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Schools Resource Pack 2018
The Panto Company USA

560 West 43rd Street suite 19D

New York

New York

10036

Tel: 
(407) 452 4876

Dear Educator,

Thank you so much for choosing a production from The Panto Company USA, where we are dedicated to bringing children entertainment with an educational message of the highest quality.  

Although our production can be enjoyed by children of all ages, the messages in Sleeping Beauty are aimed at children aged 3 - 14.  This production covers several themes, all aimed at teaching children good values and practice.  They include: -

· Being kind and helping others

· Looks can be deceiving – a hero is someone who has heart, not vanity

· Working as a team can accomplish many things

· Having fun and taking part

· Appreciating family and friends – mis-treating a friend can lead to loneliness

For any enquiries about your booking (tech issues, rider fulfilment, etc.) please contact us at enquiries@thepantocompanyusa.com 

For information about any of our other productions please contact Harmony Artists at contact_us@harmonyartists.com
SHOW SYNOPSIS
Our story is told by an old Jim Hawkins, looking back on his younger days.  It begins in 1758 at a small tavern called “The Admiral Benbow”.  We meet young Jim Hawkins, the son of the tavern owner, Mrs Hawkins, whose father has recently passed away, leaving Jim to assist his mother in the tavern-running.

One night a stranger stops at the tavern, looking for a room.  This man calls himself ‘The Captain’, but is soon revealed to be Billy Bones, an old crew member of Captain Flint.  Bones tells Jim that when Captain Flint died, the crew divided his treasure equally, but now some of the other crew members are trying to steal his share.  He asks that Jim keep his presence a secret from anyone who comes asking for him.  Jim agrees but he is confronted by Black Dog, the very man that is looking for Bones.  Unaware of The Captain’s real name, Jim tells Black Dog that no one called Bones is staying at the tavern.  Bones enters and confronts Black Dog.  When Bones denies knowledge of the item that Black Dog is searching for, warns him to expect a visit from an old friend, leaving Bones in a hurry to flee the tavern.  Bones tells Jim that a man called Blind Pew is on his way to find him.  When Pew arrives, Jim keeps his earlier promise to Bones and tell Pew that no one called The Captain is staying there.  Pew, however, senses Bones’ presence and wishes him the Black Spot – a sailor’s curse.

Bones does not survive the curse.  Jim told his mother that Pew was searching for something that Bones had.  Together they investigate the chest that Bones had t with him discovering that it is full of gold and also contains a map.  When they hear Pew returning, Mrs Hawkins sends Jim to Dr Livesey, the local magistrate, to inform him that the tavern is being attacked.  Mrs Hawkins plans to muster assistance from the townsfolk – a plan that is sadly fruitless – on hearing that the inn is being attacked by pirates, the village folk are suddenly too busy.  

Black Dog and Pew enter and realize that Bones is gone.  Quickly, search his sea chest for the map, but Jim has taken it. Before Black Dog and Pew can make a plan to retrieve it, they learn that Jim is returning with town officials.  They steal the sea chest and leave, so as not to be discovered.

Squire Trelawny and Dr Livesey arrive and see that Bones is gone.  Jim sees that the sea chest has been taken so he gives the map to Trelawney and Livesey.  They realise it is a treasure map, originally owned by Captain Flint.  Trelawney reveals that Flint is renowned as one of the most fearsome pirates to sail the seven seas.  Jim informs the gentlemen that Flint is gone and that the pirates have divided his treasure.  Trelawny decides to follow the treasure map in the hope of discovering the rest of Flint’s fortune.

We then see the men onboard their ship, preparing for their voyage, along with the ship’s captain – Captain Smollett.  Smollett is concerned by the lack of crew, but this issue is soon resolved by the arrival of Long John Silver who offers his services as the ship’s cook and boast that he can find a crew for the captain.  Left alone on deck, Silver soon meets Jim who reveals that he is being chased by Black Dog and Blind Pew.  Alarmed at the arrival of pirates, Trelawny decides that they will set sail in search of the treasure the following morning.

During the voyage Silver and Jim become friends and Silver tells him of his seafaring adventures.  Jim asks Silver about Captain Flint but, when Silver questions how he heard of Flint, Jim simply says that he overheard some of the sailors mention this name.  When Jim heads off to bed Silver calls for Israel Hands, another member of the ship’s ‘crew’ soon to be revealed to be a pirate, and tells him that he knows Jim has the map because he knows too much about Captain Flint.  Silver tells Israel to keep the ‘crew’ onside while he tries to locate the map.  Jim overhears their plan, however, and realises that they are pirates planning to steal the map and take all the gold for themselves.  He alerts Captain Smollett, who decides they should continue on their journey without letting the pirates know that they are aware of their real intentions and then, when the pirates are asleep, they will take the map and a boat and make a break for it.

This is exactly what they do and Jim finds himself on an island.  Unfortunately, they were spotted by Silver’s men during their escape and when the pirates follow them onto the island a battle ensues.  Captain Smollett is shot by Silver and Jim ventures further onto the island to seek medicines for the captain.   Instead of medicines, however, he meets Ben Gunn, also an ex-crew member of Captain Flint, who was marooned alone on the island by Silver and the rest of Flint’s pirate crew.  Ben agrees to bring guns to help Jim face the pirates, but while he is away Jim is captured by Silver’s men and brought before him.  Silver tells Jim that if he wishes to remain alive Jim must trust him.  He reminds Jim that, although he is a pirate, he has been good to him and if it wasn’t for him Jim would most likely be dead.  Jim gives Silver the map in exchange for his guaranteed safety.

The men proceed to follow the map, but discover simply a single gold coin where Flint’s great treasure should be.  Angry that Silver has led them on the voyage for nothing, Israel draws his sword to attack Silver but Jim protects Silver by shooting Israel.  Tom, another pirate, then tries to attack Jim but Silver stands in Tom’s way to protect the boy.  At this moment Dr Livesey arrives, having been led to Jim by Ben.  Tom and Livesey fight but Tom is disarmed and flees to safety.  Trelawny arrives and reveals that Ben had moved Flint’s treasure to a hiding place deeper on the island.  They are now all rich!

The men return home, taking Silver with them to be judged for his crimes of mutiny and piracy.  During the voyage, however, Silver escapes and takes with him a portion of the treasure.  Narrator Jim reveals that he was on watch the night of Silver’s escape and admits to not raising the alarm.  He’s not really sure why, but he felt it was the right thing to do, after all, Silver had saved his life.  Jim explains that he often thinks of Silver and wonders what he might be doing now, but he’s had enough sea adventures for one lifetime and is content for Silver’s story to be continued by another adventure-seeker.

ABOUT TREASURE ISLAND
· It is an adventure novel by the Scottish author Robert Louis Stevenson and was first published as a book by him in November 1883.
· The book was originally titled “The Sea Cook: A Story for Boys”, with Stevenson conceiving the idea from a map of an imaginary, romantic island that he and his stepson had drawn one rainy day.

· Prior to this, the story had been serialised in the children’s magazine ‘Young Folks’ between 1881and 1882.  This serial had the title “Treasure Island, or the mutiny of the Hispaniola” and was credited to a “Captain George North”, a pseudonym for the author.

· It greatly influenced the stereotypical image of a pirate life, including elements like treasure maps marked with an ‘X’, tropical islands, the black spot and one-legged pirates with parrots on their shoulders (Long John Silver had one leg and a parrot called Flint).
· The story is traditionally considered as a “coming-of-age” story.  Young Jim Hawkins longs for a sea adventure, but soon realises it’s not all plain sailing!
· Treasure Island is one of the most frequently dramatized of all novels.  
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       ‘Treasure Island’ – Disney film, 1934.
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       “Book It” Repertory Theatre Company, Seattle, 2016.
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National Theatre Live, UK, 2015.
ACTIVITIES
Here are some activities to use in preparation for coming to see our show.

TREASURE ISLAND PUZZLE FUN!
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TREASURE ISLAND PUZZLE FUN!
(SOLUTION)
	M
	
	
	C
	R
	E
	W
	
	
	
	
	
	
	
	
	
	
	
	
	R

	
	A
	
	
	
	T
	N
	I
	L
	 F
	N
	I
	A
	T
	P
	A
	C
	
	E
	

	
	
	P
	
	
	
	
	F
	L
	A
	G
	
	
	
	
	
	
	V
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	L
	
	
	

	
	
	
	S
	E
	A
	
	
	
	
	
	
	
	
	
	I
	
	
	
	R

	B
	
	
	
	
	
	
	I
	
	
	
	
	
	
	S
	
	
	
	
	O

	E
	
	
	
	
	
	
	S
	
	
	
	
	
	N
	
	
	
	
	
	L

	N
	
	
	
	
	
	
	L
	
	
	
	
	H
	
	
	
	
	
	
	I

	G
	
	
	S
	P
	I
	R
	A
	T
	E
	
	O
	
	
	
	
	
	
	
	A

	U
	
	
	N
	
	
	
	N
	
	
	J
	
	
	
	
	
	
	
	
	S

	N
	
	
	I
	
	
	
	D
	
	G
	
	
	E
	N
	U
	T
	R
	O
	F
	

	N
	
	
	K
	
	
	
	
	N
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	W
	
	
	
	O
	
	
	
	
	
	
	
	
	
	S
	
	

	
	
	
	A
	
	
	L
	
	
	
	
	
	
	
	
	
	
	H
	
	

	
	
	
	H
	
	B
	L
	A
	C
	K
	S
	P
	O
	T
	
	
	
	I
	
	

	G
	
	
	M
	
	
	
	
	
	
	
	
	
	
	
	
	
	P
	
	

	O
	
	
	I
	C
	A
	P
	T
	A
	I
	N
	S
	M
	O
	L
	L
	E
	T
	T
	

	L
	
	
	J
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	D
	
	
	
	
	
	
	
	
	
	E
	R
	U
	S
	A
	E
	R
	T
	
	

	
	V
	O
	Y
	A
	G
	E
	
	
	
	
	
	
	
	
	
	
	
	
	


MAP




SHIP



    TREASURE

LONG JOHN SILVER

SEA



    CAPTAIN SMOLLETT

JIM HAWKINS


FLAG



    BLACK SPOT

VOYAGE



PIRATE
 
 
    CAPTAIN FLINT

GOLD




BEN GUNN


    FORTUNE

ISLAND



SAILOR


    CREW

TREASURE ISLAND MINI PUZZLE FUN!

	A
	S
	N
	I
	K
	W
	A
	H
	R
	S

	B
	L
	A
	C
	K
	D
	O
	G
	W
	I

	B
	I
	J
	I
	M
	R
	JE
	I
	E
	L

	O
	J
	F
	N
	N
	T
	E
	S
	P
	V

	Q
	C
	E
	K
	S
	N
	K
	H
	D
	E

	P
	B
	L
	T
	M
	I
	D
	W
	N
	R

	B
	H
	G
	C
	D
	L
	L
	X
	I
	Q

	B
	O
	N
	E
	S
	F
	E
	T
	L
	G

	A
	Z
	U
	M
	V
	Y
	U
	N
	B
	P

	S
	M
	O
	L
	L
	E
	T
	T
	F
	O


Can find these names in the puzzle?

JIM
BONES

    
SMOLLETT





    
SILVER
BEN







    
HAWKINS





    

BLACK DOG
FLINT




    

BLIND PEW
MINI TREASURE ISLAND PUZZLE FUN!
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Every Pirate Ship needs a striking symbol!  Use the space below to design your own Pirate Flag!
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SPOT 
THE 
DIFFERENCE!
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This Pirate and his parrot posed for an artist.  Unfortunately, the artist made 10 mistakes when he drew the picture.  Can you spot all 10 errors in the second picture?
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SPOT THE DIFFERENCE!

(SOLUTION)
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COUNTING TREASURE!

The Pirates are trading their riches, but can’t agree what is fair.  Using the puzzles below, can you help them work out how much each item is worth?
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x 2 = $6

___  x 2 = $6
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 = $7
____ + ____  = $7
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= $16

____   + ____  + ____ = $16
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  = $4

____  -  ____   = $4

So…
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 = $___
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 = $___
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= $___
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   = $___

Now that you know each item’s value, see if you can work out the puzzles below…

1.[image: image34.png]
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 = $__

1.___ x __ = __ + __  + __  = $__

2. [image: image39.png]


 x [image: image40.png]
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 = $___

2. ____   x  ____  - ___  = $___

3. [image: image42.png]


x [image: image43.png]
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= $___

3. ​​​___  x   ___ +  ___  = $___

4.[image: image45.png]
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 = $___
4. ​​​___  x  ___  -  ____  = $___
5.[image: image48.png]
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= $__

5. ​​​​____ x ___ + ___ -  ___  = $__

COUNTING TREASURE!

(SOLUTION)
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 = $3
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 = $6
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= $4
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   = $10
EXPLANATION:

Compass x 2 = $6.  The compasses are the same value, so $6 divided by 2 = $3.  Compasses are therefore $3 each.
Compass + Crown = $7.  We know that the compass is $3, so $7 minus $3 = $4.  Crowns are therefore $4 each.

Crown + Necklace + Necklace = $16.  We know that crowns are $4, so $16 minus $4 = $12.  The necklaces are the same value, so $12 divided by 2 = $6.  Necklaces are therefore $6 each.

Ring minus Necklace = $4.  We know that necklaces are $6 each, so $4 + $6 = $10.  Rings are therefore $10 each.
PUZZLES:
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 = $__

1.$6 x $3 = $10 + $4  + $4  = $18

2. [image: image61.png]


 x [image: image62.png]


 - [image: image63.jpg]


 = $___

2.    $4    x    $4   -  $10  = $6

3. [image: image64.png]


x [image: image65.png]
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= $___

3. ​​​  $3  x    $3  +   $6   = $15
4.[image: image67.png]


x [image: image68.jpg]
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 = $___

4. ​​​ $6   x   $10 -    $4   = $56
5.[image: image70.png]
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= $__

5. ​​​​  $4   x   $3 + $10 -   $6   = $16
SETTING THE SCENE
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Scenery and set pieces are very important parts of any stage production.  They can enhance the audience’s understanding of each character’s world by suggesting the following:

· Where the action is taking place – the location, eg. In a tavern, on an island or on a boat.

· The time period in which the action is taking place – this can be shown by the design of the scenery, eg. Modern day or Colonial era.

· The status of the people associated with the location – this can be indicated by the décor of the location or even the colours used.  For example, if the scenery/set is grand in design, maybe in gold or purple colours, it would indicate a regal or wealthy person.  If the scenery/set was simpler in design it may indicate a person of more simple means.

With this in mind, try to create your own scenic design for one of the scenes in the production of Treasure Island.  You could design the ‘Admiral Benbow’ – the inn which Jim and his mother run, the boat on which they all set sail to find treasure or even the island they discover, where Ben Gunn now lives.

To develop your ideas, why not try to build a small-scale model of your scene.  This can be done simply by using an empty shoe box as your stage space and card cut-out pieces supported by stiff pieces of card attached to their backs.  If your class wishes to be more creative, why not build the pieces of set out of boxes, plastic cartons, paper maché, or other craft materials and then paint or decorate them in your chosen colours or designs.
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MAP MAYHEM!
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Jim’s adventures at sea all begin because of a treasure map.  This map is important to many of the characters as it is supposed to lead whoever follows it to the buried riches of Captain Flint.  
Design your own treasure map for an unknown island.  You can be as creative as you want.  Don’t forget to show the dangers that pirates may face when following the map.  Here are some examples to give you an idea:
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 TREASURE TRAIL!  [image: image83.png]



In groups, try to create your own treasure trail for another group of ‘pirates’ to follow – you’ll need to start by hiding some ‘treasure’!

You then need to decide what kind of treasure trail you want to create.  Here are some ideas:

A MAP:

You can mark the location of your treasure with an ‘X’ on the map – “X marks the spot!”  Then you will need to choose a starting location for the other group of pirates and mark this on the map “You are here!”  Then you can draw the trail that the pirates should take – this can be done with footprint drawings or simply a dotted line.  The search for treasure is not without difficulties though, so you should point out where there may be obstacles for the tracking team.  Maybe you could lay out hoops that the pirates have to jump through, or other equipment with a challenge.  If the treasure map covers an area of sport, eg. A basketball court, maybe the team have to get the ball into the basket 10 times before proceeding along the trail.  The more imaginative you are with your challenges the more interesting the treasure map!
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CLUES: 

You could set out a series of clues to lead the pirates to the treasure.  If the answer to each clue is a location, the pirates will arrive at the following location and hunt for the next clue.  For example, if the first clue was “Somewhere you can eat”, the location of the next clue may be the cafeteria.  If the treasure trail is to be in one room at school, the clue could lead to an object in the room, where the following clue could be located.  For example, if the clue was “Somewhere to sit”, the pirates could search for the following clue on / under / around the chairs.
If your group is feeling particularly creative, you could set the clues as rhyming riddles for the pirates to figure out:

“They seek me here, they seek me there, 
But I am hiding beneath a ________”

The answer would be chair, therefore indicating where the pirates should look for the next clue.
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The clues could also be mathematics puzzles.  A question could be asked (eg. 4 x 3) and 4 cards could be laid out in front of the pirates all showing different numbers (eg. 12 / 16 / 10 / 7).  They have to work out the calculation and then the location of the next clue would be written on the back of the card with the matching number (in this example the correct card would have the number 12 written on).  If the pirates get the answer wrong, they may choose the wrong card and end up searching the wrong location!  This clue method relies on good maths skills!
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INSTRUCTIONS: 

From the starting point, you could lead the pirates to your hidden treasure with a series of instructions:

· Take 5 paces forwards

· Turn to face your right

· Take 3 paces forwards

· Take 2 paces to your left

· The treasure is in front of you! 
This treasure trail would work best if it was contained in one room.
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CREW CONFIDENCE!

Long John Silver assures Captain Smollett that he will find him a crew.  On a ship, the crew must work as a team in order to safely sail the vessel.  Teamwork requires trust in the other members of the crew.  This exercise explores the idea of trusting a fellow crew member:
BLINDFOLD OBSTACLE COURSE:
One person is the guide and the other person will be blindfolded.  The person with the blindfold must be able to trust their guide to successfully instruct them across the room, avoiding any objects in their path – tables and chairs, for example.  This exercise can be further developed by setting up a small obstacle course.  Person A (the guide) must give clear instructions to Person B (the blindfolded person) so that the obstacle course can be cleared without injury!

This exercise requires a great deal of trust.  It tests Person A’s ability to give clear and precise instructions, including warning their partner to stop if faced with a potential hazard.  It also tests Person B’s ability to follow the instructions given.  

CREW COMMANDS!

Sailors have many duties they need to perform each day.  The Captain of the ship will give commands to his crew.

As a game, select someone to be ‘The Captain’.  Then decide on the actions the crew need to perform.  Here are some examples:

· Scrub the deck (everyone gets on hands and knees and pretends to scrub the deck of the ship).

· Hoist the sails (everyone pretends they are pulling down on the rope to raise the sails). 

· Walk the plank (everyone walks along a straight line – if they stray off the line, they ‘fall in the sea’.  Another option for this could be to balance on one leg – if they put their foot down, they ‘fall in the sea’).

· Climb the rigging (everyone pretends to climb)

Whenever ‘The Captain’ shouts out a command, everyone must follow the orders as quickly as possible.  The last person to follow the order is out.
Instead of actions, this game can also be played by allocating a corner of the room to each command.  The last person to reach the correct corner is out.

BODY LANGUAGE

Body language is a great way to identify how a person views themself and how they feel in certain situations and when they interact with other people.  A confident person may:

· Hold their body in an upright posture

· Make eye contact with people.

· Give a strong, secure handshake when meeting someone for the first time.

· Clearly project their vocal greeting.  

A less confident person may:

· Lower their eye level and struggle to make eye contact when meeting a new person.

· Give a weak or timid handshake.

· Struggle to project their vocal greeting.  

This observation and understanding of everyday body language can also be used to develop a character on the stage.  The way that a character moves and acts around other characters will express a great deal to an audience, even if there is no dialogue to explain the relationship.  A character’s body language is also an immediate indication of how they feel at any given moment during the show.

BODY LANGUAGE EXAMPLES:
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HAPPY
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      WORRIED

   [image: image93.png]





         [image: image94.png]





            [image: image95.png]



BODY LANGUAGE EXERCISES:
Choose a character from the show and think about their body language – how do they stand, walk, sit, greet people?  Long John Silver, for example, is very confident when he approaches Captain Smollett and tells him he can source a crew for the voyage.  Although Captain Smollett is not inferior to Silver, in this situation Silver may be more forthcoming with his greeting.  He makes an effort to be liked by Smollett and would introduce himself first, probably offering his hand to Smollett, therefore encouraging Smollett to participate in a handshake.   




Israel Hands takes commands from Long John Silver and although, at times, he tries to challenge Silver’s authority, Silver always puts him back in his place.
As a group, walk around the room as your chosen character and greet people in the manner you feel most suitable.  Start this exercise purely by using your body for a physical greeting, rather than with words.  Each stance, walk or greeting should help you to identify another character and to choose how you respond to them.  

Once you have tried this exercise with just body language why not add in a vocal greeting.  You should consider your character’s tone of voice – are they confident when they speak, or timid?  Are they happy to meet everyone or are they suspicious of strangers, or even of people from their past?  Who do they trust, and how can this be demonstrated?  Billy Bones, for example, is a commanding person when he speaks to Jim, but his relationship with Black Dog and Blind Pew is very different – he is unnerved by their appearance.
Try the exercise again as a different character and then discuss the way that certain greetings make you feel.  When you are greeted by a strong confident character do they make you feel less confident by the way they greet you, or do you feel even more confident because you know they are putting on an act of bravado?  Is there a battle for the dominance between certain characters?   

Once you have established the body language for your character at the start of the show, explore how this changes throughout each scene, depending on the action, who has the power and who wins each power struggle.  Is your character’s body language the same at the end of the show as it was at the beginning?
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FREEZE FRAME EXERCISE:
Each scene of the show has memorable moments, for example, the moment when Billy Bones is given the Black Spot, the moment when Jim overhears Silver’s plan to steal the treasure map and the moment when Jim shoots Israel to protect Silver.  
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The rest of the class should try to guess which moment from the show your group has chosen to freeze and should be able to identify each character!

�





Your facial expression should enhance your body language to display your emotions!





In groups, choose your own memorable moment from the show and create the scene as “a tableaux”.  This means displaying the action at a specific moment of the scene without anyone moving or talking – like a photograph.  Using what you have learned from the Body Language Exercises, you should be able to show who your character is, what action they are performing, how they feel about what is happening and how they connect with the other characters at that precise moment that the scene has been frozen.








