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Shakespeare’s	classic	text,	A	Midsummer	Night’s	Dream,	typically	runs	about	2	½	hours.	Our	
version	condenses	the	action	into	a	45-minute	fantasy	adventure	that	is	appropriate	for	
students	5th	grade	and	up.	

While	nearly	all	the	main	characters	in	the	original	text	will	appear	(Peaseblossom	and	
Philomel	have	been	omitted),	the	story	has	been	tightened	to	`it	within	the	abridged	
running	time.	In	addition,	our	version	features	a	brand	new	contemporary	character	simply	
called,	THE	BOY.		

THE	BOY	functions	throughout	the	show	as	a	bridge	between	the	world	of	the	play	and	the	
world	of	the	audience	–	helping	to	clarify	the	plot,	and	eventually	becoming	an	important	
part	of	the	action	himself.	In	addition,	THE	BOY	serves	as	a	substitute	for	the	“Changeling”	–	
a	nonspeaking	character	whom	Shakespeare	references	as	the	main	reason	for	the	tension	
between	Oberon	and	Titania.		

In	addition	to	incorporating	music	and	dance	alongside	the	spoken	text,	our	version	of	the	
play	also	leans	heavily	into	the	theme	of	dreams	-	asking	the	audience	to	consider	whether	
the	action	onstage	was	“real,”	or	perhaps	just	an	imaginary	tale	woven	inside	a	magical	
dream	world.	

The	production	opens	with	a	music-and-dance	sequence	that	introduces	the	characters,	
and	features	the	Mechanicals	enacting	moments	from	Pyramus	and	Thisbe	—	the	play-
within-a-play	that	(re)appears	at	the	end	of	the	show.	By	beginning	the	production	in	this	
way,	we	attempt	to	frame	the	action	within	the	structure	of	a	“loop”	-	that	is,	a	dreamlike	
device	that	calls	into	question	both	THE	BOY’S	and	the	audience’s	perception	of	the	story	
they	have	witnessed.	

In	presenting	this	re-telling	of	Shakespeare’s	400-year	old	tale,	we	hope	to	engage	young	
people	in	theatre	(perhaps	for	the	`irst	time),	to	dispel	fears	that	are	often	attached	to	
“classic”	dramatic	literature	(especially	Shakespearean	plays),	and	to	spark	the	
imaginations	of	young	audience	members	through	creative	storytelling	that	incorporates	a	
variety	of	art	forms.		

Thank	you	for	your	support	as	we	seek	to	instill	a	lifelong	love	of	theatre	–	and	the	arts	–	in	
the	youngest	members	of	our	community.	We	are	indebted	to	the	teachers	and	educators	
who	bring	their	students	to	see	our	shows,	and	we	greatly	value	your	input	as	we	seek	to	
improve	our	programming	each	season!	
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The purpose of this resource guide is to provide a basic level of background information 
with respect to the characters, settings, and plot of A Midsummer Night’s Dream, and to 
highlight the changes to the original story that appear in our production.  

Included in this guide are selected Activities and Discussion Questions geared toward 
students in grades 5-8. While the material can be used as-is, we hope teachers will view 
it as a springboard for further exploration, modifying it to fit the needs of their students. 

The Activities and Questions are tailored to fulfill a variety of North Carolina standards 
for Theatre Arts (TA), as well as Reading Standards for Literature (RL). In addition, we 
have sought to incorporate the 4 C’s (Collaboration, Creativity, Critical Thinking, and 
Communication) as much as possible. 

After each activity (or group of activities/questions) the relevant North Carolina 
curriculum standards are listed. Grade level numbers have been omitted (RL.5.2 
becomes RL.2), as we have attempted to address the components that overlap across 
grades 5-8. Look for the           symbol for connections with NC State standards. 

North Carolina Essential Standards addressed 

Reading Standards for Literature:  

 RL.5.2 - RL.8.2 
 RL.5.3 - RL.8.3  
 RL.5.5 - RL.8.5 
 RL.5.7 - RL.8.7 
  
Theatre Arts Standards: 

 Clarifying Objectives - (TA) 5.C.1.1 - (TA) 8.C.1.1 | (TA) 5.C.2.2 - (TA) 8.C.2.2 
 Analysis - (TA) 5.A.1.1 - (TA) 8.A.1.1 | (TA) 5.A.1.2 - (TA) 8.A.1.2 
 Aesthetics - (TA) 5.AE.1.1 - (TA) 8.AE.1.1 | (TA) 5.AE.1.2 - (TA) 8.AE.1.2  

We hope the material included here will be useful to you in prepping your students for 
the show, and enhancing their learning experience afterwards! 
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In A Midsummer Night’s Dream, there are 3 main groups of characters: 
 

• The Athenian nobles/upper class 
• The Athenian working class (also known as “The Mechanicals”) 
• The Fairy Kingdom 

In our show, we have one extra character who does not belong to any of these groups, 
but instead comes from the world of the audience. In other words, he is one of us!  

This character is simply named, THE BOY, and can be described as “a wanderer from 
another world.” Watch for him as he appears throughout the show, and eventually 
becomes an important part of the action… 

See the following page for a full CHARACTER BREAKDOWN 

Titania and Bottom 
By John Anster Fitzgerald (1819-1906) 
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CHARACTER BREAKDOWN 
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Athenian Nobility/Upper Class 

The Royalty:  THESEUS, Duke of Athens 
   HIPPOLYTA, betrothed to Theseus 

The Four Lovers: LYSANDER, loved by Hermia 
   DEMETRIUS, suitor of Hermia 
   HERMIA, Egeus' daughter, in love with Lysander 
   HELENA, in love with Demetrius 

And…   EGEUS, Hermia's father 

The Fairy Kingdom 

The Royalty:  OBERON, King of the Fairies 
   TITANIA, Queen of the Fairies 

Oberon’s Crew: PUCK, a mischievous sprite (Oberon’s sidekick) 
   Additional FAIRIES (added/nonspeaking) 

Titania’s Crew: COBWEB 
         MOTH 
         MUSTARDSEED 

Athenian Working Class 

The Mechanicals: PETER QUINCE, a carpenter (the leader) 
         NICK BOTTOM, a weaver  
         FRANCIS FLUTE, a bellows-mender  
         TOM SNOUT, a tinker  
         SNUG, a joiner  
         ROBIN STARVELING, a tailor 

THE BOY:  
A wanderer from another world (ours!) 



     

The action in A Midsummer Night’s Dream is written to take place in ancient Greece - or, 
more specifically, in the city of Athens and the surrounding woods. 

During the show, the characters travel to three main locations: 

• Theseus' palace in Athens 
• Peter Quince's house 
• Different parts of the wood (where the fairies live) 

The locations of each scene in our production are outlined below: 

In our production, we have interpreted “ancient Greece” in a nonliteral manner. Rather 
than incorporating columns and olive branches, most of our set and costume designs 
feature contemporary elements alongside some traditional Elizabethan pieces – giving a 
nod to both the contemporary audience’s context, as well as that of Shakespeare’s 
original viewers.  

In order to create each of the settings that appear within the show, we used a number of 
artistic elements, such as: 

• Set pieces/Set decoration 
• Lighting 
• Music/Sound effects 

Of course, the props and costumes help  
to complete the full effect of each scene! 
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THE SETTINGS

Scene Locations 

SCENE 1 – Theseus’ palace in Athens 
SCENE 2 – Peter Quince’s house 
SCENE 3 – The wood 
SCENE 4 – Another part of the wood (Titania’s domain) 
SCENE 5 – The wood near Titania’s bower 
SCENE 6 - Another part of the wood 
SCENE 7 – Titania’s part of the wood 
SCENE 8 – Quince’s house 
SCENE 9 – The palace 

Flip to Page 20 for a behind-
the-scenes look at the 

costume design process! 



     

Shakespeare’s A Midsummer Night’s Dream is a whimsical tale of fairies, lovers, and 
woodland mischief. In our version, the present-day character of THE BOY is also pulled 
into the action as he wanders through the unfamiliar world, making a few new friends 
along the way. 

In the show, the different character groups each have their own unique storylines. At the 
same time, all the groups – along with THE BOY - eventually interact to achieve the 
show’s happy ending. 

Here are the main plot points for each of the key groups: 

PLOT POINTS 
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THE STORY

• Hermia and Lysander are in love. 
• Hermia’s father, Egeus, wants his daughter to marry Demetrius instead. 
• Helena and Hermia are friends. 
• Helena is in love with Demetrius. 
• Demetrius used to love Helena, but now he wants to marry Hermia. 

• Hermia and Lysander try to run away from Athens so they can get 
married. 

• Helena learns of their plans and tells Demetrius. 
• Helena and Demetrius follow Hermia and Lysander into the woods. 
• The lovers get lost. 
• Puck puts a spell on them (after a case of mistaken identity), and 

suddenly Demetrius and Lysander are both in love with Helena. 
• This causes a huge fight. 
• Puck fixes his mistake and creates two happy couples: Lysander and 

Hermia, Demetrius and Helena. 
• The four lovers plead their case to Theseus, who allows them to be 

married on the same day as his own wedding to Hippolyta. 

THE LOVERS: 
Play Action

THE LOVERS: 
Backstory



     

PLOT POINTS (Cont’d) 
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• The show opens with the characters (fairies and wedding guests) 
decorating the royal palace in preparation for the wedding of 
Theseus and Hippolyta. 

• The show ends with the final celebration after Theseus and Hippolyta 
have been married. 

THE ATHENIAN 
ROYALTY

• At the beginning of the show, Oberon and Titania are fighting over 
THE BOY – as both of them want THE BOY to be part of their “crew”. 

• Oberon decides to use a magical flower to put an embarrassing love 
spell on Titania, in hopes of distracting her so that he can win THE 
BOY. (The flower makes anyone fall in love with the next person – or 
animal – they see). 

• Titania magically falls in love with Nick Bottom, who has been 
mischievously given the head of a donkey by Puck. 

• Along the way, Oberon sees the Athenian lovers in the woods and 
decides to help Helena. He tells Puck to use the flower on Demetrius, 
so that Demetrius will fall in love with her. 

• Puck accidentally uses the flower on Lysander, causing all sorts of 
confusion among the lovers. 

• Oberon tells Puck to fix his mistake – which he does, with the help of 
THE BOY. 

• Seeing that the THE BOY is now part of his crew, Oberon decides to 
remove the spell from Titania. 

• Titania and Oberon leave the forest together, temporarily reunited. 

THE FAIRY 
KINGDOM



     

PLOT POINTS (Cont’d) 
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• The Mechanicals, led by Peter Quince, meet to rehearse a play 
(Pyramus and Thisbe) – which they hope to perform for Theseus at 
his wedding. 

• While they are rehearsing, Puck sneaks up on them and turns 
Bottom’s head into a donkey head. 

• Everyone runs away in fear, except Bottom - who doesn’t realize what 
has happened to him. 

• Titania wakes up and immediately falls in love with Bottom (as a 
result of the magical flower spell Oberon put on her earlier). 

• Bottom hangs out in the woods with Titania and her fairies. 
• The rest of the Mechanicals decide that Bottom has been lost forever, 

and lament the fact that they won’t be able to perform their play. 
• A little later, Oberon decides to undo the spell on Titania - and he 

also tells Puck to turn Bottom back into a regular man. 
• Puck does so and Bottom wakes up alone, thinking he dreamed the 

whole thing. 
• Bottom returns to Peter Quince’s house, to the delight of his friends. 
• The Mechanicals rush off to Theseus’ palace, hoping that they will get 

to perform their play after all. 
• They enlist the help of THE BOY to introduce their play to the 

wedding guests. 
• The Mechanicals perform their “play-within-a-play” as part of the 

wedding entertainment - to mild success. 

THE 
MECHANICALS



     

Our show begins with an opening sequence in which the characters in A Midsummer 
Night’s Dream are introduced through music and dance. During this segment, the 
Mechanicals mime some of the actions from Pyramus and Thisbe — the “play-within-a-
play” that they perform later on for Theseus and Hippolyta, as part of their wedding 
entertainment. During the final wedding scene, the Mechanicals reenact their 
performance of this play, repeating many of the actions and gestures that appeared 
during the opening.  

The story of Pyramus and Thisbe is somewhat similar to Shakespeare’s Romeo and Juliet, 
involving two lovers who end in tragic deaths - but features a lot more comedy.  

In their performance of Pyramus and Thisbe, the Mechanicals each take on the following 
roles:  

Note: Peter Quince “casts” these roles in Scene 2, and then re-casts the roles of WALL  
          and MOONSHINE in Scene 7. 

In our version, the Mechanicals do not 
perform the full text of Pyramus and Thisbe as  
Shakespeare penned it.  

However, it is useful if students are familiar  
with the main action of this play-within-a-play, 
and are able follow along as the Mechanicals 
tell the story using mime, gesture, and 
selected lines from the text.  
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The abridged version of 
Pyramus and Thisbe that we 

are using in our production is 
included as APPENDIX A (see 

p. 22). It runs about four 
pages.   

THE “PLAY-WITHIN-A-PLAY”

THE CAST LIST 

Pyramus (the male lover) - NICK BOTTOM 
Thisbe (the female lover) - FRANCIS FLUTE 
Thisbe’s mother, changed to the role of Moonshine - ROBIN STARVELING 
Pyramus’ father, changed to the role of Wall - TOM SNOUT 
Thisbe’s father - PETER QUINCE 
The lion – SNUG 



     

Some of Shakespeare’s words can be a little unfamiliar…  
Get to know them here! 

nuptial - wedding 

vexation - irritation, annoyance 

beseech - to beg 

filched - stole 

abjure - to renounce or give up 

prosecute - to carry out, enforce 

humor - disposition, temperament 

sprite - fairy 

impeach - to call into question 

sentinel - a guard 

knavery - trickery 

bower - a leafy shelter 

scorn - to treat with contempt 

sooth - in truth 

cheek by jowl - side by side 

fray - a fight or noisy brawl 

coy (v.) - to soothe or caress 

wont - accustomed to 

enamoured - in love with 

visage - face, appearance 

concord - state of harmony or  
                agreement 

bully - jovial, high-spirited 

seething - agitated, excited 

epilogue - a speech delivered at 
         the end of a play 

fortnight - two weeks 

jollity - merriment, festivities 
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PRE-SHOW ACTIVITIES 

NOTE: Students should have a basic knowledge of the characters and settings of A  
           Midsummer Night’s Dream in order to complete these activities (Pre- & Post- 
           Show). See the previous sections for a summary of this information. 

1) Character Study: Costumes 

Working in pairs, have each student choose one character from the show. (Partners 
should not choose the same character.)  

The pairs should work together to design and draw a costume for both characters. (If 
magazines or colored paper scraps are available, students can use them to create collages 
illustrating their ideas with respect to colors, textures, overall aesthetic, etc.) Partners 
should collaborate on a color scheme for each character/costume, and should discuss 
other relevant design elements (style of clothing, textures/fabrics, accessories, etc.).  

Afterward, have the pairs present their drawings/collages to the class. Students should 
explain the creative process behind their collaborative choices - including their rationale 
for how their designs fit both the characters and the world of the play. 

(TA) AE.1.1 / (TA) AE.1.2  
2) Location Study: Settings & Set Design 

Have students draw a response to one of the following prompts: 

• What do you think Oberon’s “house” might look like? (We never actually see it in 
the play.) Is it a tree house? A palace in the woods? An underground labyrinth? 
How would you design Oberon’s house for the stage? 

• What might Theseus’ palace look like in real life? (Think: Where does Theseus 
live? In what period of history?) How would you design this “palace” to appear 
onstage? 

• What sorts of objects might be found inside Peter Quince’s house? (Think: What is 
Quince’s job when he is not acting as a director for the play?) If you were to stage 
a scene inside Quince’s house, what would your set look like? (Think about 
furniture, decorations, entrances/exits, etc.) 

(TA) AE.1.1 / (TA) AE.1.2 
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ACTIVITIES & DISCUSSION QUESTIONS



     

3) The Play-Within-a-Play: Pyramus and Thisbe 

Have students read the Pyramus and Thisbe scene included as APPENDIX A.  

Together as a class, outline the key action points of the story, summarizing each plot 
point in one sentence or less. Students should consider both the action of the “Pyramus 
and Thisbe” story, as well as the additional layer of the Mechanicals’ performance efforts. 
(Younger students may simply outline the basic story of “Pyramus and Thisbe”, without 
adding in the extra layer of the performance.) 

Working as a class, or in small groups, students should use the outline above to guide 
them in improvising a one-minute-or-less version of Pyramus and Thisbe. All the 
characters should appear - but the entrances, exits, action and dialogue should be fast 
and straight to the point! There is no need to read from the script (characters can speak 
in contemporary English), character doubling is allowed, and laughter is encouraged! 

(TA) C.1.1 / (TA) A.1.1 

POST-SHOW ACTIVITIES 

NOTE: Most of these activities require students to have a working knowledge of the 
characters, setting, and plot of A Midsummer Night’s Dream. (See the previous 
sections in this guide for a refresher!) 

I. CHARACTER/STORY 

1) Character/Story: Shakespeare Snapchat! 

Working in small groups, students should create 1-3 still images (snapshots) that depict a 
moment or scene in the play. Students can position themselves inside the images as 
characters, pieces of scenery/props, elements of nature, etc. If desired, have them turn 
their images into 10-second “Snapchat videos” by improvising movement and dialogue. 

Extensions:  
• Have students link three snapshots/videos together to create a Snapchat “story” 

depicting a portion of the play.  
• Break students into groups and assign one (or more) scene(s) from the play to 

each group. Have the class create a collaborative Snapchat story for the entire 
play!  

RL.5 / (TA) C.1.1 / (TA) C. 2.2 / (TA) A.1.1 
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2) Character/Story: Guess Who? 

[This activity is intended for younger students.] 

Working in pairs, have each student choose a character from the play (without revealing 
it to their partner). Partners then take turns asking each other one “yes-or-no” question 
about the other partner’s chosen character (e.g. “Does your character live in the forest? Is 
your character in love with someone?)  

After five rounds of questions/answers (a “round” is complete after each partner has 
both asked and answered one question), partners should try to guess each other’s 
characters. Switch up the partners and play again! 

(TA) A.1.1 

3) Character/Story: Character Interviews 

Foundation: 

Working alone or in groups, have students choose a character from the play and create 
three to five interview questions for that character. These questions should be crafted to 
help them better understand the character’s experiences (actions, ideas, feelings, 
relationships with other characters) during the play. 
  
Option A: Partner Interviews 

Working in pairs, have students take turns interviewing each other using the questions 
they created earlier. One partner plays the role of “interviewer,” while the other partner 
answers the interview questions out loud, in-character. After all the interviewer’s 
questions have been answered, switch roles. 

Option B: “Hot Seat” Interview  

For older students, the pair interview model can be turned into a “Hot Seat” activity:  

One student chooses a character he or she would like to take on. That student sits in a 
chair at the front of the room, fielding questions from the “interviewers” (the other 
members of the class). Questions should pertain to the character’s actions during the 
play, the reasons behind the character’s choices, his or her feelings about a particular 
event, etc.  
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The student in the “hot seat” should respond to the interviewers’ questions in-character, 
improvising responses as needed. The instructor should serve as moderator, ensuring the 
quality/relevance of the questions being asked.  

(TA) A.1.1 

4) Character/Story: Character Journals 

Option A: 
For this exercise, students should write a journal entry from THE BOY’s point of view 
that describes his experiences (actions, ideas, feelings, relationships with other 
characters) in the magical land of A Midsummer Night’s Dream.  

Questions to consider:  
How did THE BOY get there? What does he remember? Does he wish to return? 

Option B:  
Students choose a character from the play, and then write a journal entry from that 
character’s point of view. The entry should describe that character’s experiences (actions, 
ideas, feelings, relationships with other characters) during the play.  

Option C: 
Write a journal entry capturing “a day in the life” of one of the characters. The entry 
should be written from the character’s point of view, and the selected day should occur 
after the events of the play. 

(TA) A.1.1 

Character/Story: Discussion Questions 

1) Where do you think THE BOY came from? How did he arrive in the world of A 
Midsummer Night’s Dream? Do you think he was really there, or was it all a dream? 

2) Discuss the ways in which the theme of dreams appeared throughout the production. 
(Consider: Bottom, Titania, and the Lovers) What other themes did you notice within 
the play? (love/problems with love, mistaken identity, magic) 

3) Discuss an instance in which THE BOY tried to help another character solve a 
problem. Was he successful? 

4) Think about the relationships between the following characters (or groups). Did 
these relationships change at all throughout the course of the play? How/Why? 
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• Oberon and Titania 
• Puck and The Boy 
• Theseus and the four Lovers 
• The Mechanicals and The Boy 
• Lysander and Demetrius  
• Helena and Hermia 

5) Think about the problems that were faced by the following characters. How did each    
     one try to solve his or her problem(s)? Was s/he successful? What would you have  
     done? 
  
CHARACTERS: Hermia, Helena, Lysander, Demetrius, Egeus, Puck, Oberon 

RL.2 / RL.3 / (TA) A.1.1  

II. SETTING 

1) Setting: Charting the Action 

Draw a map of world of A Midsummer Night’s Dream (however you envision it). Be sure 
to include the following locations: 

• Theseus’ palace 
• Titania’s part of the wood 
• Oberon’s part of the wood 
• Peter Quince’s house 

Using your map, mark the location of three events in the play. At the bottom of your 
map, write a brief description of each event, including: the location/setting, the 
characters involved, and the main action that took place there. Use arrows (or another 
type of key) to indicate the order in which the events occurred. 

Extension: 
What other relevant locations could you include on your map? (Hint: They don’t have to 
appear in the play itself!) Share your map with the class (or with a partner) and explain 
the reasons behind your choices. 

(TA) A.1.1 
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Setting: Discussion Questions 

1) How did you know when the characters had moved to a different location during the 
play? What clues did you see onstage that helped you know where the characters 
were? 

2) Choose one scene from the play. What visual and/or aural elements did you notice       
onstage that helped bring the scene to life? List all the elements you can remember. 
(This might include set pieces, costumes, props, special lighting, music, or sound 
cues.)  

3) What parts of the “world” of A Midsummer Night’s Dream did you actually see 
onstage, and what parts did you have to imagine? 

RL.7  / (TA) A.1.2 / (TA) AE.1.2 

III. THE PLAY-WITHIN-A-PLAY 

1) Short-Story Plays 

Option A: Story Outlines 

Working alone or in groups, have students choose a story or fairy tale that they know 
well (provide text ahead of time if necessary). Students should outline the key action/
plot points of their story, summarizing each plot point in one sentence or less. If 
applicable, group these plot points into “scenes”. Each group should create a list of 
characters (along with brief character descriptions), as well as a list of settings/scene 
locations that correspond to each of the plot points.  

If possible, have students “cast” their story using the Mechanicals as actors (doubling up 
on roles if necessary). If time allows, have each group share the reasons behind their 
casting choices. 

Option B: Image Plays 

Divide the students into small groups and assign a well-known short story or fairy tale to 
each group (provide a copy of the text if necessary). Have students work together to 
break the story into five key action points that encompass the beginning, middle and end 
of the story, summarizing each plot point in one sentence or less. 
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Groups should then create five still images (using their bodies) that depict each of the 
five plot points, giving each image a title. Students can position themselves inside the 
images as characters, pieces of scenery/props, elements of nature (the sun, a river), etc. 
Students should consider their posture, gestures, facial expressions, spacing, etc. when 
creating their images.  

Have students present their images (in order) to the rest of the class, creating a complete 
“image play”. Students may designate one person to deliver each of the image titles out 
loud, or may choose to create title placards to hold up during the presentation. If 
desired, have students bring their images to life for a few seconds by improvising 
dialogue/action. 

For younger students, choose a story that everyone in the class has read. Students 
should work in small groups to select one moment from the story. Then, have them use 
their bodies to create a “photo” that depicts their chosen moment. Students can position 
themselves as characters, pieces of scenery/props, natural elements (the sun, a river), 
etc. Have each group share their “photos” with the rest of the class. 

RL.5 / (TA) C.1.1 / (TA) C.2.2 / (TA) A.1.1 

The Play-Within-a-Play: Discussion Questions 

1) How do the Mechanicals respond when Peter Quince hands out each of their parts? 
Can you relate to any of their responses? 

2) How well do the Mechanicals perform as “actors”? What makes a good actor? 

3) What props/costumes do the Mechanicals use to bring their Pyramus and Thisbe 
characters to life? Do you think they made the right choices? What would you have 
used? 

4) Do you think Theseus and Hippolyta enjoyed the Mechanicals’ performance? Why or 
why not? 

5) Did you enjoy their performance? Why or why not? 

(TA) A.1.1 / (TA) AE.1.2 
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Here are a few guidelines to keep in mind when you visit the theatre! 
 
1) Show respect to the performers by giving them your full attention – if 
you’re talking to your neighbor, then you’re missing the show! 

2) Stay seated during the performance – be respectful to your fellow 
audience members who are also trying to see! 

3) Please keep all food and drink outside the theatre. 

4) Turn off cell phones during the show. 

5) Feel free to laugh, cry, and applaud when it’s appropriate. 

6) Don’t be afraid to respond to the actors if they invite you to participate! 

7) ENJOY THE SHOW 
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Costume designers create the look of each character by designing the clothes and 
accessories that the actors will wear in performance. Depending on their style and 
complexity, costumes may be made from scratch, bought, revamped out of existing stock, 
or rented. 

The shapes, colors and textures that a costume designer chooses make an 
immediate and powerful visual statement to the audience. Creative collaboration 
among the costume designer, the director, and the set and lighting designers 
ensures that the costumes are smoothly integrated into the production as a whole. 

It is the costume designer's responsibility to draw up the costume plot. The 
costume plot is a chart that shows which characters appear in each scene, and lists 
what they are wearing as well as their overall movement throughout the play. This 
document is very important as it helps track the specific costume needs of every 
character (and actor). It can also identify any potential costume challenges, such 
as very quick changes between scenes. 

Once the show opens, the designer's work is essentially complete. At this point, it's 
normally the job of a wardrobe assistant to make sure that every aspect of the 
production runs just as the designer intended, time after time, until the 
production closes. 

The Fairies’ costumes: A work in progress 
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The use of color 
and texture in 
costumes helps 
convey the 
personality and 
tone of the 
character.  

Costumes are often 
composed of 
multiple fabrics and 
materials, and 
accessories are 
frequently added to 
complement the 
clothing. In the end 
though, no matter 
how great the 
costume looks, the 
actor must always 
be comfortable 
wearing it!   

                                              Eventually, hair and make-up complete the whole “look”.            

     And now…the fun begins! 
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APPENDIX A: PYRAMUS AND THISBE 

THESEUS’ PALACE - THE WEDDING CELEBRATION

THE BOY
So please your grace, the Prologue
is addressed.

(Fanfare. Enter Quince.)

QUINCE
The actors are at hand; and by
their show, You shall know all that
you are like to know!

(Fanfare. Enter Bottom as Pyramus, Flute as Thisbe, Snout as
Wall, Starveling as Moonshine and Snug as Lion. The stage
audience applaud.)

QUINCE
This man is Pyramus, if you would
know, this gentle lady, Thisbe is
certain. This man, with lime and
roughcast, doth present Wall. This
man, with lantern, dog and bush of
thorn presenteth Moonshine. Last of
all behold this grisly beast, which
Lion hight by name.

(The cast bow.)

QUINCE
Let Lion, Moonshine, Wall and
lovers twain at large discourse,
while here they do remain.

(Applause. All except Botton and Snout retire upstage.)

BOTTOM
I fear my Thisbe’s promise is
forgot. O wall, O sweet, O lovely
wall, that stands between her
father’s ground and mine, show me
thy chink, to blink through with
mine eyne.

(Snout stands motionless. Bottom grabs his hand and extends
two fingers.)

BOTTOM
Thanks, courteous wall.

(Peering through)
But what see I?

(Snout tries to peer through. Bottom pushes him away.)
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2.

BOTTOM
No Thisbe do I see. Cursed be thy
stones for thus deceiving me!

(Snout looks hurt. Flute comes forward.)

FLUTE
O wall, full often hast thou heard
my moans for parting my fair
Pyramus and me.

BOTTOM
I see a voice! Now will I to the
chink to spy an I can hear my
Thisbe’s voice. (Calling) Thisbe!

FLUTE
My love! Thou art my love, I think.

BOTTOM
O, kiss me through the hole of this
vile wall!

FLUTE
(Kissing, then spluttering and
wiping his lips.)

I kiss the wall’s hole, not thy
lips at all.

BOTTOM
Wilt thou at Ninny’s tomb meet me
straightway?

FLUTE
’Tide life. ’tide death, I come
without delay.

(Bottom and Flute retire.)

SNOUT
Thus have I, Wall, my part
discharged so, and having done,
thus Wall away doth go.

(Snout retires. Snug and Starveling come forward.)

SNUG
Know ye that I one Snug the joiner
am, no lion fell, nor else no
lion’s dam. For if I should as lion
come in strife into this place,
’twere pity on my life.
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3.

STARVELING
This lantern doth the horned moon
present.

DEMETRIUS
He should have worn the horns on
his head!

(The stage audience laugh.)

STARVELING
This lantern doth the horned moon
present. Myself the man i’ the moon
do seem to be.

(The stage audience laugh louder.)

STARVELING
(Loud, annoyed)

All that I have to say is, that the
lantern is the moon, I the man in
the moon, this thorn bush my thorn
bush and this dog my dog!

(Flute comes forward.)

FLUTE
This is old Ninny’s tomb. Where is
my love?

SNUG
(Roaring)

O!

(Screaming, Flute drops his mantle and runs back upstage.
Snug tears it, snarling, and retires. The audience applaud.
Bottom comes forward.)

BOTTOM
I thank thee, Moon, for shining now
so bright; for by thy gracious,
golden, glittering gleams I trust
to taste of truest Thisbe’s sight.

(Seeing the mantle)
Eyes, do you see? How can it be? O
dainty duck, O dear! Thy mantle
good - What, stained with
blood? Come tears, confound; Out
sword -

(He tries vainly to pull his sword. After two more attempts
he succeeds.)
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4.

BOTTOM (CONT’D)
Out sword and wound the pap of
Pyramus.

(He stabs himself.)

BOTTOM (CONT’D)
(Falling lower at each stab.)

Thus die, thus, thus, thus.

(He lies down carefully then raises his head to address the
audience.)

BOTTOM (CONT’D)
Now am I dead, now am I fled; my
soul is in the sky. Tongue, lose
thy light; moon, take thy flight.

(Louder, to Starveling, who is
still sulking)

Moon! Take thy flight!

(Starveling starts, shrugs and retires.)

BOTTOM (CONT’D)
Now die, die, die, die, die.

(He dies. Flute comes forward.)

FLUTE
Asleep, my love? What, dead, my
dove? O Pyramus, arise!

(He raises his head; Flute pushes him down.)

FLUTE
Speak, speak! (Clapping a hand on
his mouth) Quite dumb? Dead, dead?
A tomb must cover those sweet
eyes. Tongue, not a word; come,
trusty sword.

(Bottom helps him find the sword.)

FLUTE (CONT’D)
Come blade, my breast imbrue. And
farewell, friends - thus Thisbe
ends - adieu, adieu, adieu.

(He dies. The stage audience applaud. The company come
forward to take a bow.)


