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BEST PRACTICES. ~ "l MATERIALS CHECKLIST*

Making the Most of your Creative Adventures Creative Speculation:
)

a
W)

Magic in the Imagination - Peter’s Writing Journal:
)
a
)

Magic in the Imagination - Pre-Show Event:

aaaaa

Through the Eyes of a Child:

aaaaaaa

Tips for Effective Side Coaching
Live by the Hook!:

0
0
a
O
a

Additional recommendations:
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CREATIVE SPECULATION=#%-

RE-IMAGINED OBJECTS GAME

For Everyone!

Materials Needed:

Objective:

Activity (710-20 minutes):

NOTE:

Once a correct guess has been offered,
consider going deeper. For example, you may
ask the guesser, “How did you know? What
did you actually see that let you know the
stick had become a baseball bat?” Possible
answers include, “The way you held and'swung
the stick.” This fine answer will be made even
better by asking a follow up question like, “Can
you describe the way the stick was held?”
Answer-might be, “Two hands closed around
the stick near the bottom with right hand over
left.” This type of specific noticing enhances
observation skills, results in more accurate
guesses and invites clarity in choice making
from the players when they take a turn in the
center.

If there are no correct guesses, ask the player
if there is something they might do to clarify
their use of the object. Whisper a suggestion
if needed. Assuming the guessers figure it out
after an adjustment, ask them to share with
the player what helped them figure it out?
What did they see the player do to clarify their
choice?

To encourage play from everyone in the circle
use the' time when switching out objects to
invite others in the circle to try, “Who else
would like to give it a try?” or, “I'd love to see

ome new folks give it a try.”
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MAGIC IN THE IMAGINATIC

PETER’S WRITING JOURNAL
For Students 3rd - 12th Grade

Materials Needed:

Objective:

Activity:

CREATIVE JOURNAL PROMPTS
1.
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MAGIC IN THE IMAGINATION - Pre-Show Event: (60 minutes)

Materials Needed:

Objective:

Activity (60 minutes total):

Possible questions to facilitate the conversation:

Note:

Should there be more than four groups, or time
is short, consider pair-sharing. To pair-share two
groups are partnered so that each group presents to
Jjust their partner group. This saves time by allowing
multiple groups to present at the same time.

i

Possible Reflection Questions:
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THROUGH THE EYES OF A'CHIEE

EXPLORING CHILD PLAY
For Adults

Materials Needed:

Objective:

Activity (60 minutes total):

Possible Reflection Questions Include:
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LIVE BY THE HOOKY

EXPLORING SCENIC DESIGN ELEMENTS THROUGH
IMAGINATIVE PLAY

For Age 6 through Young Adults

Materials Needed:

Objective:

Activity (60 minutes total):

Possible questions include:

Possible questions include:
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RULES OF PLAY: "+ i

Pre-cut these Rules of Play cards and provide one per group
as directed in the activity.

RULES OF PLAY

* Create a pirate ship in a way that can be
repeated and shared with your audience.

e Use only your imagination, provided
props, bodies and voices.

» Consider using sound fx and/or dialogue.

* What does your audience need to see
and hear to understand what you are
creating?

RULES OF PLAY
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e Use only your imagination, provided
props, bodies and voices.

» Consider using sound fx and/or dialogue.

* What does your audience need to see
and hear to understand what you are
creating?
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RULES OF PLAY

e Create a pirate ship in a way that can be
repeated and shared with your audience.

e Use only your imagination, provided
props, bodies and voices.

» Consider using sound fx and/or dialogue.
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RULES OF PLAY

* Create a pirate ship in a way that can be
repeated and shared with your audience.

e Use only your imagination, provided
props, bodies and voices.

» Consider using sound fx and/or dialogue.

* What does your audience need to see
and hear to understand what you are
creating?
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