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Adapted by Allison Gregory and Steven Dietz. 
Adapted from the book “Go, Dog. Go!” by P.D. Eastman. Music by Michael Koerner.

Curriculum Subject Areas
Arts Education |English Language Arts | Science | Math

Educator Resource Guide
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We are thrilled that you have decided to bring your students to 
Carousel Theatre for Young People!  This Resource Guide was 

prepared by Peter Church and Jessica Gutteridge, and designed by Faye Campbell. We hope 
that it will be helpful to you in the classroom before and after your adventure to the theatre.  The 
games and exercises contained inside have been sorted based on recommended grade levels, 
but please feel free to add and adjust the activities to suit your needs.  If you have any questions 
or suggestions, please give us a call at 604.669.3410 or email us at schools@carouseltheatre.ca

PS. If any of your students would like to tell us what they thought of the show, please mail us letters 
and pictures - we love to receive mail! For our contact information please visit the last page of 
this guide.
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P.D. Eastman’s classic children’s book is renowned for its ability to generate fun, learning, adventure and 
surprise with a minimum of text. It honors the joyous simplicity of the world around us, and therefore, in 
crafting a stage version, the writers have added virtually no words of their own.  Instead they hope to retain 
the “essential wondrous and loopy anarchy” of the book by celebrating and exploring the existing words and 
pictures.

As the play begins, an audience member arrives late to the show. When he takes off his coat, we discover 
that he is, in fact, a dog. The late-arriving dog begins to explore the stage, which transforms into a circus-
like environment – if there were circuses in a world imagined by dogs. A group of dogs on a variety of 
conveyances swoop in, and we are off in a whirlwind of dogs and activity!  Like the book, these characters 
are, at heart, creatures that look like dogs but perform their tasks in very human ways.  There is no evidence 
of “barking”, “panting”, “scratching” or “yelping” whatsoever. 

The first dog – M.C. Dog – introduces us to Hattie, who is wearing the first of her many hats.  Will she find a 
hat that M.C. Dog likes?

Throughout the course of the play, the colourful dogs work together and play together.  They bask in the 
sun and dance in the light of the moon.  When it’s time to sleep, a slumber party begins!  A bedroom is 
transformed into a carnival, complete with Ferris Wheel. As the wheel turns, the cycle is completed and it 
becomes daytime again.

In the morning, the dogs encounter a traffic jam, but with a little help they are on their way again, singing 
“Go Dog Go!” as the red light turns green.

After a giant Dog Party atop a big tree, our dogs drive off in a shower of confetti, leaving more fun for another 
day.

Synopsis
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P.D. Eastman is one of the most loved authors and 
illustrators of children’s books.  He was born on 
November 25, 1909 in Amherst, Massachusetts. He 
studied at the prestigious Philips (Andover) Academy and 
Williston Academy before later graduating from Amherst 
College and the National Academy of Design in New 
York City.

Eastman began his career in Los Angeles as an animator 
for Walt Disney Productions (1936-1941) and then 
went on to work in the story department at the Warner 
Brothers cartoon unit, Leon Schlesinger Productions, 
until 1942. From 1945-1952, Eastman worked as a 
writer and storyboard artist for United Productions of 
America, where he worked on such animated classics 
as Mr. Magoo and Gerald McBoing-Boing which won an 
animation Oscar in 1951.

Eastman moved back to the east coast where he worked 
as a freelance illustrator. He became a protégé and 
collaborator of Theodor Geisel (aka, Dr. Seuss) who 
asked him to help create a new series of children’s books 
for beginning readers. He published many of his own 
books under the Dr. Seuss brand of Random House, 
including many cherished books in the Beginner Books series. In addition to Go, Dog. Go!, Eastman is best 
known for Sam and the Firefly, The Best Nest, and Are You My Mother? 

Eastman was married to Mary Louise Whitman and they had two sons, Alan and Peter Anthony (“Tony”). 
Tony Eastman also became an animator and author of children’s books, and provided the illustrations for his 
father’s book, Big Dog...Little Dog.  Eastman died on January 7, 1986.

About P.D. Eastman

Other Books by P.D. Eastman
Writer
Big Dog… Little Dog
Snow

Illustrator
A Fish Out Of Water
Robert the Rose Horse
I’ll Teach My Dog 100 Words

Writer & Illustrator
Are You My Mother?
My Nest Is Best
Flap Your Wings
The Cat in the Hat Beginner Book 
Dictionary
What Time Is It?
Sam and Gus Light Up the Night

Red, Stop!  Green, Go!
The Alphabet Book
Everything Happens to Aaron
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Kindly provided by the Children’s Library, Vancouver Public Library, 2015

Picture Books about Mischievous Dogs: 
Norman, Speak! / Caroline Adderson 
After a family adopts a dog from a local shelter, they cannot understand why he doesn’t respond to commands, 
until a chance encounter in the dog park reveals that their new dog only understands Chinese. 

It’s Only Stanley / Jon Agee 
Very strange noises that keep awakening the Wimbledon family one night have an even stranger source. 

I Don’t Want a Posh Dog / Emma Dodd 
A girl describes in rhyming text the types of dogs she does not want, and finally arrives at a dog that she can 
call her own. 

Bark, George! / Jules Ffeifer 
“Bark, George,” says George’s mother, and George goes: “Meow,” which definitely isn’t right, because 
George is a dog. What’s going on with George? 

Zorro Gets an Outfit / Carter Goodrich 
Zorro is embarrassed at having to wear a fancy outfit to the park and Mister Bud is unable to cheer him up 
until a “cool” new dog arrives in his own fancy clothes and challenges the friends to a race. 

Dogs / Emily Gravett 
Gorgeous pictures of big dogs and small dogs, hairy dogs and bald dogs, stroppy dogs and soppy dogs 
delight in themselves but the best is kept to the end when we discover who the narrator is. 

Oh No, George! / Chris Haughton 
George finds it hard to be a good dog when there are cats to chase, flowers to dig up, and a delicious cake 
sitting on the kitchen table. 

Number One Sam / Greg Pizzoli 
A competitive race-car driving dog learns that some things are more important than being number one. 

Beginning Readers: 
Biscuit / Alyssa Satin Capucilli 
Young children will relate to the adventures of the little yellow dog called Biscuit. 

Dogs (series title) / Jody Sullivan Rake 
Simple text and photographs present an introduction to different dog breeds, their growth from puppy to 
adult, and pet care information. Series titles include Mutts, Collies, and Basset Hounds. 

Big Dog – Little Dog / P.D. Eastman 
Two dogs are opposite in every way but are the very best of friends. 

Henry and Mudge / Cynthia Rylant 
Henry, feeling lonely on a street without any other children, finds companionship and love in a big dog 
named Mudge. 

Recommended Chapter Book Read Alouds: 
The Metro Dogs of Moscow / Rachelle Delaney 
One Boy and His Dog / Eva Ibbotson 

Class Reading List
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Classroom Activities - Before the Play
The following exercises have been sorted based on recommended grade levels, but feel free to add and 
adjust the activities to suit your class!  Please read and discuss the section in this Resource Guide about 
Theatre Etiquette. 

Pre-K to Kindergarten
Hat Parade
(Visual Arts, Drama, Music, Dance)

Hattie tries on many, many hats hoping to find one that M.C. Dog will like. Finally, she wears the biggest, 
most beautiful hat of all and the dogs love it so much they celebrate.  Have the children decorate their own 
hats according to the instructions below:

What you need: 
•	 Paper	Plates
•	 Single	Hole	Punch
•	 Ribbons
•	 Scissors
•	 Construction	Paper
•	 Scotch	Tape
•	 Decorating	Supplies:	Markers,	Paints,	Feathers,	Artificial	Flowers,	Glitter,	Tissue	Paper,	Scrap	Paper,	

Sequins, etc. 

Classroom Activities - Pre-K to Kindergarten
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Curriculum Ties

A4 create 2-D and 3-D images: that represent ideas 
and concepts; in response to experiences; in response 
to objects and other images

B2 identify and apply a variety of materials, 
technologies, and processes to create images

A2 explore and imagine stories by taking on roles

A3 demonstrate willingness to participate and co-
operate in drama activities

B3 move safely in both personal and general space 
while creating drama

C1 participate in drama activities from a variety of 
contexts

A1 move expressively to a variety of sounds and music

A2 create movements that represent characters, 
themes, and topics  

B2 move in a variety of levels, pathways, and 
directions, using a variety of body shapes

B3 move in time to a steady beat

Style 1: The Bonnet
1. Punch a hole on opposite sides of the plate
2. Attach ribbons to the holes so they can be tied under 

the chin. 

Style 2: The Top Hat
1. Cut a hole in the centre of the plate large enough to 

fit over the crown of the student’s head. 
2. Roll a sheet of construction paper into a tube with the 

same diameter as the hole.
3. Attach the plate and construction paper tube with 

tape. 

Encourage your students to use the decorating supplies to 
make “the biggest, most beautiful hat” they can think of!  You 
may want to try a tallest hat contest, or a contest to see who 
can make the hat with the most decorations!  Construction 
paper crowns may also be used.  

Once the hats have been built, it’s time for the parade! Put on 
different types of music and have the students move around 
the room.  As they walk, ask them to consider the following 
questions:

•	 How	does	the	tempo	and	the	style	of	the	music	
change the way they march?  

•	 How	would	a	character	wearing	their	particular	hat	march?	
•		How	would	a	dog	march?

Classroom Activities - Pre-K to Kindergarten



8

Colour (Visual Arts, English Language Arts)

The world of Go, Dog. Go! is created using only limited 
colours – red, yellow, green, blue, black, and white. 
Sometimes we associate colours with specific things in our 
world – such as green grass or blue skies. In the play, we see 
a yellow sun and blue night. 

Colours are also often associated with feelings. For example, 
we sometimes associate red with anger or passion, while 
green is considered natural, peaceful, or related to jealousy. 
The story of each colour and their associations are richly 
displayed in Mary O’Neill’s collection of poems, Hailstones 
and Halibut Bones (http://www.wadlin.com/hailstones.htm).

What is Orange?
by Mary O’Neil

Orange is a tiger lily, a carrot,
a feather from a parrot, a flame,
the wildest color you can name.
Orange is a happy day saying good-by
in a sunset that shocks the sky.
Orange is brave, Orange is bold,
it’s bittersweet and marigold.
Orange is zip, Orange is dash,
the brightest stripe in a Roman sash.
Orange is an orange, also a mango
Orange is music of the tango.
Orange is the fur of the fiery fox,
the brightest crayon in the box.
And in the fall when the leaves are turning
Orange is the smell of a bonfire burning...

Curriculum Ties

B1 identify and apply: the image-development strategy 
of elaboration; the visual elements of colour, shape, and 
line; the principle of pattern

A2 engage in speaking and listening activities to share 
ideas about pictures, stories, information text, and 
experiences  

A4 demonstrate being a good listener for a sustained 
period of time

A8 connect what is already known with new experiences 
during speaking and listening activities

1. Read selections of O’Neil’s poetry aloud to the class
2. Ask students to identify how different colours make them feel.  
3. Have each child write and illustrate a poem about his or her favourite colour.

Classroom Activities - Pre-K to Kindergarten
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Repetition & Rhythm (Music, Drama, English Language Arts)

Go, Dog. Go! is filled with repetition and rhythm that reinforces 
learning and assists children in predicting what comes next. Not 
only do the songs contain musical patterns and rhythms but the 
pattern of words and repetition of phrases have a rhythm of 
their own. Clear out some space in the classroom and try out 
the following games to have a great time exploring Repetition, 
Rhythm, and Creativity!

Soundscape
In this game students practice creating an improvised song using 
only their voices and their bodies. 

1. Sit in a circle with the class, and start a beat with your 
voice and/or body (perhaps it’s just patting your lap in 
4/4 time).  

2. Once you’ve established a consistent pattern, the student 
to your left will add their own sound to compliment 
yours.  

3. Once the second sound has been established, the third person will add a sound.  
4. The orchestra continues like this all the way around the circle.  Students should always be listening to 

the ensemble, and always taking time to feel how the song is developing.  
5. Once the last person has added their sound to the rhythm, the group – as one – should find a way to 

end their song. 

Variation #1
Provide the class with a theme for a mood-scape (ex. jungle, busy office, hospital, a town in the Old West, 
etc).  As a group they can slowly add sounds while you serve as “Conductor” – increasing or decreasing 
certain sounds as necessary.

Variation #2
Encourage students to use words instead of other sounds.  They should explore how words can be used to 
create rhythmic pieces by using short words, long words, words with lots of consonants, words that slither. 
What if everyone tries the same word? What about different words? 

Curriculum Ties

A3 create sounds to accompany stories, nursery 
rhymes, or songs

B1 respond to beat in music

B2 demonstrate rhythmic patterns from classroom 
repertoire

A3 demonstrate willingness to participate and co-
operate in drama activities

B2 use movement and their bodies to explore ideas 
and feelings

B3 move safely in both personal and general 
space while creating drama

Classroom Activities - Pre-K to Kindergarten
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Stop-Go-Clap-Hop-Twizzle  

1. Clear a large space so that students can walk around freely. 
2. Have the class mingle and walk around the space until you call out one of the following 5 

commands:
   Stop! (they should freeze) 
   Go! (they should continue walking and mingling) 
   Clap! (they should clap their hands) 
   Hop! (they jump on one foot) 
   Twizzle! (they jump and spin 360 degrees with a cheer) 

Variation #1
Once everyone has mastered these commands, you can invert the associated action. (i.e. When you hear 
“Go!”, you stop. When you hear “Stop!”, you move forward. When you hear “Clap!”, you hop. When you 
hear “Hop!”, you clap.  “Twizzle!” always means you Twizzle). 
 
Variation #2
If it’s going well, you may want to try letting each student take a turn commanding the group.  

Classroom Activities - Pre-K to Kindergarten
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It’s a Dog’s Life
(Science, Visual Arts)

All About Dogs
Dogs and humans have had a special relationship for thousands of years. Here are some online resources 
discussing how modern dogs evolved into our “best friend.” 

1. http://www.npr.org/2011/11/08/142100653/how-dogs-evolved-into-our-best-friends
2. https://en.wikipedia.org/wiki/Origin_of_the_domestic_dog
3. http://news.nationalgeographic.com/news/2013/03/130302-dog-domestic-evolution-science-wolf-

wolves-human/
4. http://www.archive.archaeology.org/1009/dogs/
5. http://barkpost.com/fascinating-facts-about-dogs/

Howl of Fame
Hundreds of dog breeds exist today. Each student can use online 
resources like http://www.akc.org/dog-breeds/ to choose a 
favorite dog or breed of dog.  Encourage them to create a poster 
featuring the following:

•	 A	picture	of	their	favourite	dog
•	 Special	facts	about	the	breed
•	 Why	they	chose	that	dog

The class can share their findings and display the posters in a 
classroom “Howl of Fame!”

Curriculum Ties

•	share	with	others	information	obtained	by	
observing

•	describe	features	of	local	plants	and	animals	
(e.g., colour, shape, size, texture)

•	compare	common	animals
 
A4 create 2-D and 3-D images: that represent 
ideas and concepts; in response to experiences; in 
response to objects and other images  

Classroom Activities - Pre-K to Kindergarten
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“Round and Round She Goes!” (Math, Science)

In the play, after the dogs romp around in the sunshine, the daily cycle 
continues and soon it becomes night. We see the sun go down and 
the moon rise, and a day is complete. A miniature carnival appears, 
and we see a Ferris Wheel turn. They sing:

“The dogs are all going around,
And around,
And around.”

The simple division of 24 hours into “half day” and “half night” is a cycle we observe every day. This can be 
depicted for students by taking a paper plate, drawing a line down the middle, and illustrating a sun on one 
half and a moon and stars on the other.

What other cycles do the children notice around them? Have them divide their circles to illustrate the events 
that make up the cycle in each segment. Display the completed “Ferris Wheels” for the whole class to see.

•	 Morning,	afternoon	&	night	(or	breakfast,	lunch	&	dinner)
•	 The	seasons
•	 The	days	of	the	week
•	 The	months	of	the	year

Variation:  This activity can be integrated with Life Sciences by having students illustrate the life cycle of wild 
salmon or other animals, on their Ferris Wheels.

Curriculum Ties

A13 demonstrate an understanding of 
fractions by: explaining that a fraction 
represents a part of a whole; describing 
situations in which fractions are used; 
comparing fractions of the same whole with 
like denominators 
[C, CN, ME, R, V]

Grades 1+

Classroom Activities - Grades 1+
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Classroom Activities - Grades 1+

Curriculum Ties

A3 demonstrate willingness to participate and co-
operate in drama activities

B2 use movement and their bodies to explore ideas 
and feelings

B3 move safely in both personal and general 
space while creating drama

Spontaneity (Drama)

The dogs in Go, Dog. Go! dive headlong into everything they do.  They are delightfully impulsive and don’t 
seem weighed down by hesitation or indecision.  Try the following theatre games to cultivate spontaneity and 
impulsiveness with your students. 

Yes, Let’s!
This game encourages high energy and positivity. It reinforces the idea of accepting other people’s ideas and 
being spontaneous.

1. Have students mingle and walk around the space.  As they move, one player in the group suggests 
an activity by enthusiastically yelling out, “Let’s _______!” and then offers an activity (i.e. “Build a 
rocket!”, “Do our homework!”, “Go surfing!” etc.).

2. All the other players support the action by jumping in and saying “Yes, let’s!”
3. The entire group then proceeds to act out the activity together until another person in the group 

makes a new offer by saying, “Let’s _______!”
4. Everyone else say “Yes! Let’s!” and proceed to mime the activity.  This pattern continues until 

everyone has had a chance to suggest at least one activity.  Encourage the players to always be 
physically active and fully committed to each and every activity! 
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What are you doing?
Students will need to concentrate and really think on their feet during this next exercise!

1. Start in a circle with one person standing in the middle.  The person in the middle starts miming an 
activity (brushing teeth, tap dancing, swimming, etc.).  

2. Someone else steps into the middle of the circle and asks, “What are you doing?”
3. While the first person continues miming their action (ie. brushing teeth), he answers with a 

completely different activity like, “I’m washing my car”. 
4. The “asker” must immediately start miming the new activity (washing a car), while the first student 

joins the circle again and a new student moves up.
5. The new student immediately repeats the question, “What are you doing?” Again the student in the 

middle must continue to wash a car while he says, for example, “I’m curling my hair.”  It doesn’t 
matter what the new activity is as long as it hasn’t already been done and as long as it is physically 
different from the action already being performed by the first person.  For example, “mopping the 
floor” would be too close to “sweeping the sidewalk”.  

Players can be eliminated if they hesitate, freeze up, or stop what they are doing while they try to answer the 
question.  Keep going until only one student remains.

Pen Game
This game is an exercise in being specific, following impulses, and working with Repetition.

1. With the class sitting in a circle, present a familiar object to the group (usually a pen) and say, “This 
is not a Pen.  It’s a _______” and then use the pen in a way that suggests that it is something other 
than what it is - without speaking. For example, you could swing it like a baseball bat.

2. Other participants call out what they think is being represented.  
3. Once the object has been guessed correctly, the player should pass the pen to the next person in the 

circle.  The new player would now say, “This is not a baseball bat. It’s a _______” and use the object 
as something new.  

This activity works best when facilitators keep it moving quickly from one person to the next, and 
encourage kids to go with their first impulse – no hemming and hawing.

REMEMBER: Students should be encouraged to be specific.  A brush is different than a comb and therefore the 
pen should be used in a way that accurately reflects which it is – not just run across their head.  They should 
do their best to actually use the pen as their imagined object – not just hold the pen in their hand and then, 
for example, pretend to surf.
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Opposites (English Language Arts)

Go, Dog. Go! is filled with opposite pairs. See how many you can remember by drawing a line to connect 
the opposites!

  BIG      WHITE  
  BLACK       COOL
  DAY       QUIET
  GO      WORK
  HOT      DOWN
  IN      NIGHT
  LAND      LITTLE
  LOUD      STOP
  PLAY      WATER
  UP      OUT

Curriculum Ties

B2 read and demonstrate 
comprehension of grade-
appropriate information texts

Classroom Activities - Grades 1+
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Physical Comedy (Drama)

P.D. Eastman’s Go, Dog. Go! is written for beginning readers and therefore contains a carefully simplified 
vocabulary of only 75 words. This stage adaptation faithfully sticks to Eastman’s structure and vocabulary 
wherever possible, and refrains from “filling in” additional words. Thus, the players must use physical comedy 
and clowning to create deeper relationships and richer scenes.  

Here are some drama exercises you can try with your students that will allow them to explore silent 
communication with their bodies and facial expressions:

Solo Emotions  
1. Assign an emotion to each student by handing them 

out on slips of paper, or by whispering an emotion 
in each student’s ear. Examples might include:

   Jealous
   Hopeful
   Hungry
   Happy
   Sad
   Tired
   Excited 
2. Have each student perform his or her emotion for 

the class without using any words. 
3. Encourage the audience to try and guess what 

emotion is being portrayed. 
4. When everyone has had a turn, discuss with the 

audience what made it easier to guess which 
emotion was being communicated.

Silent Scenes  
1. Working in pairs, distribute (or whisper) short scenarios to be acted out without words. Here are 

some examples: 
•	A	tourist	is	given	confusing	directions	by	a	local
•	A	teacher	tries	to	teach	a	confused	student	a	task	(making	the	bed,	peeling	a	banana,	etc.)	

until the student finally gets it right 
•	Two	people	try	to	find	seats	in	a	movie	theater	where	there	is	only	one	seat	left	and	the	

movie is starting (or two children want to play with the same ball) 
•	Opposing	fans	at	a	sporting	event	cheer	and	jeer	as	the	event	unfolds.	The	audience	should	

be able to tell who is rooting for which team and which team is winning
•	Several	people	pass	an	unusual	event	(like	an	accident)	on	the	street.		There	should	be	a	

variety of reactions so we can tell what happened
•	A	passionate	argument	so	the	audience	can	tell	who	wins	
•	A	parent	wants	a	child	to	go	to	bed	but	the	child	wants	to	stay	up.	

2. After each scene has been presented, discuss what the audience thinks was going on in the scene, 
and what clues helped them to know who the characters were, and what the scene was about.

Curriculum Ties

A1 share ideas that can be used in a drama work 
 
A2 use imagination and exploration to create drama

A3 demonstrate co-operative effort in drama work  

A4 reflect on classroom drama experiences

B2 use movement and their bodies to express a range of 
ideas and feelings while working in role

B4 participate safely in drama environments

C1 identify a variety of purposes of drama  

D1 demonstrate the ability to present drama work while 
in role  

D2 respond to specific aspects of a drama performance

Classroom Activities - Grades 1+
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Playing Dogs (Drama)

In Go, Dog. Go! the dog characters behave like humans – they drive cars, they sleep in beds, they wear hats. 
Have the class consider the following questions:

•	 What	other	human	activities	did	these	dogs	do?		
•	 How	did	you	know	they	were	dogs	during	the	play?	
•	 What	did	the	performers	do	to	hint	that	they	were	playing	dogs,	not	people?

Now, encourage the students to experiment with playing dogs 
themselves. As you count down from 10, students should 
change their human bodies into dog bodies (at “10” they are 
humans,	by	 “5”	 they	 should	be	half	&	half,	 and	at	 “0”	 they	
should be all dog).  Questions you might ask them once they’ve 
transformed include:

•	 How	do	you	sit?	Stand?	Lie	down?	Wag	your	tail?	
•	 What	sounds	do	you	make?	
•	 Are	you	a	young	or	an	old	dog?	Small	or	large?	
•	 What	type	of	fur	do	you	have?	

Ask the “dogs” to show how they go through their day – sleeping, waking up, eating, playing. 
There are many ways to act like a dog. As a class, look at pictures and videos of dogs at work and at play!

Let Sleeping Dogs Lie
This game operates as a variant of popular statue-based games like, “Museum”.  All you need to play is an 
open space. 

1. One student will start as the “Top Dog” and stand at the far end of the room. Their objective is to try 
and catch the other players moving.  The rest of the “Pack” should stand in a line at the other end of 
the room.  The distance is flexible – just make sure you have enough space for the group to advance 
safely.  

2. The Top Dog turns their back to the Pack and the group attempts to slowly advance across the space 
to try and tag the Top Dog.

3. Whenever the Top Dog turns around, the Pack must freeze in position and hold their doggy statues 
for as long as the Top Dog looks at them. The Top Dog can even walk around the dog statues, 
examining them. However, the Top Dog needs to be careful – whenever his or her back is turned, the 
statues are free to move.

4. If a statue is caught moving, they must say “Awesome!”, and go back to the starting line to begin 
again.  Blinking and breathing should not be considered as moving, and you may need to 
encourage the Top Dog to give the Pack a half-second to lock into their frozen position. 

5. If a member of the Pack manages to sneak up behind the Top Dog and tag them on the back, they 
become the new Top Dog and the game resets.

Classroom Activities - After the Play

Curriculum Ties

A1 use exploration and imagination to create drama

A2 demonstrate engagement in drama activities

B2 use movement and their bodies to explore a 
range of ideas, feelings, and actions

B4 participate safely in drama activities

Classroom Activities - After the Play
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A performer who tells a story to the audience by playing a character.

A composer is a person who writes music. They will collaborate with a lyricist to 
create a new song.

The person responsible for guiding the actors, designers, and crew according to his 
or her artistic vision. The director works with the actors and the design team to create 
the world of the play.

A lyricist is a writer who specializes in song lyrics (words to a song). They will 
collaborate with a composer to create a new song.

The person responsible for making sure all of the technical aspects of a show run 
smoothly. In a theatre, the Stage Manager sits in the lighting booth, behind the 
audience, and “calls the show”. This means that they give cues throughout the 
performance to the lighting operator, the sound technician, and to the Assistant 
Stage Manager. 

This is the director’s planning of the actor’s movements on stage. 

Also called “Tech”, this rehearsal is specifically to establish and run through lighting 
and sound cues. The technical rehearsal gives the technicians a chance to program 
the sound and lights with actors; also gives the actors a feel for the show with sound 
and lights.

The full running of the production before the show opens to the public.

Theatre Terms
Actor

Composer

Director

Lyricist

Stage Manager

Blocking

Technical Rehearsal

Dress Rehearsal

Production Credits
Production Team
Director    Carole Higgins
Music Director    Kerry O’Donovan
Choreographer   Kayla Dunbar
Stage Manager   Kelly Barker
Set	&	Props	Designer	 	 	 Shizuka	Kai
Costume Designer   Stephanie Kong
Lighting Designer    Darren Boquist

Cast
To Be Announced
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Theatre Etiquette
We are so excited that you’ve chosen to bring your students to our show!  To help ensure that their experience 
is a safe and enjoyable one, we’ve included some guidelines below that we hope will help our guests know 
what to expect as an audience member, and also what is expected.

•		Food,	drinks,	candy	and	gum	are	not	permitted	in	the	theatre.	If	your	class	has	packed	lunches,	
please ensure that they stay inside backpacks until your group has left the theatre.

•		Noise	carries	in	the	theatre.	Even	the	quietest	of	whispers	can	be	distracting	to	the	performers	and	
other audience members. Please remind your students to refrain from talking or moving around 
during the play, but that laughter and clapping is ok. 

•		Please	ask	your	students	to	refrain	from	touching	the	set	pieces	or	props	before,	after	or	during	the	
show as the actors need them for the next performance so that other students can also enjoy them.

•		Please	encourage	everyone	to	use	the	washroom	facilities	prior	to	the	performance.		Our	ushers	are	
happy to assist anyone who needs to leave or re-enter the theatre, and will do so at an appropriate 
moment in the show through the exit door on house right, mid-way up the stairs.  Young ones are 
not permitted to leave the theatre unless accompanied by an adult.

•		Throwing	objects	or	using	laser	pointers	is	not	permitted.	We	might	have	to	stop	the	performance	if	
this occurs, as it compromises the safety of the performers and other audience members. 

•		Due	to	copyright	rules	and	performer	safety,	photography	and	recording	of	any	kind	is	prohibited	
inside the theatre

•		The	use	of	cell	phones,	iPads,	video	gaming	systems,	etc.	is	strictly	prohibited.	All	audience	members	
including educators, parents and students must turn off their devices prior to the show and tuck them 
away.

•		We	encourage	our	audiences	to	respond	to	our	performances;	laughter	is	welcomed	when	
appropriate and applause at the end of a performance is the best feedback of all. If your students 
are curious about ‘standing ovations’, you can let them know that standing up and clapping is a 
people show the actors that they think a performance was extra special and deserving.

Enjoy the performance! 
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Carousel Theatre for Young People (CTYP) is a non-profit, charitable organization that was incorporated in 
1976. In its early years the company performed at several different venues in Vancouver including the Arts 
Club Seymour Street and the Vancouver East Cultural Centre. CTYP has been based on Granville Island 
since 1981 where we operate a small facility including classroom/rehearsal halls, a costume workshop and 
administrative offices.

CTYP’s dedication to artistic excellence has resulted in critical acclaim and thirteen Jessie Awards and 70 
nominations in the Theatre for Young Audiences category in the past six seasons. Most recently, CTYP’s 
Busytown received six Jessie Award nominations and won for Outstanding Production, TYA in 2014. Other 
recent productions of note include Bird Brain, 
A Year with Frog and Toad, Seussical and 
The Odyssey, all of which received multiple 
Jessie Awards, including Outstanding 
Production, TYA.

Each season approximately 40 000 young 
people and their families benefit from CTYP’s 
programming, which includes a mainstage 
season of literary classics, a year-round 
drama school for ages 3-17 and a summer 
Teen Shakespeare Program. At Carousel 
Theatre for Young People we believe that 
the arts, and specifically theatre, plays a 
vital role in a young person’s development. 
We envision a community that empowers 
people to be more imaginative, expressive 
and engaged.

About Carousel Theatre for Young People

Carousel Theatre for Young People would like to thank the following organizations for their support:

Our Sponsors

The cast of Busytown (2014). Photo by Tim Matheson
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1411 Cartwright Street   
Vancouver, BC   V6H 3R7

TEL             604.669.3410      
FAX             604.669.3817
EMAIL  schools@carouseltheatre.ca
WEB           www.carouseltheatre.ca

STAFF
Artistic Director, Carole Higgins
Managing Director, Aliyah Amarshi
Education Manager, Jessica Gutteridge
Development Manager, Tammy Isaacson
Operations	&	Community	Engagement	Coordinator,	Faye	Campbell

For more information on this production, or other inquiries about Carousel Theatre for Young People’s 
programming, please contact schools@carouseltheatre.ca.

Contact Us!


