 SEQ CHAPTER \h \r 1Working on design
Practical workshop suggestions:
Touching objects
For encouraging instinctive response and lateral thinking and for exploring a space.

Players are given 10 seconds to touch 10 objects and shout their names.  Then they touch the same 10 objects and without pausing to think call them whatever comes to mind.

I’m — and this is my —
A game for introducing people who haven’t worked together before, for staying in the moment and for lateral thinking.  Each player introduces him/herself to as many others as time allows.  At each encounter players give their first names and give the other player an object.  The object is at first called what it actually is - a pencil, for instance.  Each time the object is passed on to a new player it becomes something else - a candy cane, a magic wand, a dog’s bone ...  At the end of the encounters the group gathers and the objects are returned to their original owners, but in their new incarnations.

A china cup and ...
For understanding how the world of objects create atmosphere, a sense of time and place and a social culture.  The leader proposes two objects to the first player who repeats one of these and combines it with a different object, thus creating a different ‘world’.  The leader might begin by proposing ‘ a china cup and a Louis XIV chair’.  The first player might retain the china cup and add a pine kitchen table in place of the chair.  And so on.  The debrief considers the imaginative journey the players have made through their objects.  This can be done virtually or with real objects.

Make me a ...
For stimulating lateral thinking and intuitive responses from a kinaesthetic base.  Players in groups of five or so are given 10 seconds to make, say, an arras.  All objects and contexts must be continually reinvented within the time limit allowed.

No, it’s a ...
Players form a circle in the centre of which an object is placed.  One player enters and uses the object in some way other than that for which it is normally used.  When that player leaves another netres and uses it differently, and so on.

Echoing.
For identifying visual imagery in language and appreciating individual responses to it.  Players shut their eyes and listen to a passage from the text.  They echo any word or phrase which creates a picture in their mind’s eye.

Object responses.
For stimulating imagination and recognising individual, subjective responses to objects.  A ‘circuit’ of objects is placed around the room.  Individually or, perhaps better, in pairs, players visit the objects and respond to them, considering the difference in their responses.  In facing an evening glove, for instance, one player might put it on and offer a hand for a dance.  Another player might register a different response to the associations of this item by using it o blow his nose.  And so on, round a circuit of, say, five objects.

Visualisations.
For creating unique imaginary worlds.  Players close their eyes and the leader describes a situation in which players are participating - eg. getting lost in a city which turns out to have an unusual citizenry behaving quite lawlessly.  The leader sketches out the scenario but uses questions to prompt players to supply the details which create their unique cities - eg.  Who is that person?  What on earth is that they’re wearing?  Who’s that they’re meeting?  And so on.

Ideas for working on Macbeth
What is your production of Macbeth primarily about? 
For example: the supernatural, the lust for power, a husband and wife, the murder of a king etc All of these ideas may be present in your production, but you may want to emphasize one or two of them – or others you have in mind.

When is your production set?  In Shakespeare’s time?  In another time in history?  Now?  At no particular time?  What are the reasons for your choices?

What is Scotland like at the start of your production?  For example, is it a rather primitive place, or lawful, well-governed one?  Is it realistic or magical?  These choices may be linked to your decisions about when the production is set.

What kind of playing space will best suit your production?  How big?  Where?  With what kind of atmosphere?  What is your audience/actor relationship?  Why that choice?

Consider the emotional journey of particular characters through your production.  How can your design choices help to illustrate their development?
Consider your use of colour, texture, and scale.  Is colour significant in your production?  Do certain colours help to define certain characters and relationships or bring an emotional quality?  Does altering the usual size or textural quality of objects make a statement?
