BIGEG

ol
B&EG

ClEe]F
aloJale

41 f Four Pairs, call oOForward and Bac&aselaandd det er
2above |l ead to Step 4 with all four coupl es pa
observing the sequence state. If the noted corner dancers are adjacent (in the center of
the line or around the end), then all the dancers are In Sequence. If the noted corner
dancers are not adjacent (opposite ends of one line or facing each other across the center),

then all the dancers are Out of Sequence.
@ [21®[3] Cormers not adjacent,

Corners Adjacent,
@ EI @ EI In Sequence Out of Sequence
nfolr[e HOE®
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5a) Four Pairs Get -Out if In Sequence: If the dancers are In Sequence, the simple
resolution i s to call oCircle Left, A{Olue ma nsd ed Slt eafrt 6T h
Square Thru Thr ee, Al l emande Left 6.

5b) Four Pairs Get -Out if Out of Sequence: If the dancers are Out of Sequence, call
0 St T, PassThr u, All emande Left 6.

Since both Get-Out s begin with o0Star Thruo. the caller

whet her oSquare Thru 36 or oPass Thrud wil/l br
Mai nstream, o0Star Thrud6 can be replaced by o0Slid
6) If Two Pairs, place them in the center with partners facing: From Facing Lines of

Normal Couples with exactly two of the four couples paired or facing their partner, call

either or both of ORight and Left Thrudthand Oo0Tw
two dancers in one paired couple facing each other in the center of the lines. Look at the

eight diagrams in Case 3 above and figure out how to accomplish this goal for each of

them.

A @RI 5 QBIQE
B®RG MO

6a) Then cal | 0Star Thr u, Ce nt er Thesd calishshouldDplaceethe Thr u 6
paired couples on the outside of a Double Pass Thru formation.

A BEHE G [} [} D @ B
@ @ (1] {2] @ & (5] 2]

7Y)Determine the sequence state by asking, O0OAre cor
7a) Two Pairs Get -Out if Corners Facing: If the noted corner dancers are facing each
other with one dancer between them, call 0 Cent ers Pass Thru, .Al Il ema

(Diagram A above)

7b) Two Pairs Get -Out if Corners Not Facing: If the noted corner dancers are n ot facing
each other (one is diagonally behind the other), call 60 Cent er s Square thhru Th
turn the center dancers around and bring the two corners together for an Allemande Left
or use an equivalent Get -Out Module. (Diagram B above)

Allemande Left FASR for 7a & m @ @ @ 7b:

@ 1] @ 2]

CLASSIC DIVE THRU VARIATION USING PRIMARY COUPLE:
By Trevor Day

0) Note a Primary Couple and a Secondary Couple.
The secondary couple must be the Mands Corner an

1) Get everyone into  Normal Couples.
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2) Make Normal Facing Lines with the Primary Man on one end.

3) Make Normal Facing Lines with the Primary Couple facing each other on one
end: Maintaining the Normal Facing Lines, move girls until the primary girl is on the
end of the li ne facing her original partner. This can be accomplished by using some
combination o f OTwo Ladies Chaino, nPacs Tthhreu 6L iannedd .0 B e

®L0OL]
FIOOO

4) Automatically call 0Star Thru, Right aIED‘OO Thru,
®& Ol

Thrubod
]

while observing the number of secondary dancers in the group of
four that includes the primary couple.

5) If there are zero or two secondary dancers within the group of four that includes the
primary couple, then everyone is paired as shown below (0 in A, 2 in B).

A B0 FrEF OO B
®& O 1] ®&& a0

Ca | Centays Pass Thru, Circle to a Line 0 . This ends in Al Paire
either In or Out of Sequence. Determine sequence in the usual way by looking for
adjacent corners. The case shown in diagram A above will produce Normal Lines In
Sequence (A below). The case shown in diagram B above will produce Normal Lines Out

of Sequence (B below). Use appropriate Get -Outs.

A EO O B)
& O OO
O [}
@ @ (5]

In Sequence Out of Sequence

6a) If only the Secondary Girl is in the group of f o u Centers Sgliare Tiru 3,
Left Allemande 0 .

E D O O Centers Square Thru Three E @ @ O
®& & (5] (] ® 1O ]

6b) If only the Secondary Boy is in the group of four,call 6 Cent ers Palet Thr u,
Allemande 6 .

[F} [E} ® O Centers [P} () [E} {O) Pass Thru
®& OO0 & O 0

Alternative View and Adaptation for Women Callers:
Step 3) Make Normal Facing Lines with either Key Couple facing each other on the end.
Step 4) CallRig®tarandhre,ft Thru, Dive Thruo.

97



CALLERLAB: SIGHT AND MODULE RESOLUTION SYSTEMS

Step 5) | f zero or two dancers from the other Ke

Thru,

Circle to a Linedé. Then | ook for-Oatdj acent

Step 6) If one dancer from the other Key Couple is
bring
them together.
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CHAPTER 7

RESOLVING USING SPECIFIC CALLS

The various versions of the Classic Resolution System require a caller to pair at least one
couple. Having one pair, the caller must then analyze the setup to answer a question. From
that point on the system is a series of olf you s
this chapter use this same approach.

The first system uses Parallel Waves to quickly pair at least one couple. It then uses
calls from the Basic Program to convert to a Corner Box or Partner Line FASR.

The other three Systems reqmunrBhrnthé®&. MRhey talela mu s
0Swing Thru, T tOuts instedd rofuuding @ €artner Line Get -Out. In all three
cases, these systems are designed to key on primary and secondary couples as normally
chosen by men. At the end of each one there is a sec tion describing an Alternative View and
Adaptation for Women Callers. Callers who prefer the freedom to pair either Key Couple
should also consider these alternative views. Callers using the Advanced Program should
note thafThoS8wi mgrn Tvharluednti st oeqouSwap Around?od.

The |l ast system also uses the Mainstream call o}
during the resolution process. Some additional op
the end of that section.

OCEAN WAVES TO CORN ER BOX OR PARTNER LINE
By Calvin Campbell

In calling a dance routine, we constantly either move people through Ocean Waves or can
create Ocean Waves. This method uses Trades primarily to change the sequence of the boys
or girls and Circul ates to get partners into the same Ocean Wave. It aims for a Corner Box
or Partner Line FASR and assumes that the caller knows a collection of Get  -Out Modules
for each. If the Conversion from Parallel Ocean Waves to Eight Chain Thru or Facing Lines
cannot be easily done using sight, then modules can be worked out for the various
possibilities.

0) Before beginning to call, note one set of corner dancers and their partners

1) Make Parallel Right -Hand Waves with girls in the center and count partner
pairs: In a Right -Hand Ocean Wave with girls in the center (O Arrangement - BGGB)
only three partner pairing conditions can exist. Look at the wave and determine which
situation is present.
a) No pairs in the wave
b) One pair in the wave
c) Two pairs in the wave

2)fno pairs, call 0 Gi r | s If(there ardBno pastner p@iis within thex t e 6 :

wave (adjacent or not), Circulate either the Girls or the Boys and that will place the two
dancers of one partner pair in the same Wave
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3) If one pair, convert to a Normal Eight Chain Thru with one pair: If there is only
one couple together in the same wave, then convert the formation to a Normal Eight
Chain Thru formation (Each couple has a boy on the left and a girl on the right) wit h the
couple paired on either the inside or the outside.

Possible Conversions from Parallel BGGB Right -Hand Waves to Eight Chain Thru
Formation with four different ending relationships for one starting wave (shown below):

1 Swing Thru, Boys Run, Bend the Line, Star Thru

1 Swing Thru, Boys Run, Wheel and Deal

1 Swing Thru, Boys Run, Bend the Line, Reverse Flutterwheel and Sweep  a Quarter
1  Swing Thru, Boys Run, Chain Down the Line, Flutterwheel and Sweep a Quarter

oE oF o 0O
H®OE ne me @o @6

Use some combinati on of oDive Thrubo, oCenters I
Left Thrud t o QoméreBos

a) (;;J;iﬁ: couple paired ) E @ @ @ ) E @ m @
inside couple  unpaired '@' EI @ @ '@' @ @ @

i) If the dancers in the outside couple are facing their corners, you have a Corner Box.

ii) If the dancers in the outside couple are not facing their corners, then they must be
Across the Street. oDive Thr u, Clehnrtueér sorPaarsy
equivalent series of calls will result in a Corner Box. (The inside couple is in the
same place but the outside paired couple have moved across to the opposite side.)

b) (;rl:;siﬁz couple unpaired ) @ IE @ m @ m @
m @ @@ @@ ® &

inside couple pai red

i) I f the dancers in the outside couple are fa
Thrudéd or oDive Thru, Centers Square Thru 36 wi
i) If the dancers in the outside couple are not facing their corners, then they must be
Across the Street. oDive Thr u, Pass Thrudé will
4) If two pairs, convert to Normal Facing Lines: If there are two couples in the same

wave, go to Normal Facing Lines with both couples paired. There are only two
possibilties. Use ORi ght and Left Thrud6 if needed to mak

a) Partner Line @EGE b) Partner Line Out @ [2] @ [3]
AOEG DoRe®

a) The couples are all In Sequence: This is a Partner Line.
b) The couples are Out of Sequence: Useo0 Ri ght and Left Thr.udéd or any
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5) Step 3 ended in a Corner Box. Step 4 ended in a Partner Line. To complete the resolution,
use an appropriate Get  -Out. (See the Corner Box and Partner Line Get -Out lists in
Chapter 14.)

PARALLEL TWO -FACED LINES SIGHT RESOLUTION SYSTEM

By Ed Foote

I. A. Establish a primary couple. This should be the easiest couple in the square for you to
recognize.

B. Establish the secondary couple. This is always the couple immediately to the left of
the primary couple in a squared set.

[I. Call anything danceable. When you want to resolve with a Left Allemande:

A. Get the square to Normal, Parallel Right -Hand Two -Faced Lines (boys on end,
girls in center). Important: While doing this, do not think about the primary or
secondary couple and who they have for a partner. This will make things a lot more
confusing for you when you are learning the system.

B. Circulate the boys until the primary man is with his original partner. To
speedt hi s UuUpdi as 0 Twillaftce kelp.

C. Now look at the secondary girl . You want her in the same lin e with the primary
coupl e. I f she i Limactul tadtcmgblasdy t her e, 0

D. Cal | o0 Wheel and Deal 6.

E. You want the primary couple  on the outside of the set. If notthere,call 6 Ri ght and
Left Thruo

F. Look at the boy beside the seco ndary girl to determine the Get -Out

1. If she has her original partner, [P} 5 [} O
5100

cal6b Swing Thru, Turn Thru, ® emandeod.

2. If she does not have her original partner IE @ E o

caloLeft All emandebd
GEINIOXN

Additional Tips:

1) In Step B, never have the Boys Circulate 3 times. If that appears to be necessary, then
call a Girls Trade either at the start or after the Boys Circulate twice.
2) For variety, have the Girls Circulate instead of the Boys in Step B.

3) I n order t o ursel time tolfird the primayyi daneer gr the secondary girl,
memorize afew Two-Faced Line 0Zerosdé which you can call
out . Example: OFerris Wheel, Centers Pass Thru,

Alternative View and Adaptation for Women Callers:

B) Pair either of the noted couples.
C) Circulate to bring the known corner into the same line with the pair.

D) Call oWheel and Deal 6.
E) I f there is only oneTtlraud, iufseneaeddgd,t tamdp wtef
outsideof t he set. Call OAl l emande Lefto.
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F) I f there are two pairs, use ORight a
ont he outside (Ladies I n Seqguence). Che

SWING THRU, TURN THRU RESOLUTION SYSTEM
From Garry Dodds

nd Left TEF
ftoSwing T

0) Note two adjacent couples: Before beginning to c all, select a primary couple and the
mands corner and her partner as a secondary coupl

1) Get the square to Normal Parallel Two -Faced Lines.
2) Pair the primary couple and place them facing out. (Use Circulates and Trades)
3YCall OFerris Wheel 6.

4) Is the secondary couple paired?
Is the primary man facing his corner (with one dancer between them)?

Case a) E @ @
@ @ {4] (3]

a. All are paired.  Primary man is facing his corner:
caloCenters Swing Thru, Turn Thru, All emande L

Case b) m m @ @
@ @ 2] 3]

b. All are paired . Primary man is not facing his corner
caloCenters Swing Thru, Box tdh,e ALlnlag marbBdiel alr eef (T
orcal o Ri ght and Left Thru, Swing Thru, Turn Thr

Case ¢) m m @ @
@ @& {2] {3]

c. Secondary couple is not paired . Everyone is facing their corner:
calloCenters Pass Thru, Al l emande Left 6.

Case d)_ @ @ @
@ @ {4] {3]

d. Secondary couple is not paired. There are no facing corners:
calClend ers Square Thru 3, All emande Lefté
orcalobCenters Step to a Wave, Ladies Trade, Swi

Alternative View and Adaptation for Women Callers:

Pair any couple and place them on the outside of a Normal Double Pass Thru.
Determine the cases as follows, then use the same Get -Outs or see Get-Outs in Chapter 14.
Case a) All paired, Ladies In Sequence (or see girl inside facing corner boy outside)
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Case b) All paired, Ladies Out of Sequence
Case c) Paired on outside, everyone facing their corner
Case d) Paired on outside, no facing corners

RECYCLE RESOLUTION SYSTEM
From Tim Marriner

0) Note a primary couple and the mands cor nerseeonddry douple p a
1) Make Parallel Right -Hand Waves with Girls in the Center (Arrangement 0 &
BGGB) and pair the primary couple using Circulates and/or Trades.
2) Cal | ORecycled6 and if necessar o place theR prigdryt
couple onthe outer part  of a normalized Eight Chain Thru formation.
3) Analyze the situation by looking at the secondary couple :
Case a) m@@@ m@m@ Case b)
a) If the primary and secondary are paired and in the same box ,
calo Swing Thru, Turn Thru, All emande Lef't

b) If the primary and secondary are paired but not in the same box ,
cal b Ri ght and Left Thr u, Swing Thru,. Turn

Case ¢) m@m@ m@@@ Case d)
@ 2] @ ] @ {4 @ 3]

c) If only the secondary girl is in the same box (Corner Box),
cal b Al l emande Lefto

d) If only the secondary boy is in the same box  (Across the Street Box )
(= Right -Hand Lady Box Out of Sequence ),
calo Square ThruB®, Arlemande Leftod

Parallel Left -Hand Waves: This works just as well from Parallel Left -Hand Waves with
the Girls on the Ends (GBBG & Arrangement O for Left -Hand Waves) as long as the dancers
can do the Recycle.

Alternative View and Adaptation for Women Callers:

1) Make Parallel BGGB Right -Hand or GBBG Left -Hand Waves (both Arrangement 0). Pair
either noted couple using Circulates and/or Trades.

2) Cal | ORecycled6o and if n e c place a payred ooBglegoh the a
outer part of a Normal Eight Chain Thru formation.

3) Use the Get-Outs above but rethink the cases. One option follows:
Case a) Al paired, Girls I n Sequence: O0Swi
(Memory Key: | finside girl is facing corner then girls  In Sequence )
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ri's Out of Sequence: ORigh

Case b) Al paired, Gi
Left All emandeo
Case ¢) Outsides Paired, all facing corner: O0AIl I
0Square Thru 3,

Case d) Outsides Paired, no facing corners:

Alternative Get  -Outs after Recycle:

1)AllPaired: | f during the ORecycled6 it becomes obvious
a) Call aQuarteeée pand proceed from Partner Lines 1| n ¢
( o-Hand®Wageg and fRacegpdhtd Wse anf it we

b) Or call oVeer Lefto
appropriate Get -Out to a Promenade from all paired in Parallel Two -Faced Lines
and oOPartner

(somecombi nati on of o0Couples Tradebo

ORecycled the paired cou

2) One Pair Inside: | f after t he

unpaired couple outside:
OPass to the Centerd and

a) Call oDive Thrudé or
byCalleit her 06Centers Square Thru 36 or 0Centers P
for an OAll emande Lefté.

3) One Pair Outside: I f after the ORecycledé6 the paired cou
unpaired couple inside:
a) If known corners are facingcall 0 Al | emande Left 0.
b) | f known corners are not facing calll OVeer L

Line, Slide Thru (or Pass Thru), Al l emande Left
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CHAPTER 8

PAIRING ALL FOUR COUPLES

The two systems described in this Chapter both accomplish the majority of the resolution
process during the pairing step. Using Parallel Waves or Two -Faced Lines they pair all four
couples in an efficient ma nner. Get -Outs are available for all of the resulting FASRs.

OCEAN WAVE RESOLUTION SYSTEM
By Dave Wilson, Documented by Clark Baker

This system uses Ocean Waves and the calls Swing Thru and Acey Deucey (or Ends
Circulate, Centers Trade) to pair dancers. Sequence is determined by comparing distances
from home. There are a series of Get -Outs specifically designed for the four possibilities for
Parallel Right -Hand Waves and another series for Parallel Left -Hand Waves. These Get-
Outs largely end in Right and Left Grand. Because all of the sorting action occurs in Ocean
Waves, this system virtually eliminates formation management difficulties.

This could be used for Basic dancers. The use o
Circul ate and Centers Traded cQus habeebeen reeted i nst e a
according to increasing vocabulary. There are some Basic and Mainstream Get -Outs for
each possibility.

Step 0: Memorize Couples

You will need to be able to quickly identify at least two couples in the square (one head
and one side) and wher e their home positions are. You don
primary and secondary coupl es. The question you wil!/
wave, whohas partners?d6é6 Pick dancers for which this
will nee d to be able to quickly remember the home position of your two couples. This will

C

also be usefulwhen you staHobmdoéi ngsoAves. You could al wa
and Couple #4.If you dond&ét work that way, make surea you Kk
two couples.

Step 1: Ocean Waves

You are sight calling and it is time to resolve. Get the dancers into Parallel Right -Hand
Ocean Waves with same gender in the center (either BGGB or GBBG which are
Arrangements 0 and 1/2).

Step 2: Ocean Waves h  olding o nto Partner
Our next goal is to have everyone in the ocean waves holding onto their partner. We are
going to accomplish this using only the calls Swing Thru and Acey Deucey . Look at one of
the ocean waves and see if the dancers in that wave also have their original partners in the
same wave. They donot have to be holding onto th
people have their partner in the same wave? There are three possible answers:
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a) Zero have their partners in the same wave : Cal |l OEnds Circul ate T\
want to keep the centers busy, an alternative
every dancer has their partner somewhere in the wave.

Examples:

Start A after Ends Circulate Twice Start B after Ends Circulate Twice

[4} [5} [2} [} [4} [S} [2} [1}
@ D @D Q@ Q@
@& @ @ @ @& @ @& @
{1] {2] {3] {a] {1] {2] {3] {3]

b) One known couple has their partner in the same wave : Using o0Swing Thru
or twice if needed place one member of the matched couple a t the end of the wave
facingout (either gender). Then <call 0O0Acey Deucey

partner somewhere in the same wave.
Example:

Start after Swing Thru  after Acey Deucey

[} [S} & @ @ 3
ORE) 1] {2] {2] (3]
@ (@ [} [B} [} [}
{1 {Z] ORO, OxE

c) Both known couples have their partners in the same wave : No action needed.

Now that everyone has their parther somewhere in their wave, we want
dancers
to be holding onto their partners. I f they are n

Step 3: Determining sequence

Assume you have memorized two partner pairings (a head couple and a side couple) and
their home positions. In the ocean waves, look at how far each noted couple is from its
home .

1 If they are the same distance from home, then the dancers are In Sequence.

1 If they are a different distance from home, then the dancers are Out of Sequence.

Step 4: The Ending
From here it is just a matter of memorizing a set of Get -Outs for each situation. The
following section list some commonly used Get-Outs for the various Callerlab Programs.

GET -OUTS FROM ALL PAIRED, PARALLEL RIGHT -HAND OCEAN WAVES
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B1l = Basic Part 1, B2 = Basic Part 2, M = Mainstream, P = Plus, Ext = Extended

Application
Al and A2 are Advanced. C1, C2 and C3A are Challenge.
RLG = Right and Left Grand, LA = Left Allemande, PR = Promenade

Parallel Right -Hand Waves, In Sequence, Boys on the End:

E@ O[]
dloJelH

B1: Girls U -Turn Back, Wrong Way Promenade
B2: Box the Gnat, RLG

B2: Boys Run, PR

B 2: Swing Thru, Boys Trade, RLG

: Boys Fold, Single File Promenade

: Recycle, Swing Thru, RLG

. Scoot Back, RLG

. Centers Trade, Recycle, Square Thru 3, LA

: Spin Chain Thru, Girls Circulate  (or Extend) , RLG

Explode and Roll, RLG

Single Hinge, Follow Your Neighbor, Extend, LA

Relay the Deucey, Boys Run, PR

Spin Chain the Gears, Boys Run, PR

Swing Thru and Roll, Boys Pass Thru, Star Thru, California Twirl, PR

9900w 2L

Al: Pass In and Roll, RLG

A2: In Roll Circulate Twice, RLG

A2: Recycle, Veer Left, Trade Circulate, PR

A2: Remake, Split Circulate, RLG

A2: Single Hinge, Extend, Spin the Windmill Left, LA

A2: Switch to an Hourglass, Hourglass Circulate, Flip the Hourglass, RLG

C1: Cross By, LA

C1: Flip Back, Split Counter Rotate, Peel Off, PR
C1: Relay the Top, Cross By, LA

C1: Single Hinge, Cross Your Neighbor, PR

C1: Step and Fold, Single File Promenade

C1: Tally Ho, Extend, RLG

C2: Half Crazy Spin the Top, RLG

Parallel Right -Hand Wave s, In Sequence, Boys in the Center:

@®RIEG
oA

B1l: RLG
B 1: Girls U -Turn Back, PR
B 2: Boys Run, Partner Trade (or California Twirl) , PR
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B 2: Swing Thru, Boys Circulate, Girls Cross Run, LA
B2: Swing Thru, Girls Run, Wheel and Deal, RLG

M: Turn Thru, LA
M: Spin the Top, Boys Run, Couples Hinge, PR
M: Swing Thru, Boys Circulate, Girls Cross Fold, LA

P: Single Hinge and Roll, Pass Thru, LA
P: Trade and Roll, Slide Thru, PR

P Ext: Relay the Deucey, RLG

P Ext: Spin Chain the Gears, RLG

Al: Acey Deucey, Cast a Shadow, PR
A2: Slip, Slide, Swing, Slither, PR

C1: Relay the Top, RLG
C2: Boys Kick Off, Girls Pass Thru, Cross Chain and Roll, RLG
C2: Scoot Backers Motivate but Star 1/4, RLG

Parallel Right -Hand Waves, Out of Sequence, Boys on the End:

@G
MO ®[a]

B1: Right Arm Turn one-quarter, Girls U -Turn, Star Thru, Pass Thru, LA
B1 Ext: Split Circulate Twice, RLG

B 2: Centers Trade, Swing Thru, RLG

B 2: Girls Trade, Swing Thru, Girls U -Turn Back, PR

B 2: Swing Thru, Boys Run, Veer Right, LA

M: Ladies Trade, Swing Thru, Turn Thru, L A
M: Recycle, Veer Left, California Twirl, PR

Explode the Wave, Partner Trade and Roll, RLG

Fan the Top, Single Hinge, Walk and Dodge, LA

Girls Run, Boys Hinge, Diamond Circulate, Flip the Diamond, RLG
Linear Cycle, Left Square Thru 4, LA

Linear Cycle and Roll, Girls Peel Off, RLG

Single Hinge, Split Circulate 1 1/2, Flip the Diamond, RLG

Trade the Wave, Extend, LA

P Ext: Fan the Top, Spin the Top, RLG

V90UV TUTUD

Al: Explode and Cross Trail Thru to your Corner, LA
Al: Explode the Wave, Partner Tag, LA

Al: Girls Trade and Run, Turn and Deal, Pass Thru, LA
Al: Lockit, (Each 4) Explode the Wave, LA

A2: Boys Fold, Trail Off, PR

A2: Recycle Twice, RLG

A2: Slip, Slide and Slither, PR
A2: Split Counter Rotate 1/2, RLG
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A2:
A2:
A2:
A2:

C1:
C1:
C1:
C1:
C1:
C1:
C1:
C1:
C2:

Chapter 8: PAIRING ALL FOUR COUPLES

Girls Run, Mini Busy, Chain R  eaction, RLG

Motivate but Star 3/4, All 8 Circulate, RLG

Out Roll Circulate Twice, RLG

Split Circulate, Single Wheel, Pass and Roll, RLG

Switch to a Diamond, Diamond Circulate, Flip the Diamond, RLG

Ah So, Split Recycle, RLG

Ah So, Walk and Dodge, LA

Relay the Top but Star 3/4, Boys Run, PR
Scoot and Weave, Flip Back, RLG

Step and Fold, Trail Off, PR

Quarter Thru, 2/3 Recycle, RLG

2/3 Recycle, Follow Thru, Partner Trade, PR
Tandem Trade, RLG

Step and Folders Coordinate, PR

Parallel Right -Hand Waves, Out of Sequence, Boys in the Center:

QLB
OLE®

B1:

Girls U -Turn Back, Bend the Line, Star Thru, Pass Thru, LA

B 2: Swing Thru, Swing Thru, RLG

M: Scoot Back, Split Circulate Twice, RLG
M: Boys Run, Tag the Line, Face Left, PR
M Ext: Centers Trade, Recycle, RLG

M Ext: Spin the Top, Spin the Top, RLG

P: Hinge and Roll, Square Thru 3, LA

P Ext: Explode and Load the Boat, RLG

P Ext: Explode and Pass the Ocean, RLG

P Ext: Explode and Slide Thru, LA

P Ext: Trade the Wa ve, Do Paso, Keep her, Boys turn and Promenade
P Ext: Trailers Run, Chase Right, RLG

Al:
A2:
A2:
A2:
A2:

C1:
C1l:
C1l:
C1l:
C2:
C2:
C2:
C2:

Lockit, Lockit, RLG

Centers Run, Tag the Line, Zig Zag, RLG
Centers Run, Trade Circulate, PR

Out Roll Circulate Double, Boys Run, PR
Slip, Slide, Slip, Slide, RLG

Slip, Swing the Fractions, RLG

Left Swing Thru and Roll, Cross Chain and Roll, RLG
Flip the Line, Face Left, PR

Relay the Top but Star 3/4, RLG

Crazy Scoot Back, RLG

Explode and Left Swing Along, LA

Scoot Backers Motivate but Star 3/4, RLG

Split Counter Coordinate, Half Tag, RLG
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C2: Swing Thru, Swap the Wave, LA

C2: Boys Trade, Detour, File to a Line, PR

C2: Boys Trade, Flip the Line 3/4 and Counter, LA
C3A: Slip, Scoot Reaction, RLG

THIS METHOD IN DIS  GUISE

At first you might fault this method as being boring or repetitious and perhaps subject to

overflow. In fact, dancers will prefer someone who can resolve quickly and accurately over

those callers who start to resolve, make a mistake, try again, and s pend over half their

caingt i me resolving. The o0fundé of dancing generally
toresol ve. Letds | imit that time to 10%. Once the
avoid repetition and overflow.

Disguise #1

You can disguise what you are doing. For exampl
0Scoot Back, Centers Tradebo. I n the case where th
you have to get one of them to be a lead end, note that the maximum action needed is
OSwiTnhgr u 1 1/26. You can hide what you are doing w
Disguise #2

When you become better with the system, consider using the following for the case when
each ocean wave contains no partners:

Zero have theirpartn er s: Cal | oAl I 8 Circul ateo. Now you hay
1) Everyone has their partner and they are holding onto them.
2) |t is stildl the case that no one has partner s

everyone has their partner and they are hold ing onto them.

Disguise #3
The initial step asked you to get them into right  -hand ocean waves and then to get them
with their partner. In fact, the entire method will work from left -hand ocean waves just as

well (assuming that your dancers are up  for it).
GET -OUTS FROM ALL PAIRED, PARALLEL LEFT -HAND OCEAN WAVES

Change to a Right -Hand Wave:
't is useful to note thatCims®aRhncasew Cahitemg
0OTrade the Waved wi-Hahd Waveama Rightt-Hlaed Waeef It will also
change the sequence and change the gender in the center. Refer to the Right -Hand Wave
Get-Out List for the appropriate additional options.

Parallel Left -Hand Waves, | n Sequence, Boys in the Center

@RIEIG
QO

B1: Boys U-Turn Back, PR
B 1: Girls/Boys Circulate, LA
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M: Boys Fold, Single File Promenade Home

M Ext: Recycle and Sweep a Quatrter , Slide Thru, Pass Thru, LA

P: Extend, LA
P: Hinge and Roll, RLG

Al: Cast a Shadow, Girls Circulate, Cast a Shadow, LA
A2: Single Wheel, RLG

C1: Cross By, Quarter Top, RLG

C1: Scoot Chain Thru, 2/3 Recycle, LA

C1: Tally Ho, Cross By, RLG

C2: Boys Trade, Alter and Circulate, RLG

C2: Walk and Dodge, Wheel the Ocean, RLG

Parallel Left -Hand Waves, In Sequence, Boys on the End:

[E@RE
1O ®[E]

B1: Boys U-Turn Back, Wrong Way Promenade
B2: Girls Run, PR

M: (Left) Spin Chain Thru, Girls Circulate Two, LA
M Ext: Left Swing Thru, Recycle, Square Thru Three, LA

P: ... and Spread, RLG

P: (Left) Cast Off 3/4 and Roll, RLG
P: Left Hinge and Roll, Pass Thru, LA
P: Scoot Back, Extend, LA

Al: Turn and Deal and Cross, LA
A2: Half Circulate, All 8 Left Swing Thru, LA
A2: Single Wheel, Wrong Way Grand

C1: Ah So and Cross, LA

C1: Split Counter Rotate 1/4, In Tandem Peel and Trail, RLG

C1: Step and Fold, Peel Off, PR
C2: Rims (or Hubs) Trade Back, LA

Parallel Left -Hand Waves, Out of Sequence, Boys in the Center:

@EEG
olajnlo

B1: Boys U-Turn Back, Bend the Line, Star Thru, Pass Thru, LA

B2: Boys Trade, Left Swing Thru, Girls Run, PR
B 2: Left Swing Thru Double, Girls Circulate, LA

M: (Left) Spin the Top, Girls Run, Couples Hinge, PR
M Ext: Recycle, Veer Right, PR
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. Linear Cycle, Left Square Thru 4, LA

. Left Swing Thru, Left Swing Thru, Extend, LA
: Swing Thru, Swing Thru, Extend, LA

1 Scoot Back, Trade the Wave, RLG

P: Trade the Wave, Scoot Back, RLG

Al: Lockit Twice, Extend, LA

A2: Left Quarter Thru, Scoot Chain Thru, LA
A2: Left Swing Thru, Switch the Wave, PR

A2: Swing and Mix, RLG

A2: Switch to a Diamond, Cut the Diamond, PR

C1: Ah So, Walk and Dodge, LA

C1: Alter the Wave, RLG

C1: Boys Trade, Scatter Scoot Chain Thru, LA

C1: Fan the Top, Ah So and Roll, RLG

C1: Flip the Line, Face Left, PR

C1: Mix, Cross By, LA

C2: Boys Cross Kick Off, Stretch ed Box Slide Thru, PR

Parallel Left -Hand Waves, Out of Sequence, Boys on the End:

EERE
11O ®[4]

B1: Chain Down the Line, Each Four Circle Left 1/4, Pass Thru, LA
B 2: Girls Run, Couples Trade, PR
B 2: Girls Trade, Girls Run, Boys Trade, PR

M: Tag the Line, Face Left, PR
M: Half Tag, Split Circulate, Single Hinge, Boys Run, PR

P: Trade the Wave, RLG
P Ext: Explode and Load the Boat, RLG

Al: Mix, RLG

A2: Centers Scoot and Weave, All Diamond Chain Thru, RLG
A2: Half Tag, Split Counter Rotate, Peel Off, PR

A2: Slip, Swi ng, Slither, PR

C1: Alter the Wave, Boys Run, PR

C2: All 8 Counter Rotate, 3/4 Tag and Little More, RLG

C2: Cross Concentric Scoot Back, RLG

C2: Split Counter Rotate 1/4, Single Cross Trade and Wheel, RLG

Acknowledgments
This documentation is based on n otes taken by Larry Kilgallen, a discussion with Dave
Wilson, and feedback from Justin Legakis, C. Scott Ananian, and Gary Feldman.
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CIRCULATE AND TRADE TO A PROMENADE

During the editing of this document, it was recognized that Parallel Two -Faced Lines are
used to resolve in a manner similar to the Ocean Wave System just discussed. Parallel Two -
Faced Lines are an easy formation for pairing, require no formation changes during
resolution, and have simple Get-Outs to a Promenade. If used proficiently, this system
requires onl y four calls to go from any Normal, Parallel Two -Faced Lines to a Promenade.

Step 0: Before beginning to call, note one set of corner dancers and their partners t
is also useful to know the home position  of the couples.

Step 1: Move the square into Nor mal, Parallel Two  -Faced Lines:

The calls used to achieve this goal will depend on the program being danced. See the
section on Formation Management and Normalizing for suggestions on how to achieve the
goal. Most callers would aim for Parallel Right -Hand Two -Faced Lines, but Parallel Left -
Hand Two -Faced Lines will also work.

Step 2: Use Circulates and/or Trades to pair up BOTH noted couples.
Pairing one couple is usually easy, but pairing them both is sometimes difficult. Two
processes are descaibed below. The first process allows the caller to focus on one noted
couple, pair them, and then pair the second noted couple. The second process requires
information about all four dancers in one line. It is easiest to use when calling to a square of
fourknown part ner pairs. I n all of this discussion 0Ce
applicable to Parallel Left -Hand as well as Parallel Right -Hand Two -Faced Lines. It may be
easier to thinkintermsof 0 Boysé and 0Girl sé6 as appropriate.

TWO PROCESSES FOR PAIRING ALL COUPLES

Process 1 & More obvious but less efficient for some cases:
a) Is anyone paired? If yes, then you have at least one pai r.

b) I f no, then if o06Centers Tradedé gives a pairin
Ot herwise call O0OEnds Circul atebo

c) There will now be at least two dancers from one couple in each line.
|l f the pair in the Iline is not together, call 0

d) There will now be at least one paired couple. Are all couples paired?
If yes, then you have finished pairing (skip Steps e and f).
e) I'f no, and if the paired couple is not facing
f) To pair the second couple caddod.0Ends Circul at
All should now be paired.

Process 2 & More efficient but more difficult to see the needed action:
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This process will work for all of the possible Normal, Parallel Two  -Faced Line

FASRs. It will accomplish the desired pairing within two calls if the caller is observant
and understands the process.
Look for partners in one |ine. The partners do

just in the same line. How many dancers have their partner in the same line? There are
three possibilities:

a) All dan cers have their partners in the same line:

I f needed call o0Centers Traded to make all pair
b) Some dancers have their partner in the same line:
| f partners are together, cal | (Ex&#ynwoepairs Tr ade

occur when the sequences of the boys and girls are different
changes the sequence of one gender. We want the sequence to be the same.)
Then <call either OEnds Circul ated bringtieCenters
partners together. Automatically the other couples will also be paired.
c) No dancers have their partner in the same line:

Cal | OEnds Circul ate Twicebo, then if needed cal
Note: If you see partner pairs in one box, then another opti on is to call
Circul at e, Centers Tradeo.

Pairing Examples: Calls in Process 1 first (P1), and in Process 2 second (P2).
For Process 1, the action steps are separated by semicolons.

1. (@ (3 (All have partners in the same line, all pai  red)
@ @ No action needed

2. (@ (All have partners in the same line, not together)
@ @ P1) Centers Trade
m @ P2) Centers Trade

3. (@& (» (No partners in the same line)
@ @ P1) Ends Circulate; Centers Trade; Ends Circulate, Centers Trade
m @ P2) Ends Circulate twice

4. (3x (4» (No partners in the same line)
@ @ P1) Ends Circulate; Centers Trade, Ends Circulate

P2) Ends Circulate twice, Centers Trade

E @ P2 alternate) Couples Circulate, Centers Trade
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(Some partners in the same line, not together)
P1) Centers Trade; All Cir culate; Ends Circulate, Centers Trade
P2) Centers Circulate

(Some partners in the same line, not together)
P1) Centers Trade; Ends Circulate, Centers Trade
P2) Ends Circulate

(Some partners in the same line, together)
P1) (have pair facing out); Centers Trade, Ends Circulate
P2) Centers Trade, Ends Circulate

(Some partners in the same line, together)
P1) Couples Circulate; Centers Trade, Ends Circulate
P2) Centers Trade, Centers Circulate

Ceo®k Lok HeoOE BRekE
MO MNMOQLEH NOOL ROV

Now all couples are paired . The remaining steps require a determination of the sequence
and an appropriate Get -Out. One option is to use the Classic approach and convert the
Parallel Two-Faced Lines into Facing Lines so that sequence can be determined by looking
for adjacent corners . (See the oOHalf Classic System with
Chapter 6.) A second option is to determine the sequence while the dancers are in the Two -
Faced Lines and Get-Out directly from there.

Step 3: Determine the Sequence:

For callers who prefer to depend on the location of corners to determine the sequence,
here is a memory aid that works for either Right -Hand or Left -Hand Parallel Two -Faced
Lines. When the center corner is in front of the outside corner,  the square is In Sequence.

Memory Key: o0lf Center Corner is In Front,

[} [5} (2} @ Q
ORE) @ {4] (3]
D Q@ D [ [2F
{1] {2] {1] {a] @& @ @ @

a) In Sequence b) Out of Sequence c) In Sequence d) Out of Sequence

GOL
CIR®
Bim[e)
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Step 4: Use an Appropriate Get -Out:

Here are a few simple Get -Out s . See the-FaRadalLliemlesTWASRsSO se
the Snapshot Get-Out list in Chapter 14 for more ideas. The four cases match with the
diagrams in Step 3 above.

Case a) All Paired, In Sequence, Normal, Parallel Right -Hand Two -Faced Lines:

oCalifornia Twirl (or Partner Trade), Pr ome
Case b) All Paired, Out of Sequence, Normal, Parallel Right -Hand Two -Faced Lines:
0Coupl esPalrrtardeer, Trade, Promenadebo

Case c) All Paired, In Sequence, Normal, Parallel Left -Hand Two -Faced Lines:
OPromenadeod

Case d) All Paired, Out of Sequence, Normal, Parallel Left -Hand Two -Faced Lines:
0Couples Trade, Promenaded

At -Home Resolutions:

If the home position for one couple is known and they are facing towards home, then it is
possible to use one of the following At -Home Resolutions:

|1 oHal f Circu

From All Paired, In Sequence, Normal, Parallel Two -Faced Lines, c a
the Line at home

oCirculate 1 1/ 26, t hen o0Bend

@ D [1} [2} N ) (2} (5}

or

Half Circulate and Bend the Line Circulate 1 1/2 and Bend the Line

From All Paired, Out of Sequence, Normal, Parallel Two -Faced Lines when the couple
facihgout i s facing towards their home, adQadrtér td Ferri s
homeo.

[} [2} @ D

or

H®O
LWe®
©Q [l
O NIE
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CHAPTER 9

RESOLVING TOWARD SPECIFIC GOALS

In contrast to the systems described in Chapters 6, 7, and 8, the systems in this chapter do
not specify the calls to use in resolving. Instead they set out specific goals for the placement
of the dancers. The caller has freedom to choose calls that will achieve the goals. This
potentially provides more variety for the dancers but it requires more skill and knowledge
on the part of the caller. All of these systems assume competence with Isolated Sight, the
ability to change partners easily, and capable formation management.

These three systems all use the same three important underlying concepts.

1 Important Concept 1: In a Corner Box FASR half of the square contains a partner
pair and their corners.

1 Important Concept 2: In a Partner Line FASR half of the square contains two
partner pairs and two of the dancers will be corners.

i Important Concept 3: A caller using Isolated Sight with just Two -Couple
Choreography can move a group of four dancers into an y desired box configuration.

Think about combining these 3 concepts into a s ystem of resolution. To make a Corner Box
FASR we need a partner pair and their corners in half of the square, and then we just need
to rearrange the four dancers. To make a Partn er Line FASR, we need two partner pairs
present in half of the square, and then we just need to rearrange the four dancers. That is
what these systems do.

The first system brings the noted corners together, and then looks for partner pairs. The
secord system simply looks for three or four noted dancers together including the corner
pair. The third system looks for potential partner pairs, and then looks for the noted corner.

CORNER PAIRING SYSTEM
By Tim Marriner

0. Before beginning to call note one set of corner dancers and their partners

N

| ef

1. Dance the noted corner pair together . The diagrams given here assume that the
caller noted two adjacent couples and is thinki
and 0C6 as the couple who squared up to the
want Man oOoOPO6 in the same group of four as his
2. Analyze the situation within their half of the square looking for partners . There are

three possibilities:

a) Exactly one of their partners is also in that group of four dancers.
b) Both of their partners are also in that group of four dancers.

c) Neither of their partners is in that group of four dancers.
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3. Complete the resol  ve based on the analysis above.
a) Exactly one partner pair : Without changing the group of four dancers, dance the
partner pair together and place them on the outer  part of a normalized Eight Chain
Thru formation. Automatically, this will place all dancers In Sequence facing their
corner. The obvious Get-Out s OAl |l emande Lefto.

[} ® [} O or OO
&4dod © FOoOd

b) Two partner pairs: Dance the partners together and int o a Partner Line. The
simplest Get-Out i s O0Al I Circle Left, All emande Lefto.

©LIOL] or QLB
GlGInle OOE®

c) No partner pairs: Keep the noted corner pair together and dance them to another
couple.

[e} O [€F O [+ O [FF ®
©e4ded O4do{d

No Partner Pairs Danced to another couple

This other couple will automatically contain both of their partners. If the original

partners are facing in an Eight Chain Thru format.i
0Squaheu 306 atso nkereidregd corners together for an 0
the primary and secondary partners together to a  Partner Line. The simplest Get -Out

is €AFrkcle Left, All emande Left 6.

TWO POWERFUL TOOLS

Here are two powerful tools for resolving certain FASRs. These Fundamental Tools are used
as part of the Corner Pairing System discussed above and as part of the Three State System
discussed next. The Fundamental Tools apply to Normal Facing Lines or Eight Chain Thru
formations and aim for an Allemande Left. The Extended Tools explain how the caller might
apply the Tools to many formations and aim for any one of several resolutions.
Withoutany pl anni ng or pairing on the callerdés part,
Tool 1 will occur 1/4 of the time and a setup appropriate for use of Tool 2 will also occur 1/4
of the time. They occur separately so half the time one of these tools will lead dire  ctly to a
resolution.

FUNDAMENTAL TOOL ONE (N oted Corners and Exactly One Partner ):

Before beginning to call, note one set of corners and their partners. When ready to resolve

make Normal Couples and change the formation to F  acing Lines or Eight Chain Thru. Look
for the noted dancers. If one -half of the formation contains exactly three of the four noted

dancers including the noted corner pair, then Tool 1 can be applied.
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Example 1 (Eight Chain Thru): [1} () [4} @ Three of the four noted

@ @ @ @ dancers are in one box.

The goal is to place the dancers in an Allemande Left FASR. There are several
possibilities but let us focus first on the Corner Box FASR. Mentally, the caller must think
of the version of the Corner Box FASR wit h the existing partner pair on the outside.

Corner Box FASR Goal: m @ m @
Allemande Left
(@ 2] @ (3]

The same four dancers are present in one -half of the example and in one -half of the
Corner Box FASR. Therefore, we should be able to use two -couple choreography to
rearrange those four dancers into the correct setup for an Allemande Left.

Some possible ways to achieve this goal from Example 1 above:
B1: Two Ladies Chain, LA
B2: Reverse Flutterwheel, LA
M: Touch 1/4, Walk and Dodge, Partner Trade, Slide Thru, LA
P. Fanthe Top, Linear Cycle, LA

Refer back to the Table of Sixteen Sequence and Relationship Possibilities for Facing
Lines of Normal Couples to see that Tool 1 can be applied to 2a, 2b, 6a and 6b. These are the
Corner Lines In and Out of Sequence, and the Two Pairs facing their Corner FASRs. Can
you find a way to apply Tool 1 to each of these four cases? The goal is to keep the four
dancers at one end together and move the paired couple to the outside of a Normal Eight
Chain Thru.

Another possible goal is to keep the four dancers together and dance them to Normal
Lines Facing Out with the paired couple back -to-back on the end. When Allemande Left is
called the dancers will adjust to face their corner.

Lines Facing Out Goal: @ [&] 3
@20

Some possible ways to achieve this goal from Example 1 above:
B1: Circle Left 3/4, Pass Thru, LA
M: Left Touch 1/4, Walk and Dodge, LA
P. Step to a Wave, Ladies Trade, Explode and Square Thru 3, LA
Al: Boxthe Gnat, Touch 1/4 and Cross, LA

Allemande Left

EXTENDED TOOL ONE (N oted Corners and Exactly One Partner ):

Begin Anywhere:

Tool 1 can be extended in two ways. One extension is to remove the requirement that
the dancers be in a certain formation before looking for the three noted dancers including
the corner pair. The caller might see the three dancers within any easily isolated half of any
formation. If the transition to a  Corner Box FASR or Lines Facing Out Allemande Left
FASR is obvious, then there is no need to go via any specific route.
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Use Other FASRs:

The second extension is to consider aiming for any one of the other possible FASRs that
lead directly to a resolution. Look back to Chapter 2 at the Allemande Left FASRs and at
the other FASRs that lead directly to a resolution and find which ones might be created
while keeping the same four dancers together.

Here is the Example 1 starting point diagram again for easy reference:

Example 1 (Eight Chain {1) [4} (& Thru):
@ 2] @& (3]

In addition to the Corner Box FASR and the Lines Facing Out FASR shown above, there
is a third way to position the dancers for an Allemande Left. That goal is the Allemande
Left FASR from Parallel Left -Hand Waves ( Corner Box, Step to a Left -Hand Wave).

Left -Hand Wave m Goal:

{2] (3]
@& @

Some possible ways to achieve this goal from Example 1 above:

B2: Dosado to a Wave, Girls Cross Run, LA

M: Slide Thru, Dixie Style to a Wave, LA

P: Swing Thru, Scoot Back, Trade the Wave, LA

Al: Slide Thru, Pass the Sea, Boys Trade, LA
In the other FASRs leading directly to a resolution , there is a Right and Left Grand FASR
that could be used for the same four dancers. If the dancers are in a Trade By formation
with all Half -Sashayed and the partner pair on the outside, then we can call Right and Left
Grand.

Trade By Goal:
{1 @ (1] & Right and Left Grand

@ [2} @ [E}

Some possible ways to achieve this goal from Example 1 above:
B1: Right and Left Thru, Two Ladies Chain and Half Sashay, Pass Thru, RLG
B2: Circle Left 1/4, Touch 1/4, Girls Run, Pass Thru, RLG
B2 Ext: Step to a Wave, Girls Run, Wheel and Deal, Pass Thru, RLG
M: Pass the Ocean, Each Four Swing Thru, Single Hinge, Girls Run, RLG
P: Fanthe Top, Girls Run, Bend the Line, Pass Thru, RLG

Allemande Left

FUNDAMENTAL TOOL TWO (Two Pairs ):

Before beginning to call, note one set of corners and their partners. When ready to resolve,
make Normal Couples and change the formation to Facing Lines or Eight Chain Thru. Look
for the noted dancers. If one -half of the formation contains all four of the noted dancers,
then Tool 2 can be applied. Also, if one-half of the formation contains both dancers in one of
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the noted partner pairs and the other half of the formation contains both dancers in the
other noted partner pair, then Tool 2 can be applied.

Example 2 (Eight Chain Thru): m @ @ @ Both members of each partner

@ E @ @ pair are in the same box.

The goal is to place the dancers in an Allemande Left FASR. When all dancers are
paired, the most common goal is a Normal Trade By formation with all In Sequence and
Partners back-to-back. If both noted corners are present in the group of four, the dancers
will be In Sequence when those corners are facing out.

Trade By Goal: % g % g Allemande Left

The same four dancers are present in the one -half of the example and in one -half of the
Trade By Goal. Therefore , we should be able to use two-couple choreography to rearrange
those four dancers into the correct setup for an Allemande Left.

Some possible ways to achieve this goal from Example 2 (shown above):
B1: Square Thru 3, LA
M: Step to a Wave, Ladies Trade, Recycle, Pass Thru, LA
P:. Pass the Ocean, Explode the Wave, LA
P: Veer Left, Crossfire, Walk and Dodge, LA

A closely related situation occurs when the box of four dancers includes exactly one of
the noted partner pairs. In that case the other pair must be in the other box of four dancers.
Two-couple choreography is again sufficient to place the dancers in a correct position for an
Allemande Left. The goal is to keep the four dancers together and move them to a Trade By
formation with the paired couple back -to-back and the noted corner facing into the center.
That known corner will automatically be facing the other noted corner. This is what
happens in the example above if the noted couples are #1 and #2.

Refer back to the Table of Sixteen Sequence and Relationship Possibilities for Facing
Lines of Normal Cou ples to see that Tool 2 can be applied to 1a, 1b, 8a, and 8b. These are
the Partner Line, Out of Sequence Partner Line, and all Partners Facing FASRs. Can you
find a way to apply Tool 2 to each of these four cases? The goal is to keep the four dancers at
one end together and move them to a Trade By Allemande Left FASR.

EXTENDED TOOL TWO (Two Pairs ):
Tool 2 has the same types of extensions as Tool 1.

Begin Anywhere: The first extension is to watch for a moment when the fo  ur dancers
in an easily isolated half of any formation include all four of the noted dancers. Then aim
directly for the Trade By Allemande Left FASR.

Use Other FASRs:  The second extension is to consider aiming for any one of the other
possible FASRs that lead directly to a resolution.
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In the Allemande Left FASRs, the other option is to aim for a Partner Line and turn it
into a Circle or use another known Get -Out.

Partner Line Goal: @ E' @ EI
Qlrile)

Some possible ways to achieve a Partner Line from Example 2 (shown again below):
B1: Star Thru, Right and Left Thru, Circle Left, LA
B2: Flutterwh eel and Sweep a Quarter , All Circle Left, LA
M: Slide Thru, Right and Left Thru, All Circle Left, LA
P. Step to a Wave, Linear Cycle, All Circle Left, LA

Circle Left, Allemande Left

Here is the Example 2 starting diagram again for easy
reference:

Example 2: [} ) [2} 3
@ {4] @ 3]

Among the Right and Left Grand FASRs, we can aim for Parallel Right -Hand GBBG
Waves with all In Sequence and with Partners. @ @

Parallel Right -Hand Waves Goal: E @
E Rightand Left Grand

ORE)

Some possible ways to achieve this goal from Example 2 above:
B2: Dosado to a Wave, Ladies Trade, Swing Thru, RLG
M: Swing Thru Double, Scoot Back, RLG
P: Right and Left Thru, Single Circle to a RLG
P: Swing Thru, Boys Run, Ladies Hinge, Flip the Diamond, RLG
Al: Pass the Ocean, Lockit, Scoot Back, RLG

Also from the Right and Left Gran d FASRs, we can aim for an Eight Chain Thru
formation
with all Half -Sashayed, facing Partners and In Sequence.

Eight Chain Thru Goal: @ {4] G» {3]
@ @ @ Right and Left Grand

Some possible ways to achieve this goal from Example 2 above:
B2: Square Thru but on 3 Box the Gnat, RLG
P: Step to a Wave, Girls Trade and Run, Half Tag, Trade and Roll, RLG

From the Wrong Way Grand FASRs , we can aim for a Normal Eight Chain Thru
formation with all facing Partners and In Sequence.
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Some possible ways to achieve this goal from Example 2 above:
B1: Square Thru but on 3 begin a Wrong Way Grand
M: Slide Thru Twice, Wrong Way Grand
P: Single Circle to a Wave, Trade the Wave, Left Hinge and Roll, Wrong Way Grand

From the Promenade FASRs , we can aim for Normal Parallel Left -Hand Two -Faced Lines,
all with Partner and In Sequence. @ @

Two -Faced Lines Goal: E @

m @ Promenade
@ @

Some possible ways to achieve this goal from Example 2 above:
Bl Ext: Left Dosado to a Left -Hand Wave, Boys U -Turn Back, PR
B2: Rightand Left Thru and Veer Left, Girls Trade, Partner Trade, PR
P: Slide Thru, Touch 1/4, Peel Off, PR

WHEN THE TOOLS DO NOT APPLY:

If the tools do not apply, then either regroup the dancers so that one of the tools does apply,
or opt for another system of resolution. Here are effective ways to regroup the dancers.
When neither tool applies there are only two possibilities.

Possibility 1:  Exactly three noted dancers are present in one group of four. The three
dancers must include members of one partner pair . If Tool 1 does not apply, then a corner
must be missing. The missing corner must be in the other half of the square. Depending
on the formation, it may be easiest to pair the partners as a couple first. Move both
dancers of the partner pair (or move the other two dancers) into the other half  of the
square. Tool 1 can now be applied.

Possibility 2:  Exactly two noted dancers (not partners) are present in one group of four
Their partners must be in the other half of the square. Depending on the formation i t
may be easiest to pair the two noted dancers as a couple first. Move the two noted
dancers (or move the other two dancers) into the other half of  the square. Tool 2 can now
be applied.

THREE STATES RESOLUTION SYSTEM
By Daryl Clendenin

The Two Fundamental Tools discussed in the previous section are an important part of
Daryl s system. As aystem, readranddearn o apply thetFandamensal
Tools (not the Extended Tools). The underlying theory of this system is that a caller can look
at a group of four dancers in half of any FASR and see one of three resolution states. Once
the resolution state is recognized, the caller has a specific, attainable goal that will result in

a resolution.

In symmetric choreography there are essentially three Allemande Left FASRs. We call
Allemande Left from more than three formations, but after the dancers adj ust their facing
direction to do the Allemande Left there are only three possibilities.
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1) STATIC SQUARE: Dancers will adjust to this when Allemande Left is called from a
Circle, Center Star, or Allemande Thar.

2) CORNER BOX (or Eight Chain Thru): Dancers  will adjust to this when Allemande
Left is called from Lines Facing Out or Parallel Left -Hand Waves.

3) TRADE BY : Dancers will adjust to this when Allemande L  eft is called from Facing
Lines or Left 3/4 Tag.

The goal is to place all the dancers in the corr ect relative locations withina 2 x 4 grid  for an
Allemande Left. In this system the two goals are the Corner Box (Eight Chain Thru
Allemande Left FASR) or the Trade By Allemande Left FASR.

STEP -BY -STEP:

Step 0: Pick Two Key Corner Couples
Before beginning to call, note one set of corner dancers and their partners.

Step 1: Determine the State of the Square

No matter what the formation, you can decide on the state of the square by visually
splitting the square into two four -dancer groups and checki ng the dancers in one of those
groups for possible partner pairs. There are three possibilities:

State Zero (no possible partner pair): The group of four contains exactly one dancer
from each of the noted corner couples.

State One (one possible partner p air): The group of four contains either exactly one
or exactly three of the four dancers in the noted corner couples. If three dancers of  the
noted corner couples are present, then two of them must be partners so we can  create
exactly one partner pair. If only one of the dancers in the noted corner couples is
present in the four being checked, then the other half of the square must contain the
other three so you can create exactly one partner pair there.

State Two (two possible partner pairs): The group contains zero, two who are
partners, or all four dancers from the noted corner couples. If all four dancers in the
corner couples are present, then it is possible to make two partner pairs. If none of the
four dancers are present, then they all must be in th e other half of the square so two
partner pairs can be formed there. If there are two who are partners, then they can
make one pair and the second pair must be in the other half of the square.

Step 2: Dance them to Normal Facing Couples (This step may be omitted.)

For newer sight resolution callers, it is usually easiest to change the formation and
arrangement to Normal Facing Couples (each man with a girl on his right). As long as the
four -dancer group is kept together, the state of the square will stay t he same. The Normal
Facing Couples might be in either an Eight Chain Thru formation or a Facing Line
formation.

Step 3: Use the State to decide which resolution goal should be used

State | Group of Four Dancers Resolution Goal
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One One possible partner pair Eight Chain Thru Allemande Left FASR
Lines Facing Out Allemande Left FASR
Left-Hand Wave Allemande Left FASR

Two Two possible partner pairs Trade By Allemande Left FASR

Zero No possible partner pair Change the group of four and reanalyze

Step 4: Move the dancers to the Resolution Goal as described in the appropriate
State One, State Two, or State Zero section below.

Note about the examples:

The resolutions are not meant to be memorized. They are intended to clarify the concept,
suggest some useful calls and combinations for attaining the goals, and demonstrate the
many possibilities. The examples also show how this system easily accommodates various
program lists. (B1 = Basic Part 1, B2 = Basic Part 2 , M = Mainstream, P = Plus, Al =
Advanced 1, A2 = Advanced 2)

|. STATE ONE RESOLVES TO A CORNER BOX ALLEMANDE LEFT FASR:

1) STATE ONE: The caller identifies a State One situation (half of the square contains
three of the four dancers in the noted corner couples and the other half of the square
contains the other one). The caller focuses on the four -dancer group that contains exactly
three dancers from the originally noted corner couples.

2) The optional next step is to keep these four dancers together and dance them into Normal
Couples in either an Eight Chain Thru or a Facing Line formation.

3) GOAL ONE: The goal is to place the paired couple together on the outside of an Eight
Chain Thru formation and also to recognize what needs to  be done to bring corners
together facing each other in the Eight Chain Thru format ion. If during this process the
dancers are in a recognized FASR for which a Get -Out Module is known, then that
module may be used. Callers are encouraged to reach the goal using any smooth
choreography that occurs to them.

This system is easiest to apply when the third dancer is the noted corner of one
member of the partner pair. For this case, achieving the goal merely requires a bit of two -
couple choreography that p laces the pair on the outside of an Eight Chain Thru with
Normal Couples. This is discussed as Fundamental Tool 1 in the preceding section and
illustrated here in examples a, b, and c.

If the third dancer is not the noted corner but instead that cor nerds partner,
choreography must include some call that moves either the partner pair or the other two
dancers across the set to find their corner. This is illustrated in examples d, e, and f.

Remember that symmetry ensures that it is suffi cient to place the three noted
dancers in their correct locations. The fourth dancer must be the corner of the other
member of the paired couple.

4) RESOLUTION ONE : Dancers are moved to the Corner Box Allemande Left FASR or

one of the other very close gri d locations. In addition to the stated goal of an Eight Chain
Thru formation with Partners on the outside facing their corners in the center, it is also
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possible to call Allemande Left from Lines Facing Out with dancers in the same grid
locations as for the Eight Chain Thru, or from Parallel Left -Hand Waves where a step
back would place dancers in the same grid locations.

THE GOAL: Corner Box (Eight Chain Thru Allemande Left FASR)
Normal Couples, Outsides paired with  their Partner, Insides beside t heir Opposite and
facing their Corner

Corner Box FASR Goal: [4} 3 [3} &
@ E @ @ Allemande Left

To make visualization easier, the dancer numbers in the examples match the dancer
numbers in the diagram above. In reality, the caller would think of the Corner Box in
general terms placing the partner pair on the outside and whichever known corner was
present in the correct inside location.

In general: E@DO EODO
® OO0 O o ® OO

Three Examples of one pair and the noted corner in the left half of the setup:
When the four dancers who must be together in a Corner Box are already together,
achieving the goal merely requires a bit of two -couple choreography.

a) Facing Lines, Original Partners facing on the Ends
g ; g g All ha ve their Corner as their current Partner

Box is State One, Line is State One

Focus on the Box and change to Eight Chain Thru for a  Corner Box or Left Waves
Resolve:

B1: Star Thru, Allemande Left

M: Slide Thru, Allemande Left

Focus on the Box and change to Lines Facing Out Resolve:
B1: Pass Thru, Allemande Left

Focus on the Box and change to Parallel Left -Hand Waves Resolve:
M: Dixie Style to a Wave, Boys Trade, Allemande Left
Al: Pass the Sea, Allemande Left

b)
@ Right -Hand Columns
Two Original Partner pairs in Tandem (one behind the

E @ Other)
All have their Corner as their current Partner

O1El

Box is State One, C olumn is State One
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Focus on the Box and change to Eight Chain Thru fora  Corner Box Resolve:
B1: Face In, Each Four Circle Left 3/4, LA
M: Single Hinge, Girls Trade, Recycle and Sweep a Quarter , LA
P: Boys Run, Swing Thru, Hinge and Roll, LA

Focus on the Box and change to Lines Facing Out Resolve:
M: Boys Run, Touch 1/4, Walk and Dodge, LA

Focus on the Box and Change to Parallel Left -Hand Waves Resolve:
B2: Boys Run, Star Thru, Pass the Ocean, Girls Cross Run, LA

° [F [z}

@ @ Parallel Right -Hand Waves
One Wave has one Original Partner pair and a noted Corner
@ @ All have their Corner as their current Partner

{4] (3]

Box is State One, Wave is State One

Focus on the Wave and change to Corner Box Resolve:
B2: Swing Thru, Boys Run, Wheel and Deal and Sweep 1/4 and 1/4 more, LA
B2: Girls Trade, Girls Run, Veer Right, U -Turn Back, LA
M: Ladies Trade, Recycle, LA

P: Explode and Slide Thru, LA

P: Swing Thru, Boys Run, Half Tag, Trade and Roll, LA
Al: Ladies Trade and Run, Turn and Deal, LA

A2: Ladies Trade, Swing Thru, Single Wheel, LA

Focus on the Wave and change to Lines Facing Out Resolve:
B2: Girls Run, Bend the Line, Box the Gnat, Square Thru 3, LA
P: Explode the Wave, LA

Focus on the Wave and change to Parallel Left -Hand Waves Resolve:
M: Swing Thru, Scoot Back, Girls Cross Run, LA
P: Trade the Wave, LA
Al: Mix, LA

Three Examples of one pair and the noted
Either the pair or the other two dancers must move across the set.
Typical moves th at take dancers across the set are:

0Centers Pass Thrub6, 0Trade By§©6, or

d) @ EI @ EI Facing Lines, Original Partners facing on the Ends
E| @ EI @ Third noted dancer present, but not the noted Corner

Box is State One, Line is State One

Focus on the Box, move the centers across the set to a Corner Box Resolve

corner 0s
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B1: Star Thru, Centers California Twirl and Pass Thru, LA

B2: Square Thru Four, Trade By, LA

M: Pass the Ocean, Ladies Trade, Recycle, Pass Thru, Trade By, LA
P: Pass the Ocean, Trade the Wave, All 8 Circulate, (Left Waves) LA
Al: Pass In and Centers Roll, Centers Left Square Thru 2, LA

Focus on the Box, move the ends across the setto a Corner Box Resolve
M: Pass the Ocean, All 8 Circulate, Girls Trade, Recycle, LA
P: Pass the Ocean, All 8 Circulate, Explode and Slide Thru, LA
Al: Pass the Sea, All 8 Circulate, Boys Trade, Recycle, LA

e) @ E| @ EI Facing Lines, Original Partners facing in the Center
EI @ E| @ Third noted dancer present, but not the noted Corner

Box is State One, Line is State One

Focus on the Box, move the ends across the setto a Corner Box or Left Waves Resolve:
B1: Star Thru, Dive Thru, Centers Pass Thru, LA
B2: Star Thru, Pass Thru, Trade By, LA
M: Slide Thru, Pass to the Center, Centers Pass Thru, L A
P: Pass the Ocean, All 8 Circulate, Single Hinge, Follow Your Neighbor, LA
Al: Pass the Sea, All 8 Circulate, (Left Wave) LA

1)

f)
% % Right -Hand Waves
ve has both members of a noted Partner pair.
ted dancer is present, but not the noted Corner.

{4] (1]

Box is State One, Wave is State One

Focus on the Wave, move those facing in Across the Street and resolve:
B2: Swing Thru, Boys Run, Wheel and Deal, Pass Thru, Trade By, LA
B2: All Eight Circulate, Swing Thru, Boys Run, Wheel and Deal, LA
M:  All Eight Circulate, Swing Thru, Spin the Top, Slide Thru, LA
A2: Trade Circulate, (Left Wave) LA

Focus on the Wave, move those facing out Across the Street and resolve:
B2: Swing Thru, Boys Run, Couples Circulate, Chain Down the Line, Pass Thru,
(Lines Facing Out) Allemande Left
P:  Swing Thru, Scoot Back, Spin Chain the Gears, Recycle, LA

. STATE TWO RESOLVES TO A TRADE BY ALLEMANDE LEFT FASR:

STATE TWO : The caller identifies a State Two situation (half of the square contains
zero, two who are partners, or all four dancers from the noted corner couples). The caller
focuses on the four -dancer group that contains two or four dancers from the original
noted corner couples.
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2) The optional next step is to keep these four dancers together, and use calls that change  to
an Eight Chain Thru formation with Normal Couples or to Facing Lines with Normal
Couples. This gives the potential to easily move the dancers to a resolution that uses the
Trade By Allemande Left FASR.

3) GOAL TWO : The goal is to place partners back -to-back in a Trade By formation with all
the dancers In Sequence so that corners are in the correct location for an Allemande Left.
(All dancers will be In Sequence if the dancers on the outside of the Trade By formation
have their original corner beside them, and the  dancers in the center of the Trade By
formation have their corner in front of them.)

This system is easiest to apply when both noted partner pairs are within the group of
four dancers. The first three examples focus on a group of four dancers contai ning
Couples #1 and #4.

If the noted couples are in the positions of Couples #1 and #2, then the mental goal
might be to place Couple #1 back -to-back in the lower left corner and to check at the end
that Couple #2 is in the correct place. Reconsider the examples with this possibility in
mind.

4) RESOLUTION TWO : Maneuver the dancers to an Eight Chain Thru formation with the
recognized partners facing each other. Depending on the sequence, the Trade By
Allemande Lef t FASR wi l |l be achriredvedr by aSguarses Trhr
Qu ar t @reguivalents of the same).

THE GOAL: Trade By Allemande Left FASR
Normal Couples, All In Sequence, All back -to-back with their Partners.

Trade By FASR (1) [4} (I [3} Goal
@ @ @ Allemande Left

Three examples with Couples #1 and #4 in the left half of the setup:

All of the resolutions in these three examples move the dancers to the positions shown in
the

Trade By FASR goal above.

a) @ E| @ @ Facing Lines, All  Original Partners Facing

dlo)rle;

Box is State Two, Line is State Zero

Focus on the Box and change to Trade By Resolve:
B1: Each Four Circle Left 3/4, Pass Thru, LA
M: Flutterwheel, Slide Thru, Pass Thru, LA
M: Pass the Ocean, Recycle, Pass Thru, LA
P: Slide Thru, Single Circle to a Wave, Boys Trade, Turn Thru, LA
Al: Swap Around, Partner Tag, LA
Al: Left Wheel Thru, LA

b) @ @ E Right -Hand Columns
@ ®aEe -
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All dancers have their Original Partner beside them.

Box is State Two, Column is State Zero

Focus on the Box and change to Trade By Resolve:
B2: Boys Run, Step to a Wave, Girls Trade, Pass Thru, LA
M: Partner Trade, Walk and Dodge, LA
P: Single Hinge, Ladies Trade, Explode the Wave, LA
Al: Boys Run, Reverse Swap Around, LA

C) [4} [3} Right -Hand Waves,
@ ®1ve has both members of two Original Partner pairs

@ @
{1] {2]

Box is State Zero, Wave is State Two

Focus on the Wave and change to Trade By Resolve:
B2: Swing Thru, Boys Trade and Run, Veer Right, LA
M: Recycle, Square Thru 3, LA
P: Linear Cycle and Sweep a Quarter , Pass Thru, LA

The following example may be viewed as State Two if the focus is on the Line

d) @ E' @ E'AII Original Partners in same line
alolalo

Box is State Zero, Line is State Two

Focus on the Line and change to Trade By Resolve:
B1: Pass Thru, Bend the Line, Each 4 Circle Left 1/4, Pass Thru, LA
B2: Pass Thru, Wheel and Deal, Double Pass Thru, Leaders Partner Trade,
Square Thru 3, LA
M: Pass Thru, Ends Fold, Spin the Top, Slide Thru, Pass Thru, LA
P: Pass the Ocean, Spin Chain the Gears, Swing Thru, Turn Thru, LA
Al: Left Wh eel Thru, Trade By, Pass Thru, LA
A2: Touch 1/4, Checkmate the Column, Turn and Deal, Pass Thru, LA

[ll. STATE ZERO REQUIRES A CHANGE IN THE MIX OF FOUR
DANCERS:

1) STATE ZERO: The caller looks at a group of four dancers and sees that there is no
possibility of creating a partner pair. (The implication is that there are two noted dancers
who are not partners and two others.)

2) Two possibilities exist:
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Possibility 1)  Changing the focus from line to box or vice versa might change the state. Or
a simple change in couple grouping might change the state.

a) For Facing Lines, there may be a State Zero in the box when there is a State Two in
the line. In that case the caller may focus on the line and proceed to a State Two

resolution (see example (d) in the State Two m @ section).
@[EI@[2]  Facing Lines (1>
(All Partners in same line)
El @ El @ Pass Thru, Bend the Line g g
b) For an Eight Chain Thru formation, there may be a State Zero in the box
that can easily bec hanged to a State Two by calling oPas:

[1} 3 [2} @ Pass Thru, Trade [4} @ [} (D By
@ {4] @ (3] @ {31 @ {2

c) There are similar cases for Two -Faced Lines and Wa v e s . oAl
these possibilities into a State Two.

i) E All Eight m m @ i) m
@@ Mo @@ @ ® @

@

@

e}
O
)
c
D
—*

@ @ @@ Circulate @ @
(4] {3] Circulate {3] {2] {4] {3]

Possibility 2)  If the calls shown in Possibility 1 do not improve the situation, then just
exchanging couples will not change the resolution state. The calls used must change the
partner relationships and move at least on e dancer to the othe r group. After using such
calls, the caller should reanalyze the resolution state. It should be either a One or a Two.

Basic procedure for changing from State Zero to State One or State Two:

a) From Normal Facing Lines: Call any partn er changing movement that maintains
t he Facing Lines such as 0Two Ladi es Chai n
Fl utter Werecal 6. OPass Thr u, Bend the Lineo.

Example: In this case the change is from State Zero to a Box in  State Two

[F D
@REIOGE QRI®[] @ 2

NeE® dlelnlo; 3} @
©REl

All with Opposite Two Ladies Chain Pass Thru, Bend the Line
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b) From a Normal Eight Chain Thru formation: Achieve the necessary regrouping
bycal ling 0Step to a Wave, Ends (or Centers) Ci

Example: In this case the change is from St ate Zero to a Wave in State One

[} [2} [}
Q2D OO ORO
@ {4] @ {3] G @ @ @
{4] {3] {3] {2]
State Zero Step to a Wave Ends Circulate
More Get-Outs for dealing with the State Zero situation from Facing Lines and Eight Chain

Thru formations can be found i n ChQugwherAllMh i n t he
their Oppositeo.
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CHAPTER 10

RESOLUTIONS WHEN USING LIMITED CALL
LISTS

This chapter discusses resolution systems that are designed for use with dancers whose
vocabulary is limited. This might apply to beginning dancers or to casual community
dancers. The first two systems bring partners together fr om a Circle using Rollaway or
Ladies In, Men Sashay. For dancers with more vocabulary, the same process or the same
clues can be used to establish an all In Sequence Circle, and then more complex Circle calls
can be used to bring partners together.

There are three systems previously described that should be considered when calling to
dancers with a limited vocabulary. Although these systems usually use a few more calls
than the systems described in this chapter, they can be used for dancers with a vo  cabulary
of 30 to 40 calls.

1) Isolated Sight discussed in Chapter 5

2) Classic Dive Thru Resolution System discussed in Chapter 6

3) Circulate and Trade to a Promenade discussed in Chapter 8

Resolving using sight calling requires the caller to accomplish three things. Both the
boys and girls must be In Sequence and the partners must be together. There are two
barriers to doing this. One is the difficulty of seeing when the men and ladies are both In
Sequence. The other is figuring out how to make the necessary changes when the
vocabulary of the dancers is very limited.

Examine the list of calls that are usually taught first to beginning dancers. The obvious
way to change the sequence of the ladndLiresthei s 0Two
obvious way to change the sequence of everyone at
sequence of everyone can also be chandactksandi ng OP
simple calls danced in a circle are very powerful resolut ion tools. When both the boys and

girls are I n Sequence, judicious wuse wiflibrimgRol | awa
partners together.

One often unnoticed and very wuseful call i s OE:
results when Each Four Circle Left 1/4, 1/2 or 3/4. When dancer vocabulary is very small,

oOEach Four Circle Left Halfwaydé i s equal to ORi gl
4(or 3/ 4)06 wildl change Facing Lines to Eight Cha
outside.

The choice between the systems depends on how easily the caller can identify sequence
and how easily Get -Outs are memorized. These systems are primarily intended to be used
for a relatively short period of time while dancers learn enough vocabulary f or the caller to
use | ess repetitive resolutions. Remember t hat f
comfort zone that gives them a chance to relax and move to the music.
For an accomplished sight caller teaching a beginner class, these systems ar e very
useful. Once the concept is learned, any one of them can be easily adapted for occasional use
with all dance groups.
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VERY, VERY BASIC RESOLUTION
By Susie Kelly

Once the square is normalized, this process requires only the following calls: Two Ladies
Chain, Pass Thru, Bend the Line, Forward and Back, Circle Left, Rollaway, Ladies In, Men
Sashay, Allemande Left, and Promenade.

First Identify:
Identify two adjacent couples before you start calling.  Take note of the sequence of the
men.

Call an appropriate series of calls and then Pair One Couple:
Having called awhile, normalize if necessary, and then get any man together with his
partner by using calls such as Two Ladies Chain. (Symmetry will ensure that his
opposite is also paired up.)

Next get Boys In Sequence:
Next get your boys in facing lines in the right order by Passing Thru and Bending the
Lines as necessary. The paired couple can be in either half of the line, so long as the men
are In Sequence.

Facing Lines with at least one pair and boys In Sequence:

A @RIGE @RI B @EGE
alo)ale ARG dlo)alo;

C)

Finally Resolve:

fbychance every boy has his partner at this point
(This is Diagram A above.)
Ot herwise, call 0Two L ad(ioreDsagras B and C abave)l Circle Le
SN Ee ofe 5 @

@ {3 @ & @

IIF(EJIEI@ @EI® @IEI@
Thencallei t her ORol |l awayo6 (for Diagram B above with
or oLadies In, Men Sashaydé (for Diagram C above

Miraculously, you will have partners together. Which one you have to call depends on
which couple had thei r partner before the Two Ladies Chain. Work it out and see what |
mean.
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EVEN SETUPS AND RESTRICTED SIGHT
By John Marus

This system is a way to sight call to dancers with limited vocabulary, and to control the
number of resolution possibilities. This discussion is focused on calling using the Basic Part
1 Program. In order to reduce the number of possib ilities, it restricts the setups to  those
that ar eamd veintther pairs or avoids the use of <cal
setup.
OEvend setups are those where the number of key
(0, 2 or 4). The common starting points are Partner Line, Lead Right Box, and Lead Left
Box. Notice that in all three cases, all partners are paired.

EVEN SETUP GET -INS

Partner Line Lead Right Box Lead Left Box

Heads Lead Right, Heads Lead Right Heads Circle Left 3/4

Each Four Circle Left 3/4 and Pass Thru

Heads Lead Right, Head Ladies Chain, Head Ladies Chain,

Circle to a Line Heads Star Thru Heads Star Thru and
and Pass Thru California Twirl

Many of the calls in the Basic Part 1 Program maintain partner pairs. If partners are
kept together, we will never be far from a resolution. A s a starting point, create some
choreography that maintains partner pairs. Resolve by going to  Partner Lines and calling
OAl'l 8L&€itrcl Al l emande Lefto.

BASIC PART 1 PROGRAM CALLS THAT MAINTAIN PARTNER PAIRS:

Dosado U-Turn Back Couples Circulate
Promenade Courtesy Turn Right and Left Thru
Right and Left Grand Lead Right California Twirl
Left -Hand Star (full turn) Veer Left Square Thrul, 3or5
Right -Hand Star Veer Right Circle to a Line
Pass Thru Bend the Line Dive Thr u
Example 1:

Get-Intoa Partner Line: Heads Lead Right, Each Four Circle Left 3/4,

Maintain Partners: Facing Dancers Dosado, Right and Left Thru, Pass Thru,

Bend the Line, Square Thru 3, Bendt he Line
Get-Out from Partner Line: All 8 Circle Left, Alemande Left, Promenade Home

The two calls o0Two Ladies Chaindé and o0Star Thru
Facing Couples calling either of these calls twice or calling one after the other will change
partners and then bring them back together. Square Thru 2 (or 4) also changes partners.
None of these calls change the o0evennesso6 of the
dancers.
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The calls that will change the state from even to odd are those that move just two
dancers across the center such as: Ends Circulate, Centers Circulate, Column Circulate, and
Center Two Ladies Chain. If such calls are avoided, or are called in pairs, a square that
begins in the even state will maintain that state.

Resolving from an OEvendé Setup:

Because the setup is even and symmetric, pairing just one couple will ensure that all
four couples are paired. That means that it should always be relatively easy to pair up all
the couples and create a Partner Line In or Out of Sequence (see the section in Chapter 4 on
Seeing Sequence). From there the caller can use a known Get -Out (See Chapter 14).

The Process:

0. Note two adjacent couples, particularly one d
1.Getin t o an O0evend setup.
2. Call mat erial that does not change the setup

3. Pair one couple and form Normal Facing Lines.
4. Determine the sequence and call an appropriate Get -Out Module.

In Step 3, if you choose to make Normal Facing Lines first and then move the partners
together, there are four possibilities:

A) Partners are already together & no action needed.

B) Partnersarefacing dcal |l oO0Two Ladies Chaino.

C) Partners are inoneline oc al | oPass Thr u, Bendhtahe 6Li ne, T wC

D) Partners are diagonally opposite dc a | | O0Two Ladies Chaindé to make
Example 2:

Get-In to a Lead Right Box: Head Ladies Chain, Heads Star Thru and Pass Thru

Some OEvend Chor Starghru Ridhtyand Left Thru

Pair up the Couples: Two Ladies Chain

Get-Out froma Partner Line: All Circle Left, Allemande Left
Example 3: Using a Half -Sashayed Line and a BBGG Line:

Get -In to a Lead Left Box: Heads Circle Left 3/4, Pass Thru
Some eE® Chor e og Righhdng Left Thru, Rollaway,
Center Four Right and Left Thru and Rollaway
Everybody Pass Thru and U -Turn Back
Make Normal Facing Lines: Center Four Right and Left Thru and Rollaway
Make Partner Pairs : Two Ladies Chain
Partner Line Out of Sequence Get -Out: Star Thru, Pass Thru, Allemande Left

Possible Shortcut for Opposite Lines:

Nor mal Facing Lines with oOevenoO s ©ppospedinegsacl|l ude !
quick way to bring partners together is to use 0S
Pass Thrubo. At this point all dancers wil/| be f a
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formation. All that is required to bring corners together i s a oO0Pass Thruo i f the
alln Sequence, or a o0Square Thru Threeo6 i f the danc
the known corners and visualize which is needed.

Example 4. Resolve begins from an Opposite Line:

Get-Into a Lead Right  Box: Heads Lead Right
Some OEvend chor ¥eemgLefta@otples Circulate,
Ladies Chain Down the Line, Square Thru 3,
Bend the Line, Forward and Back, Two Ladies Chain,

Bring Partners together: Star Thru, Centers Arch, Dive Thru, Centers Pass
Thru
Partners Facing, find Corner: All Pass Thru, Allemande Left

Changing an Odd Setup to an Even Setup:

I f somehow an 00dddé Set up onstheoated eotipeslindndhalbr 3 da
of the square), then it is helpful to have a pl an
earlier, the pairing process will not produce the expected result of all four couples paired.

Instead, the result will be two  men paired with their partner and the other two men paired
with their opposite.

To change the state from odd to even, use a call that moves just two dancers across the
center. If the square is in Normal Facing Lines, the easiest correction is to pla  ce the
mismatched | adi es on the end of the |ines. Then call 0
pair all partners.

PAIRED AND CORNER ADJACENT RESOLUTION SYSTEM
By Dottie Welch

This system was developed for use with beginning dancers and for callers who find it
difficult to see sequence without some dancer pairing confirmation. Once the square is
normalized, this process requires only the following calls: Two Ladies Chain, Pass Thru,
Bend the Line, Forward and Back, Circle Left, Rollaway, Ladies In, Men Sashay, Allemande
Left, and Promenade.

This system brings at least one couple together either as partners or facing each other,
uses the presence or absence of adjacent corners to check sequence, and resolves using
Circle Left.

The idea of aiming for partners to be facing takes some adj ustment for callers who have
been aiming for partners to be side -by-side. Once that adjustment is made this system is
easy to learn.

The memory key is: Dancers are In Sequence in Normal Facing Lines
a) if All Partners are Paired and Corners are Adjacent,
b) or if Partners are Facing in the Center and Corners are Adjacent.

The following two bits of choreographic theory are being applied here:

1)When dancers are in Nor mal Faciamg OThmewil aztcalnl
change the sequence of both boys and girls.
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2) When exactly two couples are paired in Normal Facing Lines, the sequences of the

boysand girls are different. Calling o0Two Ladi es
same.
Be aware that oBend the Linedé followed by o0Two Ladie

OForward and Backdé between them.

Quick Summary of the Paired and Corner Adjacent Resolution Steps
Step 0) Before calling, note two adjacent couples and the corner pair.
Step 1) Make No rmal Facing Lines when ready to resolve.
Step 2) Place at least one partner pair together or facing.
Step 3) If all four couples can be paired by usi
If there are only two potential pairs, place those partners facing in the center.
Step 4) Determine the sequence by looking for adjacent corners.
Step 5) If corners are not adjacent, change the sequence of both genders.
Step 6) Calll 0Circle Leftdé and bring partners to

Detailed Explanation:

Step 0) Note two adjacent couples before you begin calling. You will need to know the
partner pairs and the adjacent corner dancers.

Step 1) Make Normal Facing Lines when you are ready to resolve.

Step 2) Place at least one partner pair together or facing.
(Symmetry ensures that the opposite couple is also together or facing.)
Much of the time this is surprisingly easy because it will already be the case and just
needs to be identified. The explanation here shows how to deal with the few cases where
action must be taken.

Is any partner pair together or facing?

If yes, then you have completed this step. Look at the Table of Sixteen Sequence
and Relationship Possibilities in Chapter 2 to see that six of the possibilities have at least
one partner pair together. They are 1a, 1b, 5a, 5b, 6a, and 6b. Six more of the possibilities
have partners facing each other. They are 2a, 2b, 4a, 4b, 8a and 8b.

If no, there are four possible FASRs:

) QRI@E @O 30)
alelale) BOR®

W QEOHE e@Em ™
alojalo EOEG

If there are no partner pairs together or facing, look down the line for partners in the
same line. In 7a and 7b partners are in the same line. If there are no partners in the
samel i ne (FASR 3a or 3b), then call 0Two Ladies
line (3a becomes 7a and 3b becomes 7b).
When you have part

n in the same | i ne, cal l
and Backdé with the fo

ers
'l owing two possible result
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A) B)

LIS
OR®
E®R
ONO

@ {2] @ {1

Now all partners are facing and Step 2 has been completed.
Step 3) Follow Route A if there are four potential pairs.
Follow Route B if there are only two potential pairs.

Route A) I f all four couples can be paired by ca
If all Partners are facing each other (Diagrams AandB j ust above), <calll oT
Chaino. For the case shown in Diagram B, i f yo
Sequence finish with o0into a Promenaded and the

Route B) If there are only two pairs, place those partners facing i n the center.

I f exactly two sets of partners are paired or
and OEach Four Gaybclt® IPpeéfacteHalhfe two dancers o

facngeach other in the center. (I fleitccdhibghséd and L e
instead of OEach Four wWayd.c)l e Left Half

Step 4) Determine the Sequence by looking for adjacent corners.
At this point the sequence of the boys should be the same as the sequence of the girls. Are
the noted corners adjacent? If so, t hen both boys and girls are In Sequence. If not, then
both boys and girls are Out of Sequence.

Route A) If all four couples are paired, look for adjacent corners either in the center or
around the end. If present, then the dancers are all In Sequence.

@ EI @ EI Corners adjacent, @ EI @ EI Corners not adjacent,
@ El @ In Sequence @ El @ Out of Sequence

Route B) If partners are facing in the center, look for adjacent corners who are currently
partners. If present, then the dancers are all In Sequence.

@ E| @ |§_| Corners adjacent, @ E| @ EI Corners not adjacent,

In Sequence Out of Sequence

dlo)alo EloJAle

Step 5) If corners are not adjacent, change the sequence of both genders.
If corners are not adjacent in Step 4, then the dancers are Out of Sequence. Change the

sequenceusi ng oOPass Thru, Bend the Linedé (or ORight
Step 6) Call o0Circle Leftdé and bring partners tog
There are three possibilities at this point. Cal

determine wh at call must be used to make Normal Paired Couples.

i OEAGE we DO | OEAOE |y
AOEG | ow QOE® | ow

OO
@ [E
QEIOL
FONO
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Case A (In) was a Partner Line, Case A (Was Out) has become a Parther Li ne after oPa:

Thru, Bend t h eForlbbotmAandB c al | OCiAlcl emdredd ,Left, Pr omi
Case B (In) was a Corner Line: Cal/l 0Circle Left
Case B (Was Out) has become a Right-Hand Lady Linea f t er oO0Pass Thr u, Bend

Call o0Circle Left, LadiesLdfnt,, Memo Barsddegq. Al |l em

Example 1:

a) @ @ E| |§_| Facing Lines in Arrangement #1 (BBGG), Must Normalize,
EIIEI@)@ Cal | 0Centers Pass -TuhmuPBaahd Centers U

b) Facing Lines, Normal Couples, all Facing Partner,
gggg Pair them by calling 0Two Ladies Chainé

C) @ |§| @ @ All Paired but Corners Not Adjacent so Not In Sequence,

Cal | OEach Four Circle Lef't Hal f 6
A®E®

d (M[]@[4] Al Paired, Corners Adjacent so In Sequence,
Call o Al | 8 Circle Left, Al l emande Leftéd
EIGEG

Example 2:

a) @ @ EI @ Facing Lines in Arrangement #4 (GBBG), Must Normalize,
Call o0CouphesGwilkt hon the right Roll away

@E@ oAl I Pass Thirm &8rad k@

b) Normal Facing Lines, Exactly Two Partner Pairs
ggg; Cal | ORight and Left Thru and Two Ladie

c) @ @ @ |§_| Partner Pairs Facing in the Center, Corners Adjacent
EI@)EI@) Call ORoll away em@indel ¢ elfeft PrAlmenadeod

FACING PARTNERS RESOLUTION SYSTEM

This is a more proficient version of the Paired and Corner Adjacent Resolution above. After
using the previous system awhile, it should become obvious that some ste ps can be omitted.
Those steps are there to make it easier to remember and see the clues that indicate when
the dancers are In Sequence. Also, other, quicker Get -Outs are possible. It is possible to use
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a mix of this and the previous system. Go for the sho rt cut or alternate Get -Out if you see it,
otherwise go for the clues.

Once normalized, this process requires only the following calls: Two Ladies Chain, Pass
Thru, Bend the Line, Circle Left, Rollaway, Ladies In, Men Sashay, Allemande Left, and
Promenade.

The first goal is Normal Facing Lines with at least one partner pair facing each other.
Each of the six possible FASRs has its own immediate resolution.

Step 0) Before you begin calling take note of two adjacent couples in the square. Y ou
will need to know the partner pairs and the adjacent corner dancers.

Step 1) Dance awhile, then make Facing Lines with Normal Couples.
a) I f you see that all|l are paired and I n Sequenc
Lefto. (I f iywdlworkouttater)t hi s
b) Otherwise go to Step 2.

Step 2) Look for or create a pair of partners who are facing each other.
Complete a, b and c in order. Move on to Step 3 when directed.
a) If you see a pair of partners who are facing each other,goto S tep 3.

b) I f o0Two Ladies Chaindéd will make a facing pair
c) | f partners are not in the same | ine, cal |l C
from unpaired partners in the same |l inand call C
Backo6, and then go to Step 3a.

Alternate Step 1 and 2: If the dancers know Veer Left, Circulate and Chain Down the

Line, you can achieve the goal of Steps 1 and 2 by creating Parallel Right -Hand Two -
Faced Lines of normal couples. Use Boys Circulate o r Girls Circulate until you have at
least one pair of partners together. Then call dChain Down the Line 6 to make Facing
Lines with that pair facing each other.

Step 3) Resolve directly from one of the six possibilities.
Completing Step 2 should result in  one of the following three pairs of possibilities. Look
first for where the facing partners are located. Then use the corner adjacent clues.

a) All partners are facing:
When all partners are facing, the sequence is different for boys and girls, so it will be
necessary to change the sequence of one or the other. Each Four Circle Left 1/4 will
change the sequence of the Boys. Each Four Circle Left 3/4 will change the sequence
ofthe Girls. When usi hifpur€iEled eft 6 deci de on the 3/ 4 or
a Trade By Allemande Left FASR (corners on ends or facing in center).

i) The Boys are In Sequence (Pair on left side of near line are corners):
(Note: If you called Two Ladies Chain to put partners side -by-side, then those
corners would be on the end of the line and therefore adjacent to each other.)

PEQR S
AOEG

[ OEach Four Circle Left 3/ 4, Pass
call OTwo L aadiPerso ntehnaaidne 6 nt o
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i) The Bo ys are Out of Sequence (Pair on left side of near line are not corners):

PEOR S
AOEG

| OEach Four Circle Left 1/ 4, Pass
cal l ORi ght and Left Thru, Two Ladi

b) Partners are facing on the inside only: ~ (Same as previous system)
The memory key i s: OWhen in Nor maBSeqkrceif ng Line
Partners are Facing in Center (only) and Corners are Adjacent 0.

i) All dancers have their corner beside them (all In Sequence):

@@Ej Cal | ORol | away, Circle Left, All emande
EI@EI@ Or <cal l ORi ght and Left Thru, Pass Thr
ii) No dancers have their corner beside them (all Out of Sequence):
@@@ Cal | 0 Rra, sBend fhe Line, Circle Left, Ladies In, Men
Sashay, Left Allemande 6
El@@@ Or <cal l oCenter Four Circl e L edftt 1/ 2,
Allemande 6

c) Partners are facing on the outside only:
Here there are one or two negatives to the memory key.

i) All dancers have their corner beside them:
One negative: Corners adjacent but Partners facing on the end instead of in the
center. Therefore, they are all Out of Sequence.

@@@@ Cal | oPass Thr u, Al l emande Leftoé. ( No
make a Corner Box.)

@E'@ Or cal l ORi ght and Left Thr u, R c
Al l emande Leftd

i) No dancers have their corn er beside them:
Double negative: Corners not adjacent and Partners facing on the end instead of  in
the center. Two negatives make a positive, so all In Sequence.

@m@@ Cal | oAl I Circle Left, Ladies | n, Me n

Or Call 0 Al | urnCcornec By ¢he lefieafnt, hold bn

@E'@ and Promenadebod
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CHAPTER 11

SYSTEMS THAT PRIMARILY SORT BY SEQUENCE

These systems require the caller to identify the sequence of the boys without extra clues, or
to begin by placing the boys in a certain sequence. After all the dancers are in the same
sequence, a series of calls are used to bring corners or partners together.

SLOTTING SYSTEM
By Johnny Roth

This system was originally created by Johnny Roth as a modular framework. The idea is to
set up one of four slots at the beginning of the sequence. The original Get -In was Four
Ladies Chain some amount, then Heads (or Sides) Lead Right and Circle to a Line. This
creates In Sequence Normal Facing Lines with a known relationship pairing.

Next the caller uses some Zero Modules and ends with the dancers back in the same
Facing Lines. In order to apply the Slotting Sequence, the dancers must be all Out of
Sequence.0 Pass Thru and Bend the Lined or ORight
Sequence Lines.

At this point the caller knows the relationship and this determines the slot number. The
slot number tells the caller how many calls of the slotting sequence are needed to reach an
Allemande Left. The first slot is the Corner Line Out of Sequence so only the first call from
the slotting sequence is needed to rea ch an Allemande Left FASR.

9 Slot Numbers: Corner = 1, Partner = 2, Right -Hand Lady = 3, Opposite = 4.
T Sl otting Sequence: oStar Thr u, Pass Thr u,

The diagrams below show the four possible cases starting from In Sequence Normal Facing

and

Tr ad

Li nes. I f the dancers are already Out of Seequence,

three diagrams for each slot show the In Sequence Line, the Out of Sequence Line after a
oOoPass Thru and Bend the Linebo, and t heamtheh e
given call sequence.

A) Slot 1 8 Corner Line (Men In Sequence, All with Corner):
(Possible Get-In: Four Ladies Chain 3/4, Heads Lead Right and Circle to a Line)
(Alternate Get -In Rotated: Heads Star Thru and California Twirl, all Star Thr u)

ERO

Pass Thru and
@ {2l Bend the Line GNEI@ EI Star Thru @ [ @

4} @ A®MEE @ 2 @ {3
@ [
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B) Slot 2 8 Partner Line (Men In Sequence, All with Partner):
(Possible Get-In: Heads Lead Right, Circle to a Line)

B @
@ @ Pass Thru and @@@@ Star Thru @ m @

Bend the Line Pass Thru,

&
[} © AOMEG® 2@E
@ {1

C) Slot 3 & Right -Hand Lady Line (Men In Sequence, all with Right  -Hand Lady):
(Possible Get-In: Four Ladies Chain 3/4, Four Ladies Chain across, Heads Lead Right,
Circle to a Line)
(Alternate Get -In: Sides Star Thru, Pass Thru, Square Thru 2, Partner Trade)

G @
@ @ Pass Thru and @@@@ Star Thru, @ @ m @

Bend the Line Pass Thru,

EP@ m@m@ Trade By @}@@E
@ (1]

D) Slot 4 6 Opposite Line (Men In Sequence, all with Opposite Lady):
(Possible Get-In: Four Ladies Chain across, Heads Lead Right, Circle to a Line)
(Alternate Get -In Rotated: All Four Ladies Chain 3/4, Heads Square Thru, Slide Thru)

= @
@ @ Pass Thru and @@@@ Star Thru, @ @ @

Bend the Line Pass Thru,

Ei'@ @E@ Trade By, @@}E@
@» Pass Thru
The system can still be used in the original way. In addition, the concept can be modified to

use some Isolated Sight calling in place of the modules used after setting up the slot.
EVOLVED VERSION OF THE SLOTTING SYSTEM:

As callers developed sight calling skills, those who knew the slotting system realized they
could use the same idea as a Sight Resolution System. This system is designed for use from
Normal Facing Lines. It makes the sequence the same for boys and girls, and then provides
one series of calls that is terminated when the corners are together for an Allemande Left.
There are two places to check the actual sequence and make sure dancers are In Sequence.

Step 0) Before beginning to call note two adjacent couples . You will need to know the
partner pairs, the adjacent corner dancers, and the sequence for either  the boys or the
girls.

Step 1) When you are ready to resolve, convert the setup to Normal Facing Lines
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Step 2) If the sequence is different (Boys In and Girls Out or Boys Out and Girls In), you
will see one of the following:
1 Exactly one pair in each line
1 All partners in one box but not paired. Everyone is facing their partner.

1 All partners in one line but not paired. For example: @ EI @

I f the sequence is different tomakelthe sequeneeotheL adi e s
same.

Step 3) Check the Promenade order of the boys or girls. We want them to be Out of
Sequence.l f t hey are I n Sequence, call ORight and Le

Step 4) Begin calling the following series of calls but stop when the known
corners are facing or adjacent on the outside for an Allemande Left:
oStar Thru, Pass Thru, Trade By, Pass Thruo

Step 5) Finish the resolve by caling 0 Al | emande Left, Promenadeo
Look back at the diagrams in the Slotting  System section to see the following:
Cases A and C end in a Corner Box (outside paired couple, corners facing).

Cases B and D end in a Trade By formation with
Late Correction: You can make a late sequence correction by adding o6Cal i forn
after t he o0Star Thruo. Or replace a OPass Thruo wi
with dRass Trade By, Pass Thrud6 until you find t
Singing Call Resolution: The resolution calls of the slotting system can al so be used

during a singing call figure to move from an Out of Sequence Partner Line to the desired
pairing f or t he figure. (See OResolving During Singi

oStar Thr u, P a s scorensifagilg. r esul t s i n

0Star Thr u, Pass Thru, Trade Byo6 results in oppo
0Star Thr u, Pass Thr u, Trade By, Pass -Hahdr ué r e s
lady.

SIGHTED SLOT SOLUTIONS
By Tom Sellner

This system is a way to use sight calling to create and identify one of the four possible slots
that were first designated by Johnny Roth in the Slotting System discussed above.

Step 0) Before beginning to call, note a primary man, his partner, his corner and his
par t n earng&rs This is differ ent from the usual key dancers, so in an emergency
rememberthat hi s partnerds corner i s opposite his corn
Gent #1, then the other three dancers are Lady #4, Lady #1 and Gent #2.

Step 1) When you are ready to resolve, make Normal Facing Lines with the O EI o |:|
primarymanon t he end and his partnerds c¢ n th
This setup guarantees that the Men are Out of Sequence. O |:| (:)

Step2) Focus on the box containing your pri mary man
diagrams below, that is the box in the left half of the line. Look for the presence of the
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primary Gaa#d8s) partner and corner. There are fo
Once you have determined which situation exists, go to the corresponding  part of Step 3.

a) Both his partner and corner are present.

b) Just his partner is present.

c¢) Neither his partner nor his corner is present.

d) Just his corner is present.

Step 3) The men have been placed so that they are Out of Sequence in Normal Facin ¢
Lines. The remaining need is to ensure that the ladies are also Out of Sequence. One of
four partner and corner situations was identified in Step 2. Go  to the corresponding case
below to see where the ladies should be placed. The only call that maybene eded i s 0Two
Ladies Chai no. I n each pai rthe ¢eft diagrana shows rnhe cabee | o w,
where an adjustment must be made and the right diagram shows the goal
achieved . The appropriate part of the Slotting Sequence Get -Out is shown.

A) Slot 1 6 Out of Sequence Corner Line:

Case a) I|If both the primary mands ori gi rbax| partn
then, i f needed, use OTwo Ladies ChainoéTheo cr ea:
goalist o place the primary mands corner wiighth hi m a
hand diagram.

@ EI @ E‘I Two Ladies Chain @ EI @ EI Star Thru, Allemande Left
afo)ale olnfe)

B) Slot 2 o Out of Sequence Partner Line (or Zero Line ):
Case b) If ju st the primary mands original partner i s
needed, use O0OTwo Ladies Chaindéd to createastman Out
pl ace the primary mands original part neright-wi t h hi

hand diagram.

@ EI @ E'I Two Ladies Chain @ EI @ EI Star Thru, Pass Thru,
EI @ E| @ G) E| @ Allemande Left

C) Slot 3 & Out of Sequence Right -Hand Lady Line:

Case ¢) | f neither the primary mapredentinctheilefti nal p a
box then, i f needed, use OTwo Ladies GCHamd n6 to
Lady Line. The goal here is to move t hatheri mary

other end of his line as shown in the right -hand diagram.

@ EI @ EI Two Ladies Chain @ EI @ EI Star Thru, Pass Thru,
m @ |I| @ m @ E| G) Trade By, Allemande Left

D) Slot 4 ¢ Out of Sequence Opposite Line (= Opposite Lady Line)
Case d) I'f just the pr i maesagntimtefeoxtlen,ifgrneadad, cor ne
use OTwo Ladies Chainod to create Themgoalare¢istof Sequ:e
place the primary mands cor ner t-faadcdiagrgm. @ritm as s h
might be easier to think of the goal as placi ng t he pr i npartngr diaganally s
across from him.

@ E' @ EI Two Ladies Chain @ Izl @ EI Star Thru, Pass Thru,
Malololo DGE®G
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Trade By, Pass Thru,
Allemande Left

Step 4) At this stage you have created one of four known FASRs and can now use either the
appropriate calls of the slotting sequence as shown above or another Get -Out Module (see
Chapter 14: Get -Outs Galore). There is a Quick Summary of the process at the end of the
next section.

SLOT FRAMEWORK FOR PRIMARY LADY
By Tom Sellner

Setting Up and Resolving the Slotting Framework for a Prima ry Lady:
Lady callers might find it easier to use the original Slotting Framework if they set up
the Normal Facing lines so that the primary lady (Lady #1) is on the right end. Here are
setup descriptions and diagrams for the four slots. The three  diagrams show the In
Sequence Line,the Outof Sequence Line after a oO0Pass Thru and
the Allemande Left FASR resulting from using the appropriate Slotting Sequence Get  -Out.

A) Slot 1 8 Corner Line (Ladies In Sequence, All with Corn  er):
(Possible Get-In: Four Ladies Chain 3/4, Heads Lead Right and Circle to a Line)

o @ [y QEem sam Shge
@ NORG @@ 3
@ (1]

B) Slot 2 6 Partner Line (Ladies In Sequence, All with Partner):
(Possible Get-In: Sides Lead Right, Circle to a Line)

[®
@E@[z] Pass Thruand g star @[ 1y

Bend the Line @@ Pass El@ Thru
HOH® @ {2 @[3

C) Slot 3 & Left-Hand Man Line (Ladies In Sequence and all with their Left -Hand Man):
(Possible Get-In: Four Ladies Chain 3/4, Four Ladies Chain across, Heads Lead Right,
Circle to a Line)

% g Pass Thru and @@@@ Star @ @ @ Thru,

E @ send thF?aLsige EI@EIG) Thru, @ @ @ E

@ Trade By

D) Slot 4 & Opposite Man Line (Ladies In Sequence, all with Opposite Man):
(Possible Get-In: Four Ladies Chain across, Sides Lead Right, Circle to a Line)

[4} ® HI0)]

QREOE i @0 reste. @O
nfelale; g g B[o
@
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Trade By,
Pass Thru

SIGHTED SLOT SOLUTIONS FOR A PRIMARY LADY

The rules for Sighted Slot Solutions given above can also be used for the Slotting
Framework for a Primary Lady.

Step0) Not e the primary | ady, her partner, her cornei

Step 1) Make Normal Facing Lines wi th the primary lady (Lady #1 in the diagram) on the
right-hand end of the | ine and her partnerds corner
guarantees that the ladies are Out of Sequence.

Step 2) Focus on the box containing these two ladies and look for the presence of the
primary | adyds partner and corner. There are four po
a) Both her partner and corner are present.
b) Just her partner is present.
c¢) Neither her partner nor her corner is present.
d) Just her corner is present.

Step 3) These four options each lead to the same corresponding slots below. The same four
Out of Sequence Normal Facing Line FASRs can be created by using the same rules to
ensuret hat the Men are Out oofLafégserCha. nUs&Ri @ghiw an
oruse OFlutterwheel 86 to exchange the men thef neede
left diagram shows the case where an adjustment must be made and the right
diagram shows the goal achieved . The call sequence is the Slotting System Get -Out.
Other appropriate Get -Outs may also be used (see Chapter 14: Get -Outs Galore).

A) Slot 1 & Out of Sequence Corner Line
Case a) I|If both the primary | adyds p-bandboxr and c
then the goal i s an Out of Sequence line with corners together as partners.

RRI@[] @ L@

Flutterwheel Star Thru, Allemande Left

alelalo; BoE®

B) Slot 2 0 Out of Sequence Partner Line
Case b) I'f just the redeminthgright abhnd®ex, therathet goadis i s
to place the primary |l adyodés original partner wit

@ @ @ |1| Flutterwheel @ @ @ E| Star Thru, Pass Thru |,

Allemande Left

BOEO Blelalo

C) Slot 3 8 Out of Sequence Left -Hand Man Line
Case ¢c) I f neither the primary | adyods phamdt ner nc
box, then the goal is to place the primary man on the opposite end of the line from the
primary lady.
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&) @[3] Flutterwheel @ [21@[3] Star Thru, Pass Thru |,
Trade By, Allemande Left
21@EO OEIGD

D) Slot 4 6 Out of Sequence Opposite Man Line
Case d) If just the primary | &ahyliog thendhe goalris i s pr e
to place the primary | adyds original corner f ac
partner diagonally across.

@ E| @ |§_| Flutterwheel @ @ @ Star Thru, Pass Thru

Trade By, Pass Thru,
@ El @ El @ E' @ Allemande Left
Quick Summary of the Sighted Slot Solutions Process:
Step 1) Place the primary man (or lady) on the end of a normal facing line. Also place the
appropriate man (or lady) in the couple across to ensure that the Men (or Ladies) are
Out of Sequence.

Step 2) Look for the presence of the primary dan

Step 3) If needed, adjust the two ladies (or the two men) to make one of the following four
FASRs as indicated by the presence of partner and corner.

Memory Key is CPR and O:

In order to remember the order of slots for the men, you might use CPR and add the O.
That is 6C6 for Corner, -HénBBady orawrdo@rf o® ROppos it

For the | adies you might wuse CPLO. That 4 s 0CO
hand Man, and 608 for Opposite.

Present Normal Facing Lines Adjustment Goal

a) Partner and Corner Out of Sequence Corners as Partners
Corner Line

b) Partner only Out of Sequence Original Partners together
Partner Line

c) Neither Out of Sequence Primary couple on
Right -Hand Lady Line opposite ends of one line

or Left -hand Man Line

d) Corner only Out of Sequence Primary dancer facing Corner
Opposite Lady (or Man) Line or Primary dancers on diagonal

149



CALLERLAB: SIGHT AND MODULE RESOLUTION SYSTEMS

ANY -TIME AND ANY -PLACE RESOLUTION BY SIGHT
By Tomas O0Dougo6 Machal ik

0) Before you start the tip, note two adjacent couples in a square. You will need to know
one partner pair, and the sequence of both boys and girls.

1) Find both your key boys and check their sequence. If they are Out of Sequence use some
of the oOmagico6 cal |l s btingthe boys ta sequences e g Boma af he t o

magic calls are o0Tradebo, 0Zoomo, o(Left) Swing
oOoFttuerwheel 6, 0Split Circulatedé, oWalk and Dodge
2) Also find the key girls and bring the girls into sequence as well (trying not to spoil

the sequence of the men). Some magic catsé s for
Flutterwheel 6, oLadies Trade6o, and 0Girls Cross

3) If either the formation or the arrangement has to be changed in order to use your Get -

Out, try bringing one boy and one girl into each geometric quadrant . Then you
are just a O0SboghelHADgedScodt Backod, o0Single Ci
to a Waveo6 or other suitable call of this kind

resolved formation, arrangement and sequence.

4) The only remaining thing that has to be taken into ¢ onsideration is the relationship to
bring partners together . However, this task is very simple. There are three possibl e
ways to achieve this partner pairing. The first two are briefly described below and
illustrated in the fol lSequergcee Reisoh uti bhe®&ysAleln

1 Use a modified Right and Left Grand: One possibility is to call your Get -Out
leading the dancers to a Right and Left Grand, and modify the number of hands in
order to bring the original partners together. If the final number is even, you can

then calll OPromenadeo6; if the number i s odd, t
so it is better to call 0Do Pasod6 into a Pr ome
hands or arms such as 0L eide Thar with Boysrimthet o an A
Mi ddlIl e6.

1 Use a series of non -crossing calls:  Another possibility is to bring partners
together by using a series of calls that do not change the sequence (the call must
move all the dancers of the same gender in the same directio n around the square).
For examples from Eight Chain Thru, Parallel Waves, and Parallel Two -Faced Lines
see the O0AIl I I n Sequence Resolution Systemd6 wh

1 A third possibility is to use the 0 One Sd ©a e Quadrant 6of syst em
determining how to resolve. This system looks at the locations of the four noted
dancers and offers Get -Outs that would at most require an adjustment of the two
dancers within one geometric quadrant.

Get -Outs focusing on One Side and One Quadrant (All In Sequence)

150



Chapter 11: SYSTEMS THAT PRIMARILY SORT BY SEQUENCE

7

Let us denote our key men O0OAO6G and o0BO6 (with th
respectively) so t hat O0A6 was the one who was original/l
following diagrams show that there are possible Get -Outs for each of the four Cases. Once

both boys and girls have been placed In Sequence, all that is required to begin one of these

Get-Outs is to make small changes to the dancers within their geometric quadrant to set up

the correct facing direction.

e
y

Case 1. Both key men (A and B) are on the same side of the square but their original
partners (a and b) are on the other side.

a) Parallel Right -Hand Waves with Girls on the Ends (Arrangement 1/2):

OLO® o ®LO®
OEO® OLIEO

Get-Out: All Eight Circulate to a Right and Left Grand

Case 2: All four key dancers (A, a, B, b) are on the same side of the square.

a) Normal Couples Trade By Formation:

@ [ O [F OO or
EBe&O {3] @ {E] &

Get-Out: Allemande Left

b) Normal Couples in Facing Lines:

@BIOL] o QL0
EB®OO A@[E®

Get-Out: (Circle Left) Allemande Left

c¢) Half -Sashayed Couples in Eight Chain Thru Formation:

@ {a] O O o4adod or
[ ® [} O [2} @ [E} ®

Get-Out: Right and Left Grand

d) Parallel Right -Hand Ocean Waves with Girls on the End

@O0 o OLOO
®EOO @LIE®

Get-Out: Right and Left Grand
Case3: Dancers O0AG6, 0aé and oB6 are on the same si d
dancers o0ao6d, oB6 and Oo0bdé6 on one side, dogathero A6 not
on one side including both corner dancers.)

a) Normal Couples in Eight Chain Thru Formation

[a} O 3 O DO ®
@ 6] & {1 O ] @ {E] 151



CALLERLAB: SIGHT AND MODULE RESOLUTION SYSTEMS

or

(Corner Box) Get-Out: Allemande Left

b) Parallel Left -Hand Waves with Girls on the End (Arrangement 0)

QRO o QOLO®
@EL® QRIE®

(Corner Box Left -Hand Wave) Get -Out: Allemande Left

¢) Normal Couples in Lines Facing Out

AOOO o OOO®
@EI®L] QLRIG[E]

Get-Out: Allemande Left

d) Half -Sashayed Couples in Trade By Formation (Arrangement 1/2)

B OO Oo0de or
@ Bl ® [} O &l @ [E}

Get-Out: Right and Left Grand

Case4: Dancers OAO6, oB6 and Oo0bdé6 are on

t he

mi ght see dancer sono dMh,e Gad,e,amdch do OB 6

are together on one side but one of the corners is not there.)

a) Normal Couples in Trade By Formation

® [ @ [} @Ok or
EBOOO {a] @& (€] &

Get-Out: Wrong -Way Grand

not

Examples of Any -Time Any -Place using One Side - One Quadrant System:

Example 1 of the full process:
Suppose we have Parallel Right -Hand Waves after some sight calling:

El @ C) Boys are not In Sequence

|:| @ o |:| (and neither are the Girls)
Swing Thru

@ El Q Boys are In Sequence

@ |:| |':| O (but Girls are not In Sequence)
Swing Thru again (still Parallel Right  -Hand Waves)

[ O ®[A]

2 O0eM

same

si de

ther e.






