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PERFORMANCE PREP 
Please prepare your students for the performance by practicing audience etiquette. 
Check out our performance etiquette guide for specific guidelines on how you can 
enjoy the show!
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ABOUT THE STUDY GUIDE 
The Center for the Arts designs all study guide activities to align with Virginia 
Standards of Learning (SOLs) and to support meaningful cross-curricular connections. 
Look for icons that highlight these connections next to related activities throughout 
the guide. Educators are encouraged to adapt activities to best meet the age, needs, 
and abilities of their students. This program supports the following Virginia SOLs:

Computer Science:  
K.AP.2, 1.AP.2, 2.AP.2

English:  
4.W.1, 5.W.1, 6.W.1, 7.W.1, 8.W.1

History and Social Science:  
USII.3a-b, USII.3e, USII.3h, CE.11b, WG.16a, WHII.7b, VUS.10c-d

Mathematics:  
K.NS.1, 1.NS.1, 2.MG.3, 2.NS.2, 3.MG.1, 3.MG.3, 4.MG.1, 4.MG.4, 4.NS.2, 
5.MG.3, 5.NS.2, 6.MG.4, 6.NS.2, 7.MG.2h, 7.NS.2, 8.NS.2

Music:  
K.15b, 1.15b, 2.15c

Physical Education:  
1.1, 2.1, 3.1, 4.1, 5.1, 6.1, 7.2b, 8.2d

Science:  
1.2, 2.2, 3.2, 5.2, 5.3, PS.8

Social Emotional Learning:  
SeM2: 3-4b, SeM2: 5-6b, SeM2: 7-8b

Theatre:  
K.10, 1.10, 2.10, 3.1, 3.10, 4.1, 4.10, 5.1, 5.10, 6.1, 6.10, 6.16d-e, 7.1, 7.10, 
7.12b, 7.16b, 8.1, 8.10, 8.12b, 8.16c

Visual Arts:  
K.12a, K.12b, K.14, 1.2a, 1.14, 2.12, 2.12c, 2.14, 3.12a, 3.14, 4.12a, 5.12a, 
5.14, 6.12a, 6.12b, 6.14, 7.12a, 7.14, 8.12a, 8.12c, 8.14

https://form.jotform.com/250686696144165


ABOUT GRAVITY & OTHER MYTHS
Gravity & Other Myths (GOM) is an international contemporary circus company from 
Adelaide, Australia. Known for its jaw-dropping acrobatics, incredible teamwork, 
and exciting performances, GOM creates shows that celebrate human connection, 
trust, and creativity. The company began in 2009 when a group of young artists 
who loved the circus and physical theatre came together to share their passion. 
Since then, GOM has grown from a small group of friends into an internationally 
acclaimed company, performing for audiences around the world and creating 
spectacular shows that inspire people of all ages.
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VOCABULARY 
The following vocabulary terms are central to this performance. Use the definitions 
below to explore the show and the concepts it introduces.

Acrobat: An athlete or entertainer who performs impressive physical tricks using 
incredible balance, strength, and flexibility.

Additive color mixing: The process of mixing color to build brightness, instead 
of getting darker. This is the process by which someone mixes lights.

Circus: A super fun, traveling show where amazing performers travel from town 
to town to entertain audiences.

Gravity: An invisible pulling force that brings objects toward each other.

Inertia: The tendency of an object to resist any change in its motion (like how 
your body lurches forward when a car suddenly slams on the brakes).

Mastery: Learning and practicing a skill or subject until you understand it 
completely and can do it very well.

Newton’s Laws of Motion: Three rules made by Sir Isaac Newton that explain 
how and why objects move.

Pictogram: A small picture or symbol that represents information.

Perseverance: The ability to keep trying and not give up, even when things get 
difficult, frustrating, or don’t go as planned.

Skip counting: A math method where you count numbers other than one (such 
as twos, fives, or tens) by repeatedly adding the same number.

Subtractive color mixing: The process of mixing color to decrease brightness, 
instead of getting lighter. This is the process by which someone mixes paint.

Tableau: Pronounced tab-LOH, this is the act of creating a ”living picture” or a 
freeze-frame. 
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PRE-SHOW ACTIVITIES 
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10,000 CHALLENGE

Summary: Inspired by the show’s title, students reflect on the role of practice, 
perseverance, and growth in developing a skill. Through goal-setting and self-
reflection, students explore how dedication contributes to improvement over time.

Learning Objectives: Students will...

• Explain the concept of deliberate practice and how repetition contributes to 
skill development

• Calculate and interpret large units of time related to the concept of 10,000 
hours

• Set a realistic long-term goal connected to a skill or passion

Prior Knowledge: Students can...

•	Measure and calculate units of time

•	Reflect on personal experiences and learning habits

•	Set goals, read graphs and track progress over time

Content Knowledge: Gravity & Other Myths creates work centered on challenge, 
trust, and physical mastery. The name, itself, suggests that human limitations — like 
gravity — are meant to be challenged! Its show Ten Thousand Hours explores how 
mastery over difficult skills can be achieved through practice, perseverance, and 
repetition (directly referencing the book Outliers: The Story of Success by Malcolm 
Gladwell). Throughout the performance, a giant LED clock symbolizes the learning 
process. Its pauses represent mistakes and opportunities to try again, while red and 
green colors highlight challenges and successes. The clock reminds audiences that 
growth is not a straight path: it happens through effort, reflection, and persistence.

Materials: Pencil, student notebook, whiteboard, and calculator (optional) 

English Standards of Learning: 4.W.1, 5.W.1, 6.W.1, 7.W.1, 8.W.1 

Mathematics Standards of Learning: 4.NS.2, 5.NS.2, 6.NS.2, 7.NS.2, 
8.NS.2

Social Emotional Standards of Learning:  SeM2: 3-4b, SeM2:5-6b, 
SeM2:7-8b 



10,000 CHALLENGE, cont. 
Instruction
• In his famous book, Outliers (noted under Additional Resources for further reference), 

Malcom Gladwell proposed that people aren’t born geniuses, but are successful at an 
activity through hours of practice and work (10,000 hours, to be exact).

• Ask students to mathematically configure (based on the grade level and ability level): 

• How many months is 10,000 hours? (13.7 months of nonstop time)

• How many weeks is 10,000 hours? (59.5 weeks)

• How many days is 10,000 hours? (417 days)

• How many minutes is 10,000 hours? (600,000 minutes)

• How many seconds is 10,000 hours? (36,000,000 seconds)

• Discuss with students what these numbers tell us about mastery and guide students 
toward recognizing that significant growth occurs through small, consistent efforts 
over time. Extension math questions include: 

• If you practiced one hour every day, how many years would it take to reach 
10,000 hours?

• What if you practice 2 hours every day? 

• What if you practice 5 hours every week? 

• Ask students what people can become great at in 10,000 hours and record responses 
on the board. Examples could include writing, coding, acrobatics, or playing 
basketball.

• Explain that in Ten Thousand Hours, the large digital clock displayed behind the 
performers symbolizes more than just the time required to master a skill. It also 
represents the journey of learning itself: the breakthroughs and setbacks that happen 
along the way. Throughout the performance, the acrobats show that learning is not 
linear and requires perseverance. This is shown through the clock’s color changes (red 
for setbacks, green for successes) and tempo changes.

• Create a T-chart on the board labeled RED MOMENTS and GREEN MOMENTS. 
Return to the list of skills and professions brainstormed earlier and work with students 
to fill in RED and GREEN moments for different activities (e.g., a writing RED 
MOMENT might be struggling with grammar, organization, or writer’s block; a writing 
GREEN MOMENT might be completing a story or receiving positive feedback).

• Challenge the class to create a personal 10,000 Challenge Journal where they 
will select one skill, hobby, or goal they would like to dedicate 10,000 minutes 
(approximately 167 hours) to developing throughout the school year. The goal of 
the challenge is not perfection: it is learning how consistent effort and intentional 
reflection lead to improvement over time.

• Encourage students to work as a group and decide how they want to divide their 
10,000 minutes throughout the school year.
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10,000 CHALLENGE, cont.
• Establish when and where students should complete their journal entries (e.g., weekly, 

daily, in class, at home, etc.). Each entry should include: 

• Date

• Number of minutes practiced

• A brief description of what they worked on

• One red moment (e.g., challenge, frustration, mistake, or obstacle)

• One green moment (e.g., success, improvement, achievement, or 
breakthrough)

• A self-rating using stars, thumbs-up, or another class-created scale

• At the end of the school year, students will demonstrate their learning by completing 
one of the following: 

• Submitting their completed journal

• Demonstrating the skill they practiced

• Creating a presentation showcasing their growth and progress

8
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HISTORY OF THE CIRCUS

Summary: Students will explore the origins and evolution of the circus from its 
beginnings in 18th-century England to contemporary companies such as Gravity 
& Other Myths. Through historical inquiry, geography, discussion, and creative 
dramatization, students will investigate how circus arts have changed over time and 
examine how modern circus differs from traditional circus entertainment.

Learning Objectives: Students will...

• Identify the origins of the modern circus 

•	Compare and contrast traditional and contemporary circus practices through 
dramatization

 • Analyze skills needed to complete specific occupations in the circus

Prior Knowledge: Students can...

•	Read informational text and identify key ideas

•	Locate countries and continents on a map 

•	Analyze similarities and differences between historical and modern events

Content Knowledge: Gravity & Other Myths (GOM) is an Australian circus company 
pushing the boundaries of contemporary circus. GOM’s work utilizes an honest 
approach to performance to create shows with a focus on human connection and 
acrobatic virtuosity. As a leader of contemporary circus in Australia, the company 
feels it is its responsibility and privilege to continue to challenge circus as an 
artform.

Materials: Butcher paper, Circus! book (author Peter Spier), coloring utensils, 
construction paper, props or open-ended materials, whiteboard, and map and/
or timeline 

History and Social Science Standards of Learning: USII.3a - b, USII.3e, 
USII.3h, CE.11b, WG.16a, WHII.7b, VUS.10c-d 

Theatre Standards of Learning: 3.1, 4.1, 5.1, 6.1, 7.1, 7.12b, 8.1, 8.12b 



HISTORY OF THE CIRCUS, cont.
Instruction
• Read the book Circus! by Peter Spier (listed in Additional Resources) with students 

and ask them to recall if they have ever been to the circus and if so, what their 
favorite part was. Generate a list of circus activities, such as juggling, tightrope 
walking, acrobatics, eating popcorn, taming a lion, etc.

• Using a map and/or a blank timeline, trace and notate the development of the circus 
chronologically and/or geographically: 

•  1768: Philip Astley creates the first modern circus in London, England.

•  1780: Astley’s circus (now known as The Royal Circus) tours across Europe.

•  1793: John Ricketts begins the first modern circus in the United States.   

•  1825: The first large tent is used for the circus.

•  1859: French gymnast, Jules Léotard, invented the flying trapeze and the 
leotard.

•  1872: The circus began to travel by railroad, as opposed to horse and wagon.

•  1881: The founding of the largest traveling circus, The Barnum and Bailey 
Greatest Show on Earth, takes place.

•  1919: In Russia, the circus becomes a respected state-supported art.

•  1984: The modern circus evolves through companies like Cirque du Soleil in 
Canada.

•  Present day: Contemporary circus companies, like Gravity & Other Myths 
based out of Australia, continue to evolve the art form.

• As students build the above timeline, ask them how they think advances in 
transportation changed the circus and what cultural/technology changes may have 
changed circus audiences?

• Divide students into small groups. Explain that each group will imagine they are 
part of a circus troupe from a specific place and time in history. Using the class-
generated list of circus activities, each group will select from the list below. (Examples 
include acrobats performing in a town square in the 1800s or contemporary acrobats 
performing on a theatre stage in present-day Blacksburg, Virginia.)

•  A circus act 

•  A historical period

•  A performance location
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HISTORY OF THE CIRCUS, cont.
• Explain that groups will present their ideas through a tableau, a frozen picture created 

with their bodies that tells a story or captures a moment in time. Briefly introduce the 
origins of tableau in theatre and explain how actors use posture, facial expressions, 
and positioning to communicate meaning without speaking. Students should 
consider: 

• Where their act is taking place

• What historical period they represent

• What details would help an audience understand the setting and time period

• How circus performances may have looked different during that time

• Ask each group to select a genre of music that would complement their act and 
historical setting (e.g., classical music for a clown car in the 1700s). Provide an 
instrumental music selection that matches each group’s concept. 

• Prior to performing, groups will then create simple visual elements using butcher 
paper, coloring materials, and open-ended props to design a background that 
enhances their tableau. 

• Arrange a gallery walk, or ”circus walk,” around the classroom. As groups present 
their tableaus, see if audience members can observe and identify clues about the 
group’s historical period and location. 

• Make space for presenters to explain the choices they made at the end of their 
tableau performance. 
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PULSING PERCUSSION

Summary: Students will explore skip counting through rhythm and percussion. 
Inspired by the ensemble timing and coordination demonstrated by Gravity & 
Other Myths, students will use percussion instruments and body percussion to 
practice counting by fives and tens, identify patterns in multiplication, and connect 
mathematical thinking to musical performance.

Learning Objectives: Students will...

• Skip count by fives and tens with accuracy

•	Recognize patterns in multiplication tables 

•	Connect rhythmic patterns to numerical sequences

Prior Knowledge: Students can...

•	Count forward by ones

•	 Identify multiples of five and 10

•	Follow rhythmic cues and classroom procedures

Content Knowledge: Gravity & Other Myths’ performances rely on precise 
timing, rhythm, and teamwork. Just as performers must work together to execute 
complex acrobatic sequences, musicians and percussionists must coordinate their 
actions using counting patterns and steady beats. Skip counting is an important 
mathematical skill that helps students develop number sense and serves as a 
foundation for multiplication. By combining rhythm and movement with counting, 
students experience mathematical patterns in a physical and engaging way.

Materials: Percussion instruments, colored tape or stickers, whiteboard, marker, 
and  metronome (optional) 

Mathematics Standards of Learning: K.NS.1, 1.NS.1, 2.NS.2  

Music Standards of Learning: K.15b, 1.15b, 2.15c  



PULSING PERCUSSION, cont.  
Instruction
• Begin by discussing how performers in Gravity & Other Myths must work together 

with careful timing and coordination with the drummer in the show. Ask students what 
they think the effects would be if one performer moves too early or too late to the 
music, or how the music may be helpful for the acrobats?

• Place tape on several percussion instruments with a corresponding number in the fives 
table written on the tape. Review each instrument’s assigned number with the class. 

• Challenge students to count aloud together from one to five, striking the “five 
instrument” when the class reaches five.

• Challenge students to count from one to 10, striking the “five instrument” and the 
“10 instrument” on their appropriate numbers and when they can fit into the next 
number evenly (e.g., you would strike the “five instrument” again when you strike the 
“10 instrument” for the first time).

• Continue extending the count to include all numbered instruments. Discuss patterns 
and how often you hear certain numbers.

• Explain that performers often must keep track of counts internally. Provide a steady 
clap or beat while students count silently in their heads. When the students have 
counted to their assigned number, they strike their instrument (e.g., “five instrument” 
plays on five claps, “five instrument” and “10 instrument” plays on 10, etc.)

• Increase difficulty by speeding up the tempo and embrace skip counting (e.g., five, 
10, 15, 20, etc.).

• Finally, write a sequence of numbers on the board (e.g., five, 50, 25, 70). Students 
must strike the corresponding instrument(s) that fit in that numerical value. Feel free 
to work with students to decide what instruments will be included prior to playing. 
Add in as many sequences as you would like, for scaffolding, and remind students 
what is divisible in the fives table.

• Connect these observations to different multiplication equations:

•  1 × 5 = 5

•  10 × 5 = 50

•  2 × 25 = 50

•  10 x 7 = 70

• Ask students how, after this exercise, they think math and music are connected?

Optional Extension: Work with multiples of 3, 4, or 6. 
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POST-SHOW ACTIVITIES 
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NEWTON’S LAWS OF MOTION

Summary: Students explore Newton’s Laws of Motion through the movement 
and acrobatics featured in Ten Thousand Hours. By observing the program and 
conducting simple investigations, students discover how to apply science to acrobatic 
performance.

Learning Objectives: Students will...

• Identify and describe Newton’s Three Laws of Motion

•	Explain how force and motion are demonstrated in acrobatic performances

•	Conduct acrobatic and creative investigations that model each of Newton’s 
Laws

Prior Knowledge: Students can...

• Safely participate in cooperative movement activities

•	Make observations and record data

•	 Identify examples of motion in everyday life

Content Knowledge: Newton’s Laws of Motion are three core principles published 
by Sir Isaac Newton in 1687 that justify the motion of every physical object in the 
universe. Newton’s first law (The Law of Inertia) states that an object at rest will stay 
at rest unless acted upon by an unbalanced force. Similarly, an object in motion 
remains in motion at a constant speed unless an outside force causes it to change. 
The second law states that the acceleration of an object depends on the mass of the 
object and the amount of force applied. Newton’s third law of motion is “for every 
action, there is an equal and opposite reaction” (force on one object puts force on 
the second object, which exerts a force equal — and opposite — to the first).

Materials: Pencil, paper, whiteboard, sturdy ball, tarp or blanket, timer, and clipboard 
(optional)

Physical Education Standards of Learning: 1.1, 2.1, 3.1, 4.1, 5.1, 6.1, 
7.2b, 8.2d 

Science Standards of Learning:  1.2, 2.2, 3.2, 5.2, 5.3, PS.8  



NEWTON’ LAWS OF MOTION, cont. 
Instruction
• Review with students what kind of movements they saw in Ten Thousand Hours. 

Remind students that all movement follows the Newton’s Laws of Motion.

• To practice these laws, divide students into groups of four to train to be Newton’s 
Next Top Acrobat. Safety comes first in acrobatics, so remind students they must work 
slowly and cooperatively to complete the training. 

• Newton’s First Law of Motion (The Law of Inertia)

• To practice this, all student groups must choreograph a 10-second sequence 
using safe, everyday physical feats (e.g., a fast run into a sudden team slide, a 
trust fall, or a human pyramid base setup, etc.). When a small group performs 
for the others, the teacher will call ”Freeze!” at random moments. In that 
frozen state, students must immediately identify their body’s inertia (e.g., if 
they were running and froze, they must describe how they felt their weight shift 
forward). The groups watching must identify what external force stopped the 
performing group’s inertia (e.g., the friction of shoes, the hands of a teammate, 
etc.)

• Newton’s Second Law of Motion (The Law of Acceleration)

• Two students will act as acrobat “bases,” holding a sturdy tarp or blanket tight 
between them. They will launch a sturdy ball into the air (e.g., basketball, 
volleyball, soccer ball, etc.) three different ways — once with little force, once 
with medium force, and once with all the force they can muster. Other groups 
have to notate the ball’s acceleration/how high the ball goes.

• After this activity, remind students how the ”bases” in the program have actual 
humans (flyers) to whome they have to apply this same law of motion!

• Optional Extension: Create a chart for students to notate the heights and 
provide them with varying size balls.

• Newton’s Third Law of Motion (The Law of  
Action and Reaction) 

• Pair students off and have partners stand 
toe-to-toe, hold hands, and lean back to 
create a perfect V shape. If one lets go, 
both will end up falling, so it is important 
that they push/pull against each other 
with equal force. Set a timer and have 
students write down how long they 
can rely on resistance to withstand the 
counterbalance test.
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STICK FIGURE STEAM

Summary: Students investigate gravity’s role in the performance and in everyday 
life. Through demonstrations and inquiry-based activities, students explore how 
gravity influences motion, balance, and the spectacular aerial movements seen on 
stage.

Learning Objectives: Students will...

• Explore the historical and contemporary uses of stick figures as a form of 
visual communication

•	Apply STEAM concepts through creative problem-solving and design activities

•	Make connections between artistic expression and scientific, technological, 
engineering, and mathematical principles 

Prior Knowledge: Students can...

•	Draw a stick figure

•	 Identify basic examples of movement and motion in everyday life

•	Use simple measuring tools such as rulers and protractors (for engineering 
and math extensions)

Content Knowledge: Stick figures have held a prominent place in sketching 
throughout history. Formalized in 1920s Vienna as a universal pictogram, this form 
of human signage is deeply embedded within culture around the world. In Ten 
Thousand Hours, these sketches are used to playfully invent new mechanics of 
acrobatics and explore the world of STEAM.

Materials: Pencil, paper, rulers, coloring utensils (optional), protractors (for 
math activity), graph paper (for math activity), and index cards or flipbook paper  
(for technology activity) 

Computer Science Standards of Learning: K.AP.2, 1.AP.2, 2.AP.2   

Mathematics Standards of Learning: 2.MG.3, 3.MG.1, 3.MG.3, 4.MG.1, 
4.MG.4, 5.MG.3, 6.MG.4, 7.MG.2h

Science Standards of Learning: K.AP.2, 1.AP.2, 2.AP.2

Visual Arts Standards of Learning: K.AP.2, 1.AP.2, 2.AP.2
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STICK FIGURE STEAM, cont.
Instruction
•	Ask students to draw themselves as a stick figure. Once everyone has finished, reveal 

that they have just participated in an artistic tradition that dates back thousands of 
years. Like figures found in prehistoric cave paintings, their stick figure drawings 
communicate ideas, actions, and stories without relying on words.

•	Provide a brief overview of the history of stick figures, from ancient cave art to 
modern symbols, signage, comics, and digital communication. Stick figures are one 
of humanity’s earliest and most universal forms of visual communication, crossing 
language and cultural barriers through simple pictograms.

•	Next, discuss how Gravity & Other Myths incorporated stick figures into their 
performance of Ten Thousand Hours. Invite students to reflect on why this moment 
was so memorable and engaging.

•	Divide students into small groups and assign each group an activity from the list 
below, or allow them to choose one of the following activities to complete together 
as a class. Each challenge demonstrates how a simple stick figure can become a 
powerful tool for learning across STEAM disciplines:

• Science: Students create a three-panel comic strip showing a stick figure 
performing an action such as kicking a ball, riding a skateboard, or jumping on 
a trampoline. Students should identify and label examples of Newton’s Three 
Laws of Motion within their comic.

• Technology: Students create a 10-page flipbook to make a stick figure walk or 
wave, teaching that smooth technology relies on precise steps.

• Engineering: Students design a blueprint for a new playground, placing 
scale-accurate stick figures inside the drawing, teaching the importance of 
measurements, accuracy, and clearance in structures!

• Art: Students will practice “gesture drawing,” where a partner poses for 30 
seconds, and the student captures that energy of the pose using only five 
lines and a circle. This quick exercise enforces the importance of line, weight 
distribution, and conveying human emotion.

• Math: Students will create a “geometric gymnast” stick figure on a grid, with 
every joint forming a specific angle. Using protractors to measure label angles, 
students will label all the limbs.
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THE STAGE AND SCIENCE

Summary: Students will explore the science and art of lighting design and its role in 
live performances such as Ten Thousand Hours by Gravity & Other Myths. Through 
hands-on experimentation, students will investigate how colored light mixes to 
create new colors and moods on stage.

Learning Objectives: Students will...

• Learn the primary colors of light (red, green, and blue)

•	Describe how lighting designers use color to influence mood, atmosphere, 
and storytelling in performance

• Record observations and draw conclusions from a scientific investigation

Prior Knowledge: Students can...

•	 Identify primary colors 

•	Explain how primary colors mix to make secondary colors

• Record scientific data

Content Knowledge: Lighting design is an important element of theatrical and 
circus performances. Lighting designers use color, brightness, movement, and 
placement of light to help tell stories, create mood, and direct audience attention. 
Contemporary circus companies such as Gravity & Other Myths use sophisticated 
lighting designs to transform performance spaces, highlight performers, and create 
emotional experiences for audiences.

Materials: Pencil, white paper, white paper plate, red lighting gel/cellophane, 
green lighting gel/cellophane, blue lighting gel/cellophane, colored candies (like 
M&M’s), black marker, flashlight, and digital color mixing platforms (if accessible) 

Theatre Standards of Learning: K.10, 1.10, 2.10, 3.10, 4.10, 5.10, 6.10, 
6.16d-e, 7.10, 7.16b, 8.10, 8.16c

Visual Arts Standards of Learning: K.12a, 1.2a, 2.12, 3.12a, 4.12a, 
5.12a, 6.12a, 7.12a, 8.12a
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THE STAGE AND SCIENCE, cont. 
Instruction
• Challenge students to notate all the secondary color combinations that can be made 

with primary colors. If desired, digital assistance can be utilized through a subtractive 
color mixing platform.

• Ask students why they think color is important and why, in Ten Thousand Hours, the 
color of the lights plays a specific role?.

• Explain that lighting designers carefully choose colors to help tell stories and create 
specific moods for audiences.

• Introduce additive color mixing, emphasizing that colored light behaves differently 
from paint or pigment. Use an additive color-mixing platform, if accessible.

• To demonstrate, divide a sheet of paper or plate into sections and label each section 
with one of the candy colors: red, orange, yellow, green, blue, and brown.

• Spread the candy on the paper, turn off the classroom lights, and illuminate the area 
with a flashlight covered by a red lighting gel. Give students one minute to sort the 
candy into the correct sections.

• Turn the lights back on and discuss what made the task difficult. Ask students how 
colored light changed the appearance of the candy and why this effect might be 
important in a performance setting.

• Repeat the exercise with the green and blue gels, as well as a combination of gels 
over the light for an extra challenge. End the exercise by eating the candy.

• Instruct students to use their lighting knowledge to become lighting designers for the 
day and set the mood to a story using science.

• Assign each group an emotion, such as excitement, mystery, or calm. Students will 
decide what lighting color would best suit that mood and explain their choices.

• Using their knowledge of color mixing, let students attempt to create the color 
described. Feel free to throw challenges, such as “all the performers are wearing red” 
or “an important acrobat has blue hair.” Groups may sketch a simple stage design 
and label their lighting colors.

https://toytheater.com/color-mixer-primary/
https://toytheater.com/color-mixer-primary/
https://www.csfieldguide.org.nz/en/interactives/rgb-mixer/


ADDITIONAL RESOURCES 
COMMUNITY RESOURCES
Cirqulation: Located in Roanoke, Cirqulation offers a variety of aerial and circus arts classes, 
including intro courses, advanced classes, and workshops, emphasizing strength, body 
awareness, and aerial comfort with a focus on community and inclusivity. 

Virginia Tech Physics Outreach: Virginia Tech’s Physics Outreach program brings together 
graduate and undergraduate students with an enthusiasm for teaching physics to serve 
elementary, middle, and high school students in the community through demonstrations, 
activities and outreach at their schools.  

Virginia Techniques Training Center: Virginia Techniques is for students to reach their 
full potential safely, happily, and successfully. The gymnastics, acrobatics, and ninja zone 
programs help develop self-esteem, confidence, coordination, flexibility, and strength while 
having fun.

LITERARY RESOURCES
A Little Spot of Teamwork 
(Diane Alber)

Circus! (Peter Spier)

I Am Gravity (Henry Herz)

Jose The Flying Acrobat (Ori Avnur)

Newton and Me (Lynne Mayer)

Newton’s Three Laws of Motion 
(Baby Professor)

Outliers (Malcom Gladwell) 

Ten Thousand Tries (Amy Makechnie)

The Circus: A Visual History 
(Jacob Pascal)

DIGITAL RESOURCES
Gravity & Other Myths documentary

History of the Circus and Circus Acts

Interactive Skip-Counting Chart

Outliers – Animated Summary

RBG Color Mixing Simulation

Virtual Drumming

Please note that the Center for the Arts at Virginia Tech does not officially affiliate or partner with 
the above organizations, companies, or authors; the above list is merely a sample of resources that 
may prove valuable to you and your students.
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https://www.gravityandothermyths.com/sticks-and-stones
https://www.youtube.com/watch?v=U3uXVuXk8s4
https://toytheater.com/hundreds-chart/
https://www.youtube.com/watch?v=snC-vezNCKs
https://www.pbslearningmedia.org/resource/buac20-68-sci-ps-rgbcoloradd/rgb-color-addition-simulation/
https://www.virtualdrumming.com/drums/online-virtual-games/online-virtual-games-drums.html


ADDITIONAL RESOURCES, cont.
BIBLIOGRAPHY
Additive Color

Circus of the Classroom

Color Mixing – Primary

Color Mixing – RGB

Gravity & Other Myths website

Skip Counting

The Story of the Circus

Tableau – An Introduction for Teachers

Virginia DOE K-12 Standards of Instruction
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https://pages.cs.wisc.edu/~dyer/ah336/papers/07_additive-color.pdf
https://library.newvictory.org/resource/circus-of-the-classroom-stars/
https://toytheater.com/color-mixer-primary/
https://www.csfieldguide.org.nz/en/interactives/rgb-mixer/
https://www.gravityandothermyths.com/shows/ten-thousand-hours
https://toytheater.com/hundreds-chart/
https://www.vam.ac.uk/articles/the-story-of-circus#slideshow=58613815&slide=0
https://www.youtube.com/watch?v=jrBt9qidov0&t=2s
https://www.doe.virginia.gov/teaching-learning-assessment/instruction


WHAT TO KNOW
CHANGING YOUR RESERVATION
If your group size changes or you cannot attend, please notify Bethany Costello, 
engagement manager, at bethanycostello@vt.edu so that your seats may be released to 
those on the waitlist. Failure to notify may result in registration restrictions for your group 
in future seasons. 

ACCESSIBILITY

The Center for the Arts at Virginia Tech is committed to being accessible to all our 
patrons. If you are an individual with a disability and desire accommodations, please 
contact Jonathan Boulter at jboulter@vt.edu at least 10 business days prior to the 
event. Patrons with disabilities and their companions are accommodated through 
wheelchair seating, parking, and other special requests throughout the center at 
all levels. Service animals are permitted.

BUS ARRIVALS AND PARKING

Buses should drop off at the Alumni Mall loop in front of the Center for the Arts 
(190 Alumni Mall). Buses should not utilize the Turner Street lot and entrance under 
any circumstances. Please keep students on the bus until a volunteer arrives to 
collect your headcount and bus number from a chaperone. Arrive 15-30 minutes 
before the show; larger groups should allow extra time. After drop-off, buses will 
be staged at the Chicken Hill Parking Lot (Football Lot 5) at Virginia Tech, easily 
accessible from Southgate Drive. No parking passes are required. Please provide 
your bus driver with the bus parking guide; hard copies will be available for use in 
the Grand Lobby on the day of the performance.

CARS, VANS, AND PERSONAL VEHICLE ARRIVALS  
AND PARKING

You are welcome to drop off and pick up individuals directly at the Turner Street 
entrance to the Center for the Arts. Please do not utilize the Alumni Mall loop and 
entrance under any circumstances. Parking is available in the North End Center 
Garage (300 Turner Street NW) one block from the Center for the Arts’ Turner 
Street entrance. A valid university parking permit or payment of the daily fee is 
required to park in the North End Center Garage. Please allow adequate time for 
parking and walking to the Center for the Arts from your vehicle (estimated walk 
time is seven minutes). Find more information about parking for personal vehicles 
at artscenter.vt.edu/visit/parking.
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mailto:bethanycostello%40vt.edu?subject=
mailto:jboulter%40vt.edu?subject=
https://form.jotform.com/250684514967064
http://artscenter.vt.edu/visit/parking


WHAT TO KNOW, cont.
CHECKING IN
Public School and Bus Groups: Upon arrival, a volunteer will ask one chaperone on each 
bus to scan a QR code to share total headcounts and bus number. Once complete, staff 
and volunteers will assist you with directions, restrooms, and any questions.

Private School and Homeschool Groups: Before arriving, decide on a group meeting spot 
(e.g. the upper gallery, the Grand Lobby elevators, etc.). If you are the first in your group 
to arrive, you can pick up a sign with your group name to display for other party members. 
Once your full party has arrived, a volunteer will direct you to the private school/homeschool 
group chek-in table in the middle of the Grand Lobby and ask you to scan a QR code to 
share total headcounts. Once complete, staff and volunteers will assist you with directions, 
restrooms, and any questions.

Individual Homeschool Families: Upon arrival, a volunteer will direct you to the individual 
homeschool family check-in table and ask you to scan the a QR code to share total 
headcounts. Once complete, staff and volunteers will assist you with directions, restrooms, 
and any questions 

PERFORMANCE ETIQUETTE AND EXPECTATIONS

The performance will take place in the Street and Davis Performance Hall’s Anne 
and Ellen Fife Theatre. Review the performance etiquette guide with your students 
at your convenience.

DISMISSAL

Buses should return to the Center for the Arts 15 minutes before the end of the 
show. After the performance, please remain seated; staff will dismiss school groups 
and families to ensure a smooth departure for all.

FEEDBACK

Please take the time to fill out the post-matinee survey that will be emailed after the 
performance. Doing so could significantly improve our many educational programs 
for you and future visitors!

FOR MORE INFORMATION ABOUT OUR PROGRAMS

For more information about the Center for the Arts’ PK-12 educational programs, 
please subscribe to the center’s mailing list and select ”PK-12 and school-day 
events.”
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https://artscenter.us14.list-manage.com/subscribe?u=07ffc894962f9af3c35c03c64&id=844d065941



