Keith's Klass

by Keith Rubow

Welcome to the first installment of Keith's Klagsthe Zip Coder. | am going to take a look at NEBTE
CONCEPTS. Simply put, nested concepts is simplygusivo or more concepts together with one call.

Sometimes using two concepts can be very easy bedthe order of the concepts does not matter. xample
AS COUPLES, TANDEM, % right is exactly the sameladNDEM, AS COUPLES, Y right. In either case the
whole box of four acts as one solid unit to dodhk.

Other times the use of multiple concepts is easglse the concepts only make sense in one order. Fo
example, if you have a butterfly it makes senssatoBUTTERFLY, ONCE REMOVED, circulate. But it
makes no sense whatsoever to say ONCE REMOVED, BRFLY, circulate.

The interesting cases are when the order of theepis matters. For example, ONCE REMOVED, AS
COUPLES, touch ¥ is not the same as AS COUPLES, ®BREMOVED, touch ¥4. So how do you figure out
how to properly execute calls with nested concelrsgoing to show you how.

When a concept is given, it modifies the call flodlbws. That seems simple enough. But (and thiery
important) it modifies thevhole call that follows, including any other conceptattball might have. | like to
show this with parenthesis, so that a CONCEPT modjfa call is written like this: CONCEPT (call).Mgn
there are two concepts, it looks like this: CONCERTONCEPT2 (call)). When it is written like thisjs
clear that CONCEPT2 modifies the call. It is alssac that CONCEPT1 noes NOT modify the call. It ified
CONCEPT2 (call). Now, to figure out how to exectite call we must start at the innermost parentraasis
work our way out to the outermost parenthesisolimgl this we figure out the concepts in the REVERSE
ORDER in which they were given.

To figure out ONCE REMOVED, AS COUPLES, touch ¥ mvast first figure out how to do the call. This
seems obvious. But you must understand the caibtigily. Think about how many people it takes tdluo
call, whether or not it is a shape changer, whaitaeayou face at the end of the call, etc. Somesiryjou need
to think carefully about a call if concepts arergeapplied.

Step 1: touch ¥

Two people, not a shape changer, change 1 wall
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Next we apply the AS COUPLES concept. This wasalstthe second concept given, but it is the fo@tcept
we must think about. Applying the AS COUPLES condepouch ¥2 makes it a shape changer that changes
2x2 matrix into a 1x4 matrix. This becomes very aripnt when we apply the final concept in a moment.

Step 2: AS COUPLES, touch Y4
Four people, shape changer
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Finally we apply the ONCE REMOVED concept. ONCE RBWVED modifies the whole AS COUPLES, touch
Y, call. That is why we needed to figure out howlaahat first. To do it ONCE REMOVED we must adé th
other people (the other once removed group), auatdiout how to keep our group of four dancers once
removed at the end of the call.




Step 3: ONCE REMOVED, AS COUPLES, touch %
Keep track of your ONCE REMOVED planes!
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Now lets take a quick look at AS COUPLES, ONCE REWED, touch ¥4 (putting the concepts in the other
order):

Step 1: touch %
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Step 2: ONCE REMOVED, touch Y4
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Step 3: AS COUPLES, ONCE REMOVED, touch 1/4
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To summarize, always evaluate nested concept®iREVERSE ORDER that they are actually given to you
with each concept modifying EVERYTHING that follows



