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Museum theatre programming is known 
for widening audience engagement, 
livening up static collections, and 
increasing a deep emotional connection 
with visitors and the subject matter.

Avant-garde theatre is known for 
attracting an audience through its edgy 
entertainment and thought-provoking 
ambiguity. Theatre is make-believe, and 
an avant-garde theatre program can 
venture into alternate realities and 
narratives. It can also delve into unknown 
figures and voices with infinite 
opportunities. 

The staff at the History Museum at the 
Castle in Appleton, WI enjoys creating 
traditional programs like Behind the 
Scenes Tour, Bus Tours, Walking Tours, 
and exhibit presentations.

The museum had yet to develop a 
program that would specifically engage 
Millennial and Generation Z audiences or 
any kind of museum theatre program. 
The creation of an experimental theatre 
program as an interpretative tool aimed 
to engage this new target audience at the 
museum. Current literature states that 
both Millennial and Generation Z 
audiences engage more with museum 
programming that is immersive, provides 
unique experiences that are entertaining 
and lead to learning, and have a 
combination of ”depth and breadth.”

The purpose of this project was to create a theatre 
program which uses an avant-garde acting 
interpretative approach to attract Millennial and 
Generation Z visitors for the History Museum at the 
Castle.

Considering this project occurred during the 
COVID-19 pandemic, it was important to 
understand how museum theatre and theatre 
programming was reshaping and transforming to 
the current conditions with virtual programming. 
The goal was to promote the show on social media 
platforms, reach the target audience, and to the 
further understanding of how a virtual 
experimental theatre program can be effective and 
the use of new formats and technologies in cross 
theatre and film mediums.

Purpose and Impact
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Institution: 
Collaborated with 

the History 
Museum  at the 

Castle (HMATC) & 
set goals for the 

project

Inspiration:
Discovered two 

paintings by one 
of Houdini’s 

assistants in the 
collection during a 
remote internship.

Content & 
Scriptwriting:

Researched 
Houdini’s assistant 

thoroughly & created 
a mix fact-and-

fiction avant-garde 
play with music, 

lighting, and 
movement.

Assembled 
Team:

Collaborated with 
the education 

manager & 
Lawrence University 

Theatre Dept. to 
work with a 

recommended 
student actor. 

Student Actor 
Internship: 

Created an internship 
with the Lawrence 

Theatre Dept in order 
to have a set weekly 
rehearsal and final 

recording schedule.  

Budget:
Created & managed 

a budget to purchase 
costumes, 

equipment, and 
props through the 

financial support of 
the UW Museology 
Graduate Program. 

Space: 

Location scouting for 
rehearsals included 
using personal living 
spaces, LU’s  dance 

room, and UW 
Museology’s 

graduate student 
room

Rehearsals:
Dance choreography 

and scripted 
movement was 

created between and 
during Zoom 

rehearsals. Dances 
were recorded on 

Zoom and sent to the 
actor to rehearse. 

Marketing: 
Zoom 

collaboration with 
team for onsite 

promotional 
photos. Photos 

were utilized for a 
promotional 

poster. 

Final 
Performance 
Recording: 

Short tech tests of the 
lights and recording 

devices were 
conducted. An iPhone 
with Zoom capabilities 

was used to record. 

Post-
production: 

The iMovie 
application was 
used for editing. 

The products 
created included 
a trailer and the 

short play. 

Evaluation 
Process: 

An exit survey 
was created using 

Google Forms.  

Deliverables

Framing the Problem

The History Museum at the 
Castle received a program 
script, a portfolio of 
photos from the 
production of the program, 
a video recording of the 
show itself, and a how-to 
guide. The guide gives 
steps, tips, and best 
practices on how to create 
a program like this one. 
Despite COVID-19 
restrictions, this program 
was successfully filmed 
and produced on-site with 
a live performer.

On April 8th,2021, the museum posted the program 
on their Facebook page with a follow-up survey for 
audience feedback. 

Based on feedback received from the survey, the 
audience found the program very engaging, would 
like to see more museum theatre programs, and 
felt like they had learned about the subject matter 
and curious to know more. 

The museum is also currently using best practices 
from this project on future programs.
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