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Theater Etiquette
Seeing a play is very different than seeing a movie. 
During live theatre, the audience is as equally 
important as the actors on stage. Please share the 
following points with your students, and encourage 
them to practice good theater etiquette throughout
the workshop.

 •  Live response is good! If you tell a story to a friend 
and notice they aren’t responding, it makes you 
want to tell the story better. A live audience is as 
critical a component of the theatergoing experience 
as the actors on stage. The more the audience 
listens, laughs and responds, the more the actors 
want to tell the story. 

 •  The actors can hear you talking. Have you ever 
had a conversation with someone and felt that 
they’d rather be someplace else? This is the exact 
feeling actors get when people in the audience 
are talking. If an audience member is not paying 
attention, the actors know it. 

 •  The actors can see you. Imagine telling something 
to a group of fellow students who are slouching, 
pretending to be bored, or sitting with their eyes 
closed in attempt to seem disinterested or “too 
cool” for what you had to say. Think about it: 
Even though the actors are pretending to be other 
characters, it is as much their job to “check in” 
with the audience as it is to remember their lines. 
Since stage actors only get one chance to tell the 
story to each audience, they want to make sure to 
communicate clearly each and every performance. 

 •  Cell phones, beepers, candy wrappers, loud gum 
smacking. Please turn off all cell phones and do not 
eat or chew gum inside the theater. These things 
disturb the people around you as well as the actors. 
As much as you might be tempted to text a friend 
how cool the play is that you’re watching, please 
wait until after it is over. 

Many thanks to our colleagues at Montana 
Shakespeare in the Parks, from whom these
excellent etiquette suggestions have been adapted.

Education Programs:
Stage Door
Our Education Programs provide young people
with opportunities to experience the art of theatre, 
to directly participate in its process, and to apply
its collaborative principles elsewhere in their daily 
lives. Stage Door is an unforgettable opportunity
for students to experience professional theatre
in a context that supports their education.

The following activities have been constructed by our 
Teaching Artist to help students explore themes found 
in our production of Great Expectations. We encourage 
you to adapt these activities for your group as needed.

GOALS:
 •  Encourage personal connections between

students and the major themes of the play.

 •  Excite students about the story and
theatrical elements in the production.

 •  Engage students using the actors’ tools:
body, voice, and imagination.

KEY CONCEPTS:
 •  The Stations of Dickensian Life

 •  Language of Persuasion

 •  Break with Reality



Performance Warm-Up:
Rock Paper Scissors Nirvana
The goal of this activity is to bridge independent-group 
perspectives, and to engage participants physically.
Social groupings and game-play connect this simple game to 
Dickens’ themes of class structure and inherent competition.

HOW IT WORKS:
•  Everyone starts as a group of “eggs,”

sitting/crouching on the floor. 

•  Turning to the nearest student, participants will play 
a quick round of Rock/Paper/Scissors. The winner 
transforms from “egg” to “animal” and can now crawl on 
hands and knees. The loser, remains an “egg” until they can 
win a round and transform. 

•  The only way to transform is to win a round. Participants 
can only challenge participants of the same class (“eggs” can 
only challenge other “eggs”, “animals other “animals” etc.).

•   Each round, each participant should transform: downward 
(unless they’re already eggs), or upward (until someone 
reaches Nirvana)

•   Egg – Animal – Human – Alien – Nirvana

•   Crouch – Hands/Knees – Upright Walking –
Tiptoes with hands over head – End of game

SAMPLE FOLLOW UP QUESTIONS: 
What did it feel like to only be able to challenge the
people who were like you? Did the odds seem fair?
What’s an example of a game wherein the odds are
not even, not rigged, just biased?

Activity #1:
Status Cards
Students will improvise the characterizations 
of community members with varying statuses, 
interacting. Students build communication 
skills as they convey subtext, viewpoints and 
realistic reactions.

HOW IT WORKS:
•  Each participant selects a playing card 

from a standard deck, and does not look 
at it.

•  When the game begins, each player holds 
the back of their card to their chest or 
forehead, in such a way that the holder of 
the card cannot see the face of the card. 
The value of a card should be a secret to 
the holder throughout the game.  

•  Then, as if at a party, players should 
mingle and respond/react to each person 
as the value of their held card. “2’s” should 
be treated poorly, and “Face Cards” should 
be treated like royalty.

•  Continue the activity until the majority of 
participants feel confi dent that they “know 
their place in the deck.”

•  The game ends with everyone lining 
themselves up, shoulder-to-shoulder, in 
ascending order of their value. 

TIPS:
Name the reason for the party so as to allow 
people to fall into familiar behavior. Call 
for silence during the game to emphasize 
physical and relational communication 
(and/or if dialogue gets aggressive). For 
added challenge, change the context of the 
scenario (e.g., birthday party, Royal funeral), 
participants will need to adjust without 
dropping their statuses.

REFLECTION/DISCUSSION: 
Which was your favorite (number) group 
to be around? If you had a card in real life, 
would it be of greater or lesser value than 
the one you drew? If you had a “real life” 
number, what would make it change? Would 
it stay the same regardless of context?
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Activity #2: Work For It
This activity focuses on the persuasive power of 
language. Participants will have to improvise, assess 
value, and portray emotions convincingly.

HOW IT WORKS:
•  Three students participate at a time. One “Needs,” 

one “Gets,” and one “Has.”   

•  Standing on the same line, the person who “Needs” 
must convince the person who “Gets” to retrieve 
[something] for them, from the person who “Has.”

•  “Needs” must convince, sway, threaten, 
bewitch “Gets” to do their bidding. With 
each failed retrieval, the stakes must go up.  

•  “Gets” will be bouncing back and forth, trying to 
negotiate, swindle, cajole and convince the person 
who “Has” to give up the goods.   

•  “Has” must have specific reasons why the 
[something] is more needed by “Has.” “Has” will 
out-plead, and overwhelm “Gets,” and with each 
attempt, “Has” must raise the stakes.

•  Ultimately, “Has” holds out for as long as possible 
and perhaps never gives in. The exercise is in the 
tactics of persuasion.  

•  Each player will need to use their most 
convincing language to persuade each other. 
All language is improvised.  

TIPS:
Push the urgency forward - allow for a rapport 
to establish, and coach players to become more 
desperate/dire. Always encourage honest reactions 
and authentic responses.

REFLECTION/DISCUSSION: 
Which role felt most like your life? When/Where do 
you feel the highest status? If you’re part of a family, 
the role you play may be due to age or birth-order. 
Away from family, amongst peers, how do we agree 
upon the roles in the activity?

Activity #3: 

Montage in Time
This activity highlights themes of idea-fixation 
and the eroding effects time has on relevance and 
perspective. Participants will utilize value statements, 
characterization skills and collaborative storytelling.

HOW IT WORKS:
•  Create a stadium-style audience, with a runway walk 

down the middle.

•  One volunteer starts at one end of the runway 
(storyline); they are going to mime/act as an 
improvised character. Crowd source information 
about a character e.g., name, nickname, favorite 
[book], currently wearing, best day in their life. 

•  While gathering information, allow the volunteer to 
begin walking the runway in character, allowing the 
character to change to new information. 

•  Stop the character walk, and ask/name/gather “what 
the character wants most in their life right now”.  

•  Using the pathway as a timeline, “How close are they 
to getting it?” “How long will it take?” “What could get 
in the way?” “What will be overlooked in pursuit?”

•  Participants from the audience should join in from 
the audience to run alongside the scene, “being 
passed by.” 

•  Allow for a few characters to be created, 
portrayed and discussed. 

TIPS:
Facilitate discussion toward major life events for 
these characters, pivotal. Encourage flashes of 
moments/memories to be acted out and named, 
a la movie montage. 

REFLECTION/DISCUSSION:

When was a time when you were so focused on a goal, 
that you missed out something else? When has the 
hope of  a goal pulled you through the process?
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