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At Disney Live Entertainment, we know that theatre is the ultimate team
sport.

When we were invited to reimagine the classic “Tech Challenge” event for
2024’s International Thespian Festival, we knew that centering teamwork
would be important.

We also knew that we wanted to celebrate the wide range of work that
goes on behind the scenes of any theatrical endeavor, and a key to any
celebration is having fun!

As you consider adapting the BACKstage Challenge for your classroom,
program, or festival, we invite you to lean into this spirit of teamwork and
fun, both in how the eventis created, as well as in how it’s run.

We had a great time pooling resources from our global entertainment
team to come up with our versions of the inaugural challenges, and plan
to introduce some changes (even minor ones) each year.

It’s our hope that this collection of insights can guide you toward creating
your own version of the BACKstage Challenge in a way that elevates the
work of your backstage-oriented students, inspires interest in those who

may be new to behind-the-scenes work, and is as enjoyable for you as it

has been for us.

Have a great time creating your own version of this fun event. We look
forward to sharing what new challenges await!




PART ONE: TO PLAY IS THE THING

In his book, The Gamification of Learning and Instruction, Dr. Karl M. Kapp argues that — when
implemented thoughtfully — gamification can make education more dynamic, enjoyable, and effective. But
he also warns against “chocolate-covered broccoli,” where game elements are superficially added without
enhancing the learning process.

The BACKstage Challenge is a game. Reinforcing that fact at every step can only add to an authentic sense
of play. Authentic engagement in play taps into intrinsic and extrinsic motivators, encourages active
participation in a skill-building process, provides a continuous feedback loop, and creates a level of social
interaction that allows students to learn from each other and build on shared experiences.

At ITF, we set a play-oriented context by encouraging creative team names, creating a hands-on
“playground” setting for students to get familiar with the events, inviting teams to participate in a photo
scavenger hunt before competition day, and adding story-elements throughout, consistent with our brand.

Without duplicating these efforts, you can do the same thing! It’s easy to get caught up in rules and scores
and penalties when designing this event. Our recommendation is to keep things simple, so the focus can
stay centered on the experience of playing the game. Ask your teams to buy into the spirit of the event,
and that spirit can be firmly centered on celebrating teamwork and having fun.

You can begin adopting this spirit right from the start, with how you go about planning your event, and
creating your specific challenges. Even Dr. Kapp agrees that elements of play can’t be fully realized in
rules or guidelines. They must be experienced in game play. Incorporate elements of teamwork and play
in how your challenges are designed and refined ... and then play them! Have fun!

PART TWO: PUTTING THE BACK IN BACKSTAGE

As we reimagined the “Tech Challenge” event, we knew we wanted to incorporate behind-the-scenes skills
that went beyond “Technical” Theatre roles. It’s our hope to one day better incorporate elements of design
and management roles, as well. We felt “behind-the-scenes” or “backstage” was a better descriptor of this
desire, and decided to align ourselves with USITT’s BACKstage Exam.

The USITT BACKstage Exam (Basic and Comprehensive Knowledge Exam for High School Technical
Theatre Students) is designed to evaluate the knowledge and work readiness of technical theatre students
at the high school level. Developed by educators and industry professionals, BACKstage is the most
comprehensive examination of its kind and was designed to assist students in determining their readiness
for post-secondary activities in technical theatre. (For more information, visit www.usitt.org.)

To make sure we represented a full range of basic and comprehensive knowledge, we adapted the
categories used in the exam as an organizational guideline. USITT’s BACKstage topics include: Audio,
Costuming, Lighting and Electrics, Rigging, Scenic Construction, and Stage Management.

Our six inaugural challenges were each designed to address one of these six topics in some way (we
adapted the idea of scenic construction to include interpreting a scale ground plan, and included props
management in the stage management category, since an on-stage prop shift would likely be something an
ASM might supervise during a school performance).

We included a seventh BACKstage topic — Basic Terms and Safety, Personnel and Venue — by adding
audience-participation “Kahoot” quizzes in between our final rounds.

You can choose to include as many challenges as you'd like in your event (we chose six). Regardless of the
number, though, we encourage you to represent a range of roles and skills that are found backstage.


http://www.usitt.org/

PART THREE: THE CHALLENGES

We decided we wanted to incorporate familiar challenges in our reimagined version of the event, while
introducing new elements along the way. As you consider what specific challenges to include in your
event, here are the basic guidelines we used:

* Each challenge needs to align with a different BACKstage topic

* All challenges are team events, and must involve participation from the entire team

* Scoring is kept simple, basically resulting in a recorded time (including select penalties)

* We wanted to level the playing field by limiting any reliance on specialized equipment or resources
* Because we’re Disney, we added a story element to each challenge ... just for fun!

Also, since we were not familiar with the venues that would be assigned to us at ITF, we designed each
challenge to have a built-in agility by being portable and adaptable to a range of settings.

Our plan is to introduce a blend of new and familiar challenges each year, as the event continues to grow
and develop. We encourage you to get creative while selecting which events you’ll include. All that’s
required to create an event is to identify a specific backstage skill to be tested, and to develop a team-
based activity that demonstrates some mastery of that skill.

Here are examples from our six inaugural events:

AUDIO: CABLE RELAY

Though a basic understanding of a mixing console worked its way into this challenge, the primary skill
being tested was coiling (and uncoiling) cables. We turned it into a relay race, where the first two team
members coiled cables, and the second two uncoiled them back into place (the true test of a well-coiled
cable, after all, is how efficiently it uncoils).

STAGE: PROP SHIFT

This familiar challenge involved changing a dining room table set from Plot A to Plot B, and maintaining an
organized prop table. In consultation with professional stagehand friends, we gave the team a basic drawn
plot and a photo of the setup to work with, mirroring real-life, and the task had to be done in silence.

LIGHTING: HANG & FOCUS

The skill being tested here is hanging and focusing an ellipsoidal with a gobo and gel. To involve the entire
team, we turned this typically-one-person challenge into a relay race where the first person hung and
secured the instrument, the second powered it up and gave it a basic focus, the third dropped and focused
a gobo image, and the fourth dropped a gel.

COSTUMING: QUICK CHANGE

One member of the team served as the “performer” who was changed from Costume A to Costume B by
the other three, working together. The team was given (limited) time to strategize, a groundcloth to define
the changing area, and a staging area to which everything needed to be returned.

RIGGING: KNOT TYING

This challenge tested the ability to tie four specific knots that might prove useful to backstage work: A
clove hitch (with a half-hitch locking knot), a sheet bend, a trucker’s hitch (with an alpine butterfly knot),
and a bowline. Each team member was responsible for tying one knot in the series. We also felt it was
important that the combined knot-tying effort served to accomplish something (in our case, it was to raise
a pirate flag ... but you might choose to lift a bucket or tow a wagon or something similar).

SCENIC: SET TAPE DOWN

We gave the team a ground plan, a scale ruler, a couple of tape measures, and spike tape, and tasked them
with taping down a rehearsal set. This challenge proved to be more time consuming than desired (and
required significant floor space), but we felt the skills of interpreting scale and placing set pieces and
reading a ground plan were important ones to include!



PART FOUR: SCORING

Each challenge is timed, with a set number of seconds added as penalties for going out of sequence,
performing a task in a potentially unsafe manner, or other inaccuracies or inconsistencies in the process.

We encourage you to consider your timing and penalties carefully. We will be revisiting these in our ITF
challenges each year, as we work to support the notion that faster is not always better. This is particularly
true when it comes to safety, which is a non-negotiable.

Though it is important to keep the scoring as objective as possible (and the clock provides a wonderfully
impartial measure), we risk encouraging teams to sacrifice quality — or safety — for speed. Adjusting the
penalty times added (to make them really count) is one way to mitigate that. Requiring that incorrectly
done tasks be corrected (as well as penalized) is another. Take the time to review the skills that you want
to be tested, and recognize that speed isn’t always the best measure of success.

That said, each team should leave each challenge with a net time as their score, and an accompanying
ranking in that challenge. In our ITF version of the event, we selected the top six teams in each event to
advance to a final round, and crowned a champion for each challenge, as well as an overall winner. You can
run your event with or without a final round, but the on-stage finals proved to be a successful spirit-builder,
giving troupes a rare opportunity to cheer on their backstage workers.

Also, by recognizing the top teams in each event, rather than just overall, we were able to recognize more
students ... another of our goals.

To determine the overall winner, we awarded points to each team based on their ranking in each event and
added those up to determine the champion. We also included participation in activities we felt supported
the spirit of the event, weighted primarily in a way that would break ties.

PART FIVE: A NOTE ABOUT TEAMS

We wanted to center access as we brought the BACKstage Challenge to ITF, knowing that some troupes
travel to ITF with small groups, or very few behind-the-scenes focused students, making it difficult for them
to field a team. For this reason, we helped students form teams from across schools and troupes. Some of
these “hybrid teams” resulted in tremendous spirit-filled involvement (and more than a few winners)!

Consider forming your teams in a way that will maximize student involvement and engagement. By opening
up how teams could be formed, we found that we were able to create a level of opportunity that allowed
any student who wanted to play a chance to get in on the action.

PART SIX: CREATING YOUR OWN EVENT

What follows are detail sheets based on the six challenges we've incorporated into our event at ITF each
year since 2024. Please feel free to use these as a starting point for your own event’s challenges.

We also encourage you to get creative! We plan to change things up a little every year.

To help solicit greater participation in running the event, chapters may wish to encourage troupes to sign up
to “adopt and develop” a challenge for a specific category, adding their own creative touches. This can
serve to solve manpower and equipment issues, if troupes then run the challenge they submit.

Having this “challenge design” component adds another layer to engaging with the event, and can also
serve as a small-group activity for tech theatre classes (instructors can have small groups, led by advanced
students, design a challenge to then run for everyone else in the class).

However you create your own BACKstage Challenge, we hope you’ll share your success stories with us! Our
goal is to facilitate a mix of familiar and new elements each year. We look forward to playing together!



Each year, there will be some challenges that remain very much the same, as well as some
new elements. These are the challenges from the 2024 BACKstage Challenge at ITF.

Specific challenge information for upcoming sessions (still subject to change) will be
published online approximately one month prior to ITF.
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BACKstage Challenge
SNEp  AUDIO: CABLE RELAY

This event is basically a cable-coiling contest, using the striking and resetting of a basic sound system as the
scenario. As described below, our setup involved the use of sound cues played from an iPhone, connected to a
direct box and an XLR cable. You may also choose to use a microphone as your source, requiring team members
to speak into the mic at the beginning and end of the challenge.

THE EVENT

In this challenge, your team will be responsible for
striking and resetting a simple audio system, focusing on
properly coiling the cables.

The simple setup will be in place, ready to play Sound Cue
A, signaling the start of the clock.

In a relay, your team will take turns unplugging and re-
plugging the source cable and speaker cable from the
setup, making sure to change the level at the mixer
before disconnecting any components. Cables must be
coiled into neat, untangled, circular coils that fit within
specified places on a table.

Once the system is reset, the final team member stops
the clock by playing Sound Cue B.

If you use an iPhone/iPad (or other mp3 player) with a
direct box as your source, it's recommended that these
connections are secured. Teams need only deal with the
XLR cable that is connected to the direct box, not the
mini cable connecting to the mp3 player.

NOTE: While the setup will be similar, the Final Round of
this event may change the sequence, requiring
your team to identify, select, and connect the
proper cables to use in setting up the sound
system. (We elected not to do this in 2024.)

PENALTIES ISSUED FOR:
Cutting off Sound Cue A.

Coils are not tied off with a bow.

Coil does not fit in the taped-out area on the table.
Cables are tangled or knotted when reconnected.
Going out of sequence.

REQUIRED SEQUENCE

The basic audio setup in place will include a source
(triggered by an on-screen button), connected to a mixer
amp, which is connected to a speaker.

The correct level of the channel at the mixer/amp, along
with the correct input and output, will be clearly indicated.
The team will wait behind a line adjacent to a table
behind the speaker.

Player 1 will run to the source and trigger Sound Cue A.
They must wait until the cue has played to turn down the
level on the channel and disconnect and coil the source
cable (connecting the source to the mixer/amp), placing it
on the table in its designated place. The event referee
must indicate that the cable fits properly in its marked
location.

Player 2 will disconnect and coil the speaker cable
(connecting the mixer/amp to the speaker), placing it in
its designated place on the table. The event referee must
indicate that the cable fits properly in its marked location.

Player 3 will take the source cable and reconnect the
source and mixer/amp, dressing the cable properly.

Player 4 will take the speaker cable and reconnect the
mixer/amp and speaker, dressing the cable properly.
This player will then run to the source screen and trigger
Sound Cue B, which stops the clock.

When placed on the table, the cables must be tied (with
attached tie cord) in untangled circular coils that fit within
their designated spaces. Dressed cables in use do not
need to be taped down but do need to be free of loops
and tangles.

Unplugging or re-plugging any connection while the channel is hot.
Coil is tangled or not circular (figure eights are not allowed).
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BACKstage Challenge
STAGE: PROP SHIFT

For this event, you'll need a dining room table setup with dishes purposefully placed for each scene.
Scene B can indicate that time has passed by changing candle lengths, silverware and napkin placement,
and (if you're daring) fluid levels in glasses. We recommend using unbreakable materials where possible.

THE EVENT

This challenge must involve your entire team and must
be accomplished in silence.

The On-Stage table will be set for Scene A, while all
props for Scene B will be located on an organized prop
table several feet away.

A plot showing both Scene A and Scene B table settings
will be located at the prop table as well (but cannot be
moved from the prop table).

Some props are used in Scene A only. These will need to
be struck and returned to their designated locations on
the prop table. Some props are used in Scene B only.
These will need to be set according to the diagram at the
prop table. Some props are used in both scenes. These
may stay at the On-Stage table but may require some
altering or repositioning.

You’'ll want to note specifics, such as the position of the
chairs at the table, height of the candles, and fluid level in
glasses.

When the change is complete, your entire team must be
behind the prop table before stopping the clock. The
referee will then check your work and add any penalties
for items out of place (both on the on-stage table and the
prop table).

We'll then ask your team to assist in resetting for the next
group waiting to compete. This may factor into your
participation score!

NOTE: We may create a problem your group will need
fo solve on the fly during the Finals!

PENALTIES ISSUED FOR:

Any incorrectly returned item to the prop table.
Any drops, spills, or damage.

Any incorrectly placed item on the on-stage table.

Any prop or item placed in pockets, on the floor, or in your mouth.
Any speaking or audible signals while the clock is running.
Stopping the clock before the team is all behind the table.

REQUIRED SEQUENCE

Two tables (On-Stage table and prop table) are set up
approximately 10 feet from each other. The On-Stage
table is set for Scene A, and a diagram for both Scene A
and Scene B is on the prop table.

The prop table has the following on it:

e Props that must be added to the on-stage table to set
Scene B.

e Marked spaces for props that are used in Scene A
but not Scene B and will be struck from the On-Stage
table. These props must be placed back in their
proper corresponding places.

e Props that are used in neither of these two scenes
(you might imagine they are props from other scenes
... or you might call them red herrings).

Some props in Scene A will remain for Scene B but may
require some specific repositioning, placement, or other
alteration. This includes the positioning of the chairs
around the table.

Your team must wait on the opposite side of the prop
table until time starts. You'll be given a 10-second
warning before time starts for any last-minute planning.

Once time starts there can be no talking. Any audible
signals/sounds may result in a penalty. No items may be
placed in pockets, on the floor, or in your mouth!

Your team will stop the clock when you think the change
is complete. Scene B must be fully set at the on-stage
table, props struck from Scene A must be in their place
on the prop table, and all four team members must be on
the opposite side of the prop table (from the on-stage
table) before you stop the clock.

International
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aﬁc@w BACKstage Challenge
ISNEP  LIGHTING: HANG & FOCUS

The traditional version of this event had just one team member hang and focus an instrument, using
shutter cuts. To facilitate a four-person relay, we added a gobo. If you make this choice, you should use
a gobo image that has a specific "upside up and forward/backward" orientation.

THE EVENT

This classic Tech Challenge entry has been reconfigured
as a relay, involving all four members of your team. Each
member will participate in a specific part of the sequence
of properly hanging and focusing a Source Four
Ellipsoidal, including using a gobo and gel.

The challenge setup includes a pipe stand for the
instrument, and a surface to project the image on.
Necessary tools and supplies will be on a table a few feet
from the pipe stand. Opposite the table is a designated
surface to display the gobo-produced image.

Person 1 starts the clock and securely hangs the
instrument on the pipe stand. Person 2 powers on the
instrument and focuses it at the designated wall surface.
Person 3 inserts and focuses the gobo image. Person 4
adds the correct gel color and fine tunes the focus before
stopping the clock.

All adjustments will be made from behind the instrument,
heeding a line on the floor (imagine this is the edge of a
catwalk or scaffolding platform).

Wrenches and gloves will be provided. Teams may not
use their own wrench but may use their own gloves.

For this exercise, instruments must be hung with the pipe
clamp opening facing you. The tools you select to use
must be tethered to your wrist and cannot be placed on
the floor or in your mouth.

NOTE: For the Qualifying Round, you may determine
your team’s order (designating who does what),
but this order may be randomized during Finals!

PENALTIES ISSUED FOR:

Gloves not always worn.

Items tethered around the neck.

Gel frame not installed properly.

Pipe clamp opening not facing installer.

Instrument hung upside down (must be corrected).
Safety cable not used properly (must be corrected).
Instrument powered on with shutters closed.

Any adjustment not sufficiently tightened.

Failure to follow sequence.

Incorrect gel selection.

REQUIRED SEQUENCE

The instrument and all necessary tools will be preset on a
table a few feet from the mounting pipe. Items may be
brought from the table to the pipe stand, but may not be
placed on the floor, tethered around the neck, or put in
your mouth. Team members wait behind the table.

Person 1: Start the clock, bring the instrument to the pipe
stand, hang the instrument with the clamp opening
toward you (working behind the instrument). Close the
clamp, attach the safety cable, then tighten the clamp
using the wrench. You may unwrap the power cable and
open the shutters. No further adjustment should be
necessary to the pipe clamp bolt.

Person 2: Unwrap the power cable, tilt the instrument
into position, and open the shutters if not already open.
Plug the instrument into the provided receptacle,
managing the cable. Power on the instrument and focus
the beam to a hard-edged circle on the designated
projection area. No further adjustment should be
necessary to the yoke bolt or yoke locking knob.

Person 3: Put the supplied gobo in its holder and insert it
properly into the instrument. Sharpen the focus to project
the image correctly onto the designated surface. (Note: If
the instrument or image is upside down or backwards, you
must correct this error and may incur penalties.) No further
adjustment should be necessary to the instrument’s focus.

Person 4: Roll the die to determine the gel color. Select
the correct gel and put it in its frame. Insert the gel frame
into the instrument slot carefully, closing the clip, being
careful not to affect its focus. (Note: If the instrument is
upside down or loses focus, you must correct these errors
and may incur penalties.) Once the instrument and image
are in focus, stop the clock.

Dropping items, placing them on the ground, or in your mouth.
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'B@@w BACKstage Challenge
PISNEY cOSTUMING: QUICK CHANGE

For this challenge, you will need duplicate costumes in a range of sizes. While "one size fits most" is a workable
approach with many costume pieces, the more specific and intentional you can be with the costumes used in this
challenge, the better. Having a dress form or mannequin displaying the properly worn costumes is helpful.

THE EVENT

Your team must work together to execute a quick change
with one of your team members playing the role of
Performer. You'll be able to visually examine both
Costume A and Costume B ahead of time to strategize.

The Performer will be pre-dressed in Costume A. All
necessary elements of Costume B will be presetin a
Staging Area, on a rack or on a table. The Performer will
wait in an On-Stage Area while remaining team members
get 20 seconds to preset items from the Staging Area in a
designated Changing Area.

Ready or not, the Performer will be sent from the On-
Stage Area to the Changing Area and your official time
will begin.

The Performer can help during the change but at some
point, must take a drink of water. Actors need to stay
hydrated!

When the change is complete, the Performer returns to
the On-Stage Area and the other three members must
return to the Staging Area leaving nothing behind in the
Changing Area. Time stops once everyone is where
they’re supposed to be, and all costume elements are
gathered in a controlled manner off the floor.

We'll ask your team to assist in resetting for the next
team waiting to compete. This may factor into your
participation score!

NOTE: The designated Performer must wear modest
under dressings including a clean t-shirt, athletic
shorts, and ankle-high socks. A limited stock of
appropriate under dressings are available, but
it's preferred that you bring your own.

PENALTIES ISSUED FOR:
e Any incorrectly worn or attached item.
e Any missing item.

e Excessive talking/noise (yellow flag warning for first incident, penalty for

each additional).
Unnecessary roughness.

Placing things in your mouth.
Any item left behind in the Changing Area.
No drink for the Performer.

Any item on the floor not intentionally placed on the ground cloth.

REQUIRED SEQUENCE

The following areas will be taped out on the floor:
e On Stage Area

e Staging Area

e Changing Area

The Staging Area will have a rack and a table adjacent to
the Changing Area with a ground cloth.

Teams may visually inspect the costumes ahead of time.
Once the designated Performer is dressed in Costume A,
they will wait in the On-Stage Area while the other three
team members wait in the Staging Area.

The Referee will signal the start of a 20-second Prep
Period, during which the three team members may move
items (not the table nor the rack) to the Changing Area,
and strategically place them for the quick change.

Items may be placed intentionally on the floor if they are
on the ground cloth in the Changing Area.

At the end of the Prep Period, the Referee will start the
clock and send the Performer from the On-Stage Area to
the Changing Area.

During the change, keep talking and noise to a minimum;
handle all costume pieces and the Performer with care.
The Performer must take a drink from a water bottle or
supplied water cup during the change, before returning to
the On-Stage Area.

After the Performer has returned to the On-Stage Area,
the three remaining team members return to the Staging
area with all costume pieces gathered in a controlled
manner before stopping the clock.
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BACKstage Challenge X
SNEp  RIGGING: KNOT TYING

The event details below describe a very specific scenario (and contraption) involving a plank with a mast and
pirate flag being tied to a road case. We wanted the combined knot-tying effort to result in some kind of action.
You can adapt your challenge to involve something like lifting a bucket or towing a wagon. Feel free to simplify!

THE EVENT

This is a relay, as your team uses three ropes and
several specified knots to lash scenic cargo to a road
case, raise the mast and pull it into a designated outlined
storage spot.

The first rope is tied to the side of the road case using a
clove hitch, with a locking half hitch, but the rope is not
long enough to secure the load!

The second rope is tied to the first rope using a sheet
bend, making the combined ropes long enough!

These two combined ropes are then used to tie down the
“plank” on top of the road case and are long enough to
haul up the mast using a trucker’s hitch with an alpine
butterfly knot.

Finally, the third rope is attached to a handle on the side
of the road case using a bowline, and that rope is used to
pull the road case into its designated position before
stopping the clock.

Your knots will be inspected to make sure they are
correctly tied, leaving at least a 6” tail at each end.

NOTE: In the Final Round, your team may be asked to
draw numbers to determine your team order,
and which knot each team member will need to
tie! (We elected not to do this in 2024.)

Knot tying features many variations. Refer to
animatedknots.com to know what our judges will be
looking for. As always, in real life you should make your
rope and knot choices based on actual circumstances.
This challenge is simply designed to test your ability to tie
these very useful knots in a fun and piratical way!

PENALTIES ISSUED FOR:

Going out of sequence.

Putting any part of the rope in your mouth.

Each incorrectly tied knot or knot that comes untied.
Any tail shorter than 6”.

Using your hands to raise the mast rather than rope.

or without the pirate flag flying.

REQUIRED SEQUENCE

The team waits behind a table that has all three ropes on
it. The road case is across the room with the unsecured
“pirate cargo”. This cargo includes a plank with a mast
socket and a mast with flag and eyelet. A taped-out “port”
location for the road case is marked on the floor, closer to
the table.

PLAYER 1 takes ROPE 1 and ties an end to one handle
of the road case, using a CLOVE HITCH with a HALF
HITCH LOCKING KNOT, then passes the free end of
rope up through a hole in the plank, before running back
and tagging Player 2. (Refer to “Clove Hitch (Rope End)”
and “Half Hitch” at animatedknots.com)

PLAYER 2 takes ROPE 2 and ties it to the free end of
ROPE 1, using a SHEET BEND, then passes it down
through the hole at the other end of the plank, wrapping
around the case handle and passing it back up through
the same hole. After placing the mast in its socket, laying
down, Player 2 tags Player 3. (Refer to “Sheet Bend” at
animatedknots.com)

PLAYER 3 passes the free end of ROPE 2 through the
mast eyelet, then uses a TRUCKER'S HITCH with
ALPINE BUTTERFLY KNOT as the return loop, leaving
the free end to pass through and around the hole in the
plank to haul the mast up and tie down the cargo. Player
3 tags Player 4. (Refer to “Trucker’s Hitch” and “Alpine
Butterfly Loop” at animatedknots.com)

PLAYER 4 takes ROPE 3 and ties it to the marked handle
on the side of the road case, using a BOWLINE, and
uses it to tow the road case into the marked location on
the floor before running back to the table to stop the
clock. (Refer to “Bowline” at animatedknots.com).
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Stopping time with the road case outside the taped out “secure” location,

e No penalties will occur for emphasizing your “R”s when cheering on your

teammates. “You ARRRR doing great, Matey!”
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BACKstage Challenge
SNEP SCENIC: SET TAPE DOWN

-

This challenge can be very time-consuming to complete. At ITF, for the Final Round, we adapted it to a time-limited
version where each team was given a maximum of five minutes to properly locate and spike as many specifically
highlighted points on the floorplan as possible. Any missing or inaccurate spike marks resulted in a penalty. As you
design your event, keep in mind that reading the scale and transferring the design to its correct stage location is the key.

THE EVENT

Your team is tasked with taping out a portion of the set for
a rehearsal of a given production.

You will be provided the following:

e Aset floorplan with an indicated scale
e Two rolls of tape

e Two tape measures

Once time starts, work together to tape out the elements
(indicated on the floorplan) onto the floor. Use the pre-
taped center and plaster lines as reference points.

Use the tape efficiently!

Do not crumple excess or wasted tape as you work.
Once you are done, unused tape will be measured and
you will be penalized for each wasted inch.

Once your floorplan is checked for accuracy, you will be
asked to reset the space for the next group. This may
factor into your participation score!

LEAVE THE CENTER AND PLASTER LINES IN PLACE.
NOTE: Not all floorplans are created equal! During the

final round, a more complicated portion of the
set to be taped out may be assigned.

PENALTIES ISSUED FOR:

REQUIRED SEQUENCE

You will be shown the stage space, indicated by the
plaster line and center line, pre-taped on the floor.

Your team will receive two rolls of tape and two tape
measures. If you reach the end of one roll of tape, a new
roll will be immediately supplied to you. Communicate
with the referee if you see yourself getting low on tape.

The tape, tape measures, and the supplied floorplan
must remain on the table until the referee announces
start.

Tape out all indicated walls, platforms, and level changes
as specified on the supplied floorplan, according to the
indicated scale.

When your team feels they have completed the
assignment, return the tape rolls, tape measures, and
floorplan to the table and press the button on the table to
stop the clock.

Return any unused tape that was removed from the roll
but not used in your floorplan (tape removed from the roll
cannot be put back).

The referee will check your work for accuracy and add
any applicable penalties to your time.

e Any indicated elements from the floorplan that are missing.

Any unused and/or crumpled tape.

Any indicated elements from the floorplan that are out of place.
Any indicated elements from the floorplan that are not to scale.
Any excess/unnecessary tape on the floor (penalized per inch).
Any unused tape removed from the roll but not used in the floorplan.
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Each year, there will be some challenges that remain very much the same, as well as some
new elements. These are the challenges from the 2024 BACKstage Challenge at ITF.

Specific challenge information for upcoming sessions (still subject to change) will be
published online approximately one month prior to ITF.
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BACKstage Challenge
SNEP SCENIC: SET TAPE DOWN

-

A spellbinding new show is scheduled to premiere at Walt Disney World® Resort this summer, when Disney Villains:
Unfairly Ever After comes to Disney’s Hollywood Studios. It's time to give this collection of iconic Disney villains their
due. Your task is to tape out scenic elements for a new scene being proposed for the show. Be accurate! Each of
these characters insist on claiming their rightful place in the spotlight.

THE EVENT

Your team is tasked with taping out a portion of the set for
a rehearsal of Disney Villains: Unfairly Ever After.

You will be provided the following:

e Aset floorplan with an indicated scale
e Ascale ruler

e Two rolls of tape

e Two tape measures

Once time starts, work together to tape out selected
elements (indicated on the floorplan) onto the floor. Use
the pre-taped center and plaster lines as a reference.

Use the tape efficiently!

Do not crumple excess or wasted tape as you work.
Once you are done, unused tape will be measured and
you will be penalized for each inch.

Once your floorplan is checked for accuracy, you will be
asked to reset the space for the next group. This may
factor into your participation score!

LEAVE THE CENTER AND PLASTER LINES IN PLACE.

NOTE: Not all floorplans are created equal! During the

final round, a more complicated portion of the
set to be taped out may be assigned.

PENALTIES ISSUED FOR:

Any unused and/or crumpled tape.

REQUIRED SEQUENCE

You will be shown the stage space, indicated by the
plaster line and center line, pre-taped on the floor.

Your team will receive a groundplan, scale ruler, two rolls
of tape and two tape measures. If you reach the end of
one roll of tape, a new roll can be immediately supplied
to you. Communicate with the referee if you see yourself
getting low on tape!

The tape, tape measures, scale ruler and supplied
floorplan must remain on the table until the referee
announces start.

Tape out all indicated elements as specified on the
supplied floorplan, according to the indicated scale.

When your team feels they have completed the
assignment, return the tape rolls, tape measures, and
floorplan to the table and press the button on the table to
stop the clock.

Five minutes is the maximum time allowed for this
event. At five minutes, the clock will be stopped and
penalties will be assessed for any missing elements.

Return any unused tape that was removed from the roll
but not used in your floorplan (tape removed from the roll
cannot be put back).

The referee will check your work for accuracy and add
any applicable penalties to your time.

Any indicated elements from the floorplan that are missing.

Any indicated elements from the floorplan that are out of place.

Any indicated elements from the floorplan that are not to scale.

Any excess/unnecessary tape on the floor (penalized per inch).

Any unused tape removed from the roll but not used in the floorplan.
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BACKstage Challenge
STAGE: PROP SHIFT

The table is always set for a spirited celebration in Disney’s famous Haunted Mansion attractions. From the classic
versions found at Disneyland® and Walt Disney World®, to the interpretations found in Tokyo Disney Resort®, Hong
Kong Disneyland, Disneyland Paris, and now on Disney Cruise Line, our happy haunts have very specific guidelines for

how their places are set.

THE EVENT

This challenge must involve your entire team and must
be accomplished in silence.

The On-Stage table will be empty at the start, while all
props for Scene B will be located on an organized prop
table several feet away.

A plot showing the required table setting will be located at
the prop table (and cannot be moved from the prop
table).

Some props are used in Scene A only. These will need to
be struck and returned to their designated locations on
the prop table. Some props are used in Scene B only.
These will need to be set according to the diagram at the
prop table. Some props are used in both scenes. These
may stay at the On-Stage table but may require some
altering or repositioning.

You’ll want to note specifics, such as the position of the
chairs at the table, height of the candles, and fluid level in
glasses.

When the change is complete, your entire team must be
behind the prop table before stopping the clock. The
referee will then check your work and add any penalties
for items out of place.

We'll then ask your team to assist in resetting for the next
group waiting to compete. This may factor into your
participation score!

NOTE: We may create a problem your group will need
to solve on the fly during the Finals!

PENALTIES ISSUED FOR:

e Any incorrectly placed item on the on-stage table, including the
tablecloth and chair positions (be sure to have the candles on!)

Any drops, spills, or damage.

Any prop or item placed in pockets, on the floor, or in your mouth.
Any speaking or audible signals while the clock is running.
Stopping the clock before the team is all behind the table.

REQUIRED SEQUENCE

Two tables (On-Stage table and prop table) are set up
approximately 10 feet from each other. The On-Stage
table is empty, and a diagram for the required table
setting is on the prop table.

The prop table has the following on it:

e Props that must be added to the on-stage table to set
the required scene.

e Afolded tablecloth.

e Props that are not used in the required scene
(you might imagine they are props from other scenes
... or you might call them red herrings).

Attend to details, such as the orientation of the
tablecloth, and the positioning of the chairs around the
table. Be sure to turn the candles on as you set them.

Your team must wait on the opposite side of the prop
table until time starts. You'll be given a 10-second
warning before time starts for any last-minute planning.

Once time starts there can be no talking. Any audible
signals/sounds may result in a penalty. No items may be
placed in pockets, on the floor, or in your mouth!

Your team will stop the clock when you think the change
is complete. The scene must be fully set at the on-stage
table, and all four team members must be on the
opposite side of the prop table (from the on-stage table)
before you stop the clock.
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BACKstage Challenge
SNEp  AUDIO: CABLE RELAY

Seventy years ago, when Disneyland® opened on July 17, 1955, the opening ceremonies were telecast live. This ABC
special had a huge audience, estimated at 90 million viewers. The show was the largest live production ever attempted
at the time, utilizing 24 cameras and a staff of hundreds. Recreate this historic moment by joining the audio crew to
broadcast Walt Disney's famous opening dedication speech. Happy 70th Anniversary, Disneyland!

THE EVENT

In this challenge, your team will be responsible for
striking and resetting a simple audio system, focusing on
proper coiling of the cables.

The simple setup will be in place, ready to play Ronald
Reagan's introduction of Walt Disney, signaling the start
of the clock:

"And now, Walt Disney will step forward to read the
dedication of Disneyland."

In a relay, your team will take turns unplugging and re-
plugging the source cable and speaker cable from the
setup, making sure to change the level at the mixer
before disconnecting any components. Cables must be
coiled into neat, untangled, circular coils that fit within
specified places on a table.

Once the system is reset, the final team member stops
the clock by playing Walt Disney's famous dedication:

"To all who come to this happy place, welcome.
Disneyland is your land."

FUN FACT: Although he was known primarily as an
actor in 1955, Ronald Reagan would later
go on to become the Governor of California,
and the 40th President of the United States.
He was one of several celebrity hosts
during the opening day telecast.

FUN FACT: While the setup will be similar, the Final

Round of this event may change the

sequence, requiring your team to identify,

select, and connect the proper cables to
use.

PENALTIES ISSUED FOR:
Cultting off the recorded introduction.

Coils are not tied off with a bow.

Coil does not fit in the taped-out area on the table.
Cables are tangled or knotted when reconnected.
Going out of sequence.

Unplugging or re-plugging any connection while the channel is hot.
Coil is tangled or not circular (figure eights are not allowed).

REQUIRED SEQUENCE

The basic audio setup in place will include a source
(triggered by an on-screen button), connected to a mixer
amp, which is connected to a speaker.

The correct level of the channel at the mixer/amp, along
with the correct input and output, will be clearly indicated.
The team will wait behind a line adjacent to a table
behind the speaker.

Player 1 will run to the source and trigger the
introduction. They must wait until they hear the word
"Disneyland" to turn down the level on the channel and
disconnect and coil the source cable (connecting the
source to the mixer/amp), placing it on the table in its
designated place. The event referee must indicate that
the cable fits properly in its marked location.

Player 2 will disconnect and coil the speaker cable
(connecting the mixer/amp to the speaker), placing it in
its designated place on the table. The event referee must
indicate that the cable fits properly in its marked location.

Player 3 will take the source cable and reconnect the
source and mixer/amp, dressing the cable properly.

Player 4 will take the speaker cable and reconnect the
mixer/amp and speaker, dressing the cable properly. This
player will then run to the source screen and trigger the
dedication audio file, which stops the clock.

When placed on the table, the cables must be tied (with
attached tie cord) in untangled circular coils that fit within
their designated spaces. Dressed cables in use do not
need to be taped down but do need to be free of loops
and tangles.
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Forgetting to turn up the level so we are able hear the entire dedication.
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ISNEP  LIGHTING: HANG & FOCUS

Your mission is to call new recruits to Avengers Campus, to help create the next generation of
superheroes. Work together to shine a light on the ultimate superpower: teamwork. Not all heroes wear
capes. Sometimes they wear all black and are found behind the scenes.

THE EVENT

This classic Tech Challenge entry has been reconfigured
as a relay, involving all four members of your team. Each
member will participate in a specific part of the sequence
of properly hanging and focusing a Source Four
Ellipsoidal, including using a gobo and gel.

The challenge setup includes a pipe stand for the
instrument, and a surface to project the image on.
Necessary tools and supplies will be on a table a few feet
from the pipe stand. Opposite the table is a designated
surface to display the gobo-produced image.

Person 1 starts the clock and securely hangs the
instrument on the pipe stand. Person 2 powers on the
instrument and focuses it at the designated wall location.
Person 3 inserts and focuses the gobo image. Person 4
adds the correct gel color and fine tunes the focus before
stopping the clock.

All adjustments will be made from behind the instrument,
heeding a line on the floor (imagine this is the edge of a
catwalk or scaffolding platform).

Wrenches and gloves will be provided. Teams may not
use their own wrench but may use their own gloves.

For this exercise, instruments must be hung with the pipe
clamp opening facing you. The tools you select to use
must be tethered to your wrist and cannot be placed on
the floor or in your mouth.

NOTE: For the Qualifying Round, you may determine
your team’s order (designating who does what),
but this order may be randomized during Finals!

PENALTIES ISSUED FOR:

Gloves not always worn.

Items tethered around the neck.

Gel frame not installed properly.

Pipe clamp opening not facing installer.
Instrument hung upside down.

Safety cable not used properly.

Instrument powered on with shutters closed.
Any adjustment not sufficiently tightened.
Failure to follow sequence.

Incorrect gel selection.

Leaving image backwards or upside down.

REQUIRED SEQUENCE

The instrument and all necessary tools will be preset on a
table a few feet from the mounting pipe. ltems may be
brought from the table to the pipe stand, but may not be
placed on the floor, tethered around the neck, or putin
your mouth. Team members wait behind the table.

Person 1: Start the clock, bring the instrument to the pipe
stand, hang the instrument with the clamp opening
toward you (working behind the instrument). Close the
clamp, attach the safety cable, then tighten the clamp
using the wrench. You may unwrap the power cable and
open the shutters. No further adjustment should be
necessary to the pipe clamp bolt.

Person 2: Unwrap the power cable, tilt the instrument
into position, and open the shutters if not already open.
Plug the instrument into the provided receptacle,
managing the cable. Power on the instrument and focus
the beam to a hard-edged circle on the designated
projection area. No further adjustment should be
necessary to the yoke bolt or yoke locking knob.

Person 3: Put the supplied gobo in its holder and insert it
properly into the instrument. Sharpen the focus to project
the image correctly onto the designated surface. (Note: If
the instrument is upside down, you must correct this error
and incur a penalty.) No further adjustment should be
necessary to the instrument’s focus.

Person 4: Roll the die to determine the gel color. Select
the correct gel and put it in its frame. Insert the gel frame
into the instrument slot carefully, closing the clip, being
careful not to affect its focus. (Note: If the instrument is
upside down or loses focus, you must correct these
errors and incur any penalties.) Once the instrument and
image are in focus, stop the clock.

Dropping items, placing them on the ground, or in your mouth.
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PISNEY cOSTUMING: QUICK CHANGE

Disney's famous Haunted Mansion attractions feature 999 happy haunts, but there's always room for one more! In
this challenge, one of your team members will undergo a disquieting metamorphosis, changing in a heartbeat from a

member of the crew to our impeccably dressed Ghost Host.

THE EVENT

Your team must work together to execute a quick change
with one of your team members playing the role of
Performer. You'll be able to visually examine both
Costume A and Costume B ahead of time to strategize.

The Performer will be pre-dressed in a standard Tech
Crew uniform. All necessary elements of their "Ghost
Host" costume will be preset in a Staging Area, on a rack
or on a table. The Performer will wait in an On-Stage
Area while remaining team members get 20 seconds to
preset items from the Staging Area in a designated
Changing Area.

Ready or not, the Performer will be sent from the On-
Stage Area to the Changing Area and your official time
will begin.

The Performer can help during the change but any
communication should be kept to a low volume level.

When the change is complete, the Performer returns to
the On-Stage Area and the other three members must
return to the Staging Area leaving nothing behind in the
Changing Area. Time stops once everyone is where
they’re supposed to be, and all costume elements are
gathered in a controlled manner off the floor.

We'll ask your team to assist in resetting for the next
team waiting to compete. This may factor into your
participation score!

NOTE: The designated Performer must wear modest
under dressings including a clean t-shirt, athletic
shorts, and ankle-high socks. A limited stock of
appropriate under dressings are available, but

it's preferred that you bring your own.

PENALTIES ISSUED FOR:
e Any incorrectly worn or attached item.
e Any missing item.

e Excessive talking/noise/volume (yellow flag warning for first incident,

penalty for each additional).
Unnecessary roughness.

Placing things in your mouth.
Any item left behind in the Changing Area.

Any item on the floor not intentionally placed on the ground cloth.

REQUIRED SEQUENCE

The following areas will be taped out on the floor:
e On Stage Area

e Staging Area

e Changing Area

The Staging Area will have a rack and a table adjacent to
the Changing Area with a ground cloth.

Teams may visually inspect the costumes ahead of time.
Once the designated Performer is dressed in their Tech
Crew uniform, they will wait in the On-Stage Area while
the other three team members wait in the Staging Area.

The Referee will signal the start of a 20-second Prep
Period, during which the three team members may move
items (not the table nor the rack) to the Changing Area,
and strategically place them for the quick change.

Items may be placed intentionally on the floor if they are
on the ground cloth in the Changing Area.

At the end of the Prep Period, the Referee will start the
clock and send the Performer from the On-Stage Area to
the Changing Area.

During the change, keep talking and noise to a minimum;
handle all costume pieces and the Performer with care.

After the Performer has returned to the On-Stage Area,
the three remaining team members return to the Staging
area with all costume pieces gathered in a controlled
manner and stop the clock.
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BACKstage Challenge X
SNEp  RIGGING: KNOT TYING

It's Pirate Night on board one of our Disney Cruise Line® Ships! Swab the deck, hoist the anchor, and trim the main
sails! Your crew must secure the scenic for unpredictable seas ahead, raise the mizzen mast to fly your pirate flag and

tow the cargo into a designated port!

THE EVENT

This is a relay, as your team uses three ropes and
several specified knots to latch scenic cargo to a road
case, raise the mast and pull it carefully into a
designated outlined storage spot.

The first rope is tied to the side of the road case using a
clove hitch, with a locking half hitch, but the rope is not
long enough to secure the load!

The second rope is tied to the first rope using a sheet
bend, making the combined ropes long enough!

These two combined ropes are then used to tie down the
“plank” on top of the road case and are long enough to
haul up the mast using a trucker’s hitch with an alpine
butterfly knot.

Finally, the third rope is attached to a handle on the side
of the road case using a bowline, and that rope is used to
pull the road case into its designated "docking" position
before stopping the clock.

Your knots will be inspected to make sure they are
correctly tied, leaving at least s 6” tail at each end.

NOTE: In the Final Round, your team may be asked to
draw numbers to determine your team order, and
which knot each team member will need to tie!

Knot tying features many variations. Refer to
animatedknots.com to know what our judges will be
looking for. As always, in real life you should make your
rope and knot choices based on actual circumstances.
This challenge is simply designed to test your ability to tie
these very useful knots in a fun and piratical way!

PENALTIES ISSUED FOR:

Going out of sequence.

Putting any part of the rope in your mouth.

Each incorrectly tied knot or knot that comes untied.
Any tail shorter than 6”.

Using your hands to raise the mast rather than rope.

or without the pirate flag flying.

REQUIRED SEQUENCE

The team waits behind a table with all three ropes on it.
The road case is across the room with the unsecured
“pirate cargo”. This cargo includes a plank with a mast
socket and a mast with flag and eyelet. A taped-out “port”
location for the road case is marked on the floor, closer to
the table.

PLAYER 1 takes ROPE 1 and ties an end to one handle
of the road case, using a CLOVE HITCH with a HALF
HITCH LOCKING KNOT, then passes the free end of
rope up through a hole in the plank, before running back
and tagging Player 2. (Refer to “Clove Hitch (Rope End)”
and “Half Hitch” at animatedknots.com)

PLAYER 2 takes ROPE 2 and ties it to the free end of
ROPE 1, using a SHEET BEND, then passes it down
through the hole at the other end of the plank, wrapping
around the case handle and passing it back up through
the same hole. After placing the mast in its socket, laying
down, Player 2 tags Player 3. (Refer to “Sheet Bend” at
animatedknots.com)

PLAYER 3 passes the free end of ROPE 2 through the
mast eyelet, then uses a TRUCKER'S HITCH with
ALPINE BUTTERFLY KNOT as the return loop, leaving
the free end to pass through and around the hole in the
plank to haul the mast up and tie down the cargo. Player
3 tags Player 4. (Refer to “Trucker’s Hitch” and “Alpine
Butterfly Loop” at animatedknots.com)

PLAYER 4 takes ROPE 3 and ties it to the marked handle
on the side of the road case, using a BOWLINE, and
uses it to tow the road case into the marked location on
the floor before running back to the table to stop the
clock. (Refer to “Bowline” at animatedknots.com).
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Stopping time with the road case outside the taped out “secure” location,

e No penalties will occur for emphasizing your “R”s when cheering on your

teammates. “You ARRRR doing great, Matey!”
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