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Studio 26 is, in many ways, one of  my most proud 
acheivements to date. It was the culmination of  months 

of  hard work from the entire production team, and 
beyond that, it was a dream project years in the 

making from a young artist who came out to the west 
coast seeking to trade in her career as a designer for a role 

in creative direction. 

After working on the production team for the CalArts 
Halloween Party during my second year in the Creative 
Producing & Management program, I became fascinated 
with the structure of  the event, and saw an opportunity 
to try to incorporate more of  a storytelling component 
into the process. My background in art & design created a 
unique perspective as a potential Producer for the event, 
and I was both daunted and excited when the approvals 

went through for it to become my third year thesis 
project. 

From my very first interview into the CPM graduate 
program, I have adamanty believed in bridging the gap 
between Artist and Manager, and sought to explore that 

process in full force with this producing role. After 
leading teams both in production management and 

producing positions in my first two years at CalArts, I 
discovered that I sought more creative involvement than 

what I had been able to contribute thus far within the

School of  Theater operated productions. With that being 
said, the Halloween Party is a unique project in that it 

isn’t structured within a particular school of  the 
Institution, and allowed for the creative freedom to 

experiment with this idea in a leadership role. There was 
opportunity to develop an entirely original story concept 
while also allowing me the opportunity to manage the 
logistical side of  the process as well - budgeting/schedul-

ing/etc. 

The road ahead would be long and trying, often 
frustrating - but ultimately rewarding and educational 
in so many ways. And I will try not to leave out any 

details!



This book is meant to be a record of  my process as a 
Creative Producer for the 2018 CalArts Halloween Party: 
Studio 26. Here, I will attempt to outline my goals for the 
event along with the triumphs and trials that come with a 

leadership role - and more specifically, a creative 
leadership role, which certainly comes with its own set 

of  unique challenges.

This is by no means meant to be a ‘how to’ sort of  
book - just personal reflections about what worked, what 
didn’t, and what I wish I could have done differently. Each 

Halloween Party is its own unique experience, and I 
don’t think any amount of  writing in the world could 

create a true step-by-step guide to a successful 
experience. What I can say, however, is that anyone 

interested in producing an event of  this scale should 
not go in unprepared, nor should they try to produce the 
event if  they’ve never served in any sort of  role on the 
team in previous years. They must have a clear plan, and 
also prepare for when that plan completely blows up in 
their face. They must be able to commicate with fellow 
artists - both on a professional and interpersonal level, 

and they must know when and how to defend their 
creative team when the time comes - and the time will 

come. You will become the scapegoat for when anything 
goes wrong, and you must be prepared to not let this 

affect you personally, and it’s beneficial to have 
experience with risk management for large scale events, 
along with good organizational skills. Creating and 
tracking one of  the largest student-controlled budgets 

is no easy task, and can quickly get out of  hand if  you 
aren’t properly prepared going into the process. 

Most of  all, the number one rule to producing this 
event is to not do it alone. There will be times (maybe 

more than you think) where you will find yourself  
completely overwhelmed, and it’s crucial to have a 

“second half ” of  the leadership team to help push 
through. I can easily say that I would not be sanely 
writing this today if  it weren’t for the amazing talents 

and skills of  my Co-Producer, Zachary Palenchar. But 
don’t worry - you’ll hear all about that soon. So without 

further ado, here’s the journey to Studio 26. 



My Co-Producer Zachary and I began our process for 
the 2018 party around the end of  April 2017, while also in 

the middle of  producing the CalArts Graduation 
Ceremony. With the date set for October 26, we had 

six months to take Halloween through concept and design 
phase into build and load in. Traditionally, one of  the first 
decisions made for the party was the theme selection, where 
students from all schools were welcome to come and pitch 
their idea for the year’s design. While there were several 
intriguing ideas, the producing team was most drawn to a 
1920s motif  - but unlike years past where the theme served 

as the single guiding element, we wanted to center the
 entire event around a very strong and specific storyline 

that would tie all of  the different spaces together. So we 
spent the better part of  that summer developing what 
would become a 1920s ghost story centered around a 
fictional jazz club called Studio 26 (so named because 

the party was set for the 26th of  October). It was 
the glamour and romance of  the Roaring 20s that 

drew us to that proposed theme, so it was only 
natural to create a ghost story centered around 

two star crossed lovers chasing their dreams in the 
middle of  the Jazz Age. Spooky, yet fun and 

enticing. 
In order to fully convey the details of  the story 
we had created, we wrote up a treatment to 

distribute to those interesetd in joining the 
prodution team, which included an explanation 

of  the backstory, the story of  the event night itself, 
and ideas for the overall aesthetic of  the event. 

(Samples of  treatment on the following pages) 
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We sent the treatment out in mid July to 
everyone from the Institute that had expressed 

interest in being part of  the team. (and on 
Friday the 13th, no less!) Once they had 
been given a few weeks to read over the 
proposed theme, we asked them to send us 

their room preference, if  they had one, and 
what role they were interested in on the team. 

We split the scope of  the design work into 
six different spaces: the main entrance, the 
lobby of  the club, the main dance floor of  the 
club, the bar, the lounge, and the transitory 
space leading from the dance hall into the 

bar/lounge area.
 (see  map on the following page)

Each space had a full design team, 
consisting of  a scenic, lighting, and sound 

designer, thereby maximizing the amout of  
design opportunites for the project. This is 
ciritical, since events like the Halloween party 
are sometimes the only design opportunities 
that our undergraduate students see prior to 

graduation. 



Map of Event Spaces



Our goal was to be as inclusive as possible, 
and we were fortunate enough to be able to 
give everyone that expressed interest a spot 

on the production team, and we also 
managed to give each designer one of  

their listed preferences as well. Rather than 
assigning rooms based off of  experience 

level, we figured it would be better to give 
the designers the rooms they preferred, since 

they were much more likely to put in the 
stellar efforts required for such a fast paced 

project if  they were really passionate about 
their space. This method did seem to pan 
out successfully looking back, and some truly 

impressive designs were accomplished 
across the board in all of  the spaces of  the 

event. 

We also wanted to try to involve as many 
of  the different schools within the Institution 
as possible, since the Halloween Party had 

started to get a bad wrap for being 
mainly a Theater School driven event. 

For Studio 26, we were proud to have team 
members not only from Theater, but from 
the schools of  Film/Video, Art, and Music 
as well. In addition to the added schools, we 
also incorporated opportunities for actors to 
‘perform both during the event and via our 

marketing videos.  

Rendering of  Main Gallery by Sharon Gahlla, Scenic Designer



Creative Producers - Kimberly Yeoman & Zachary Palenchar

main Entrance Scenic Designers - David Kim & Kevin Crisostomo
Main Entrance Lighting Designer - Caleb Wildman
Main Entrance Sound Designer - Sam Brounstein & Trey Loney
Lobby Scenic Designer - Joseph Jin
Lobby Lighting Designer - Zachary Palenchar
Lobby Sound Designers - Anna Grossman & Elliot Yokum
Main Gallery Scenic Designer - Sharon Gahlla
Main Gallery Lighting Designer - Kai Mosvold
Main Gallery Associate Lighting Designer - Timothy Secrest
Main Gallery Programmer - Ryan Wichterich
Lead Sound Designers - Gahyae Ryu & Scott Goldfarb
Assistant Sound Designer - Tan Sangmanee
“L Shape” and Lounge Scenic Designer - Cameron Creath
“L Shape” Lighitng Designers - Cy Krafft & Emily Eisenstein
Lounge Lighting Designer - Rachel Tibbetts
Lounge Sound Designer - Jacenta Yu
Bar Scenic Designer - Jadyn Yoon
Bar Lighting Designer - Damien Perard
Bar Sound Designer - Colin Yeo

Lead Technical Director - Francisco DeLeon
TD Team - Todd Piedad
TD Team - Ky Docter
Master Electrician - Jacob Jolley

Actor, Edward / Writer - Bradley Cloversettle
Actress, Edith / Writer - Gabrielle Galloway
Stage Manager - Ethan Hollander

Preshow & Marketing Filmmakers - Jennifer Reynoso,
Max Zabell, Sabrina Zhang, & Sara Eustaquio

Band & DJ Curation - Scarlett Perry & Stephanie D’Arcy

Gabrielle Galloway and Bradley Cloversettle during the Midnight Event



Rendering of  Lobby by Joseph Jin, Scenic Designer

Rendering of  Lounge by Cameron Creath, Scenic Designer



Rendering of  Bar by Jadyn Yoon, Scenic Designer

Sketch of  Main Entrance by Kevin Crisostomo & 
David Kim, Scenic Designers



Since a huge part of  our concept relied 
heavily on guests understanding the 

backstory prior to coming in on event night, 
we determined early on that we would need a 

very strong marketing strategy if  we were 
going to pull this off. When our 

Marketing Director had to leave the proj-
ect due to a heavy workload, I decided to take 
it on myself  as a learning experience from a 
new angle. Having the design skills necessary 
to create the content allowed for a much more 
efficient process when generating each of  the 

releases, and the experience helped me to 
understand what types of  content reaches 

audiences more than others.

A huge part of  the strategy naturally involved a heavy social 
media presence, where we would release small snippets of  

backstory as the weeks progressed towards event night. This 
was accomplished both via marketing videos that we shot with our 
filmmaking team, and through the Halloween Party Poster Hunt. 

The poster hunt is a tradition that was established years ago, 
and is a way for students and faculty to have an opportunity to 
take home one of  the famed Halloween Posters that are custom 

designed by the Graphic Design students each year - a hot 
commodity. 



For the Studio 26 poster hunt, we decided to hide “newspaper 
clippings” inside of  envelopes around the school that told bits and 

pieces of  the backstory of  our event. Those who found the 
envelopes were asked to post a photo of  the clipping inside in 

order to guarantee them a poster at the end of  the event. It was a 
successful way to get the student body involved in the story while 

also giving them a piece to keep as a momento. 



Behind the scenes of  marketing & preshow shoot
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Once the story was locked and the production team      
established, it was time to engage in the daunting yet vital        
logistical side of  producing the CalArts Halloween party. 

This included but was not limited to the following:

• Creating & maintaining the budget and schedule
• Weekly production meetings with the creative team 
• Weekly status updates with Student Affairs, the         

department of  the Institute responsible for the funding 
and organization of  the event

• Weekly meetings with the Institute Facilities              
department

• Conducting shop walk throughs and individual 
check-ins with the designers, TD team, and Master         
Electrician to ensure we were on  schedule and within 
the allotted budget

• Frequent check-ins with Zachary              
(Co-Producer) to figure out what action 
items needed to be addressed for the 
week

• Developing a detailed risk management 
plan for the event, addressing crowd  
control, egress, ADA compliance, food 
and water availability, and hiring EMTs 
and security personnel

• Drafting a safety plan to deliver to the 
Fire Marshall for approval 

• Submitting the necessary paperwork to 
obtain the liquor license for the event 

• Gathering the proper insurance            
paperwork for all equipment rentals

The Logistical Side of Producing
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The Halloween Party has one of  the 
largest event budgets that students can 
manage at CalArts, and there are many 
factors that need to be accounted for when 

allocating funds. Remember at the beginning 
of  this book when I warned against someone 
trying to produce the event if  they’ve never 
been on a previous Halloween team? Well this 
is a critical reason why - there are line items 
specific to the event that we don’t necessarily 

encounter when producing School of  
Theater specific shows, such as the cost of  

hiring EMTs and extra security staff for the 
event night, not to mention we have to rent 
a vast majority of  our gear and arrange for 

trucking and transportation to get it to 
campus and then returned at the end of  the 

event. 

Fortunately, the team dynamic that Zach 
and I had established during Graduation had 
carried over to the Studio 26, and we became 
really proficient at being able to account for 
what the other person may have missed, based 

on our own individual skill sets and 
experiences. 

We were given a budget of  $35,000 and it was our responsibility 
as Producers to decide how to allocate funds across departments. 

We took a look at how some of  the money was spent in the 
previous years, however a lot of  the tracking was unclear and 

difficult to decipher, so we ultimately decided to build our budget 
from scratch in a way that would best suit our needs and our way 

of  processing the information. 

We split the budget into three major categories: 
Production - which included anything directly related to the 

design and build of  the event, Management - which included 
everything outside of  Production, and an overall Contingency. 

Topsheet from the Studio 26 Production Budget
Created by Kimberly Yeoman & Zachary Palenchar



Samples of  the Studio 26 Budget
Created by Kimberly Yeoman & Zachary Pelanchar



Once the template was created, we started the allocation 
process. Fortunately, I’d already had quite a bit of  experience 
under my belt with Creative Producing & Management as 
my metier, so this process was a familiar one. For Studio 26, 
Zachary and I decided to break up the Production side of  the 
budget by space rather than by department, which allowed 
for more visibility regarding where exactly the money was 
being spent. We also found it helpful when the time came to 
move funds around, since we could take unused money from 
one space and transfer it to another without affecting other 

departments. 

There is no real formula for how we decided to allocate 
money - it was rather a combination of  past experience with 

working on the event and knowing what types of  
expenditures to account for, mixed in with a bit of  research 

when it came to budgeting for things like team shirts, event 
night wristbands, alcohol, etc. We decided to keep $2000 in 
contingency for when things would inevitably go sideways. 
The tricky part to this particular budget was trying to set 

aside money for line items like the recharge from the 
Facilities department with the school, since this number 

wasn’t consistent from year to year - it depended on a variety 
of  unpredictable factors, like whether there would be 

damage to the school that would need to be repaired, and 
the cost of  things like cattle barriers and the light tower 

rentals for the parking lot. 

In addition to the topsheet and summary sheets that 
detailed out the various budget allocations, we created tabs 

within the budget for tracking expenditures as well. Once we 
received receipts from the team, we would input them into

the tracking sheets, which would then populate out the 
rest of  the budget and allow us to see how much money was 
left and what percentage of  the department’s budget had 
been spent. We’d then scan a copy of  the receipt and keep it 
on file for reference after turning in the original receipt to the 

Institute Accounting office. 

Overall, I think the way we managed the budgeting 
process on this show was a big success. The organization 

and detail that we decided to include during the preparation 
process really paid off on the back end when we were 

reconciling expenditures, and we didn’t run into any issues 
with staying on top of  what was spent. Also happy to note 
that we stayed within budget, despite points in the process 

where it definitely felt like we would tip over the edge.



Another major element to the management side 
of  producing is the magic of  the meeting. Meetings 
everywhere - meetings with the team, meetings with 
the Institute, meetings just amongst the Producers... 
it sometimes felt like all we did for a majority of  our 

week was sit in one meeting or other...

But of  course, it was during those meetings that 
things began to slowly but surely solidify - designs 
were finalized, the Midnight Event sequence was 
worked out, concerns were addressed. A huge part of  
producing is making sure all of  the players get into a 
room together to hash things out and get on the same 

page. We would initiate side conversations when 
elements needed to move forward, and were always 

trying to create a sense of  accessibility and presence 
for our team. Probably the worse thing you could do 
as a leader is not be available, so between the two 
of  us, we made sure that at least one Producer was 
present on campus for a majority of  the working days 

throughout the design phase and into load in to 
answer questions and keep the process moving 

forward. 

I think we ended up going through about 5 
different versions of  the production schedule as we 

moved through the different phases, but regardless, 
it’s still vital that you stay on top of  the major 

deadlines that need to be hit while still maintaining 
a sense of  fluidity. Designers need ample time to be 
able to develop an idea, but as Producer, you must 
remember that one department’s deadline can affect 

Updating the Production Calendar - color coded, of  course

many others, and it can sometimes feel like you are trying to 
keep 10 plates spinning at once while riding a flaming unicycle. 
Your designers will be asking for an extended deadline, but this 
will cause your TD team to worry about their shortened build 

timeline, which in turn can create chaos for the lighting 
designers that need the set in place in order to focus lights. 

Ultimately, you must take all of  this into consideration and make 
the final call based off of  what will keep the production moving 

forward and as on schedule as it can be. It will never be a 
perfect process, but staying organized and level headed will 

certainly help navigate all of  the crazy!



I’m all about those to-do lists

Create a plan...all the while knowing it will 
probably all get thrown out the window



With any large scale event, there will always be challenges to face. Here are a few of  our biggest road blocks, and 
a little about how we navigated through them:

When you take on a project that is repeated year 
after year, there will always be some degree of  trying 

to overcome the impression of  the last Producer that the 
team experienced. Your every move will be compared to 
that of  previous leadership, and introducing new ideas 
will sometimes be met with discontent or hesitation. 
As I’d mentioned in Part 1, we decided to shake things 
up by presenting a written treatment and storyline to 
the creative team, rather than just announcing a theme 
with minimal accompanying direction. There were, of  
course, members of  the team that were taken aback at 
first, and expressed feelings that they weren’t able to 
have quite the amount of  creative freedom that they 
were used to, but at the end of  it all, we still believe that 
the treatment was a good idea - with the goal to serve as 
a unifying force rather than dictating the actual designs 
of  the spaces. Studio 26 received praise for its cohesion 
of  design and storytelling compared to previous years, 
which ultimately heightened the quality of  the overall 

experience. 

Overcoming Stigmas
Still, it often made me question - what is the 

appropriate level of  interface between the Producers 
and the rest of  the creative team? Where is the line drawn 
when it comes to making creative decisions? When it’s 

students leading other students, it’s more difficult to 
define these areas. It was a huge challenge trying to 

figure out how to enable designers to feel a sense of  
creative freedom while still trying to ensure that all of  the 

designs made sense with the story we were trying to tell. 
I’ve learned through this experience that sometimes there 
are going to be circumstances that you can’t necessairly 
mitigate - and there are specific challenges that come with 

any project involving many creative minds  and 
aesthetics working together. You aren’t going to please 

everyone nor should that be your goal, but rather you 
should work towards creating something that most of  
your team can walk away feeling proud of  - having that 
sense of  accomplishment and contribution in creating an 
experience that transforms guests - if  only for that one 

night. 



The budget for the Halloween Party is generated and 
distributed by the Student Union - composed of  

representatives of  all of  the different schools of  the 
Institution. It so happened that this was the year that the 
Union decided to be much more heavily involved in the 
Halloween process, and we found ourselves continually 
scrutinized for every decision we made because of  the 
desire to cut much of  the budget allocated to the project. 
It seemed that there were two sides to the situation - one 
side believed that too much money was going into an 
event that was nothing more than a raging party, while 
there were others that believed that the Halloween Party 
was one of  the few events where all of  the schools came 
together to celebrate and share a night away from the 
stress of  the many ongoing creative processes. I seemed 
to land somewhere in the middle - while I agree that the 
budget is extremely high for a one night party of  sorts, 
I also believe that this event has much more potential 
than it’s given credit for - it’s an opportunity to tell a 
story; an opportunity to experiment without having the 
limits of  a school-driven show. It’s also one of  the only 
opportunities that many of  the team members will have 
in a leading role. So while I can understand how many 
people maintain that the event is too costly, I think that 
there are ways to further embrace the opportunities that 
the event can provide rather than trying to take it away 
altogether. Not to mention the history and tradition that 

the event evokes for students and alum alike. 

Under a Microscope
Although often frustrating, there was a certain degree 

of  benefit to having to constantly defend every decision 
that was made to the Student Union this year. Creative 
leadership will always encounter situations where they 
will have to defend their ideas to those that hold the purse 
strings, and oftentimes, they will be defending said ideas to 

individuals with little to no producing experience 
themselves. It required me to have a reason for every 

decision made, and to be able to effectively vocalize that 
justification to my peers in a professional manner. So in 
the end, I am grateful for this challenge, and it helped me 
to grow from this experience in ways that I didn’t even 

consider when beginning this journey. 



The designs have been finalized, the 
event night sequencing has been written, and 

gear has been procured. Now comes 
perhaps the most challenging aspect of  the 

process - putting it all together. You can work 
out the logistics of  the event on paper all day 

long, but it isn’t until you get into the 
physical spaces themselves that you learn 

what will work and what will not. 

As Producer, you enter this phase with a 
feeling of  extreme stress - will guests actually 

connect with the story we are trying to 
tell? Will anyone care? Will we even get it 

all done in time?? But with that anxiety comes 
a sense of  excitement when you see the team 
working their magic in each of  the spaces. The 
sheer amount of  hours that go into physically 

putting up the event are off the charts, and  
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truly incredible when you remember that we’re all still students, 
and no one is getting paid to be there - it’s all driven by the 
passion to create a memorable experience. That, at the end of  

the day, is what keeps all of  us going in this industry, and it’s what 
will keep driving the art that we create day in and day out.





LOAD IN

It’s the moment everyone has been working 
towards - months of  work have culminated 

to the exciting and exhausting time that is Load 
In Week. We finally have access to all of  the 
event spaces, and everyone is working around 
the clock to get every last detail in place for the 
big night. It is a time of  extremely high stress 
and very little sleep - a time where patience will 

be tested, and morale will fluctuate. 

As Producer, it’s your responsibility to make 
sure that the team has what they need during 
this time - you must plan to be on campus for 
the entire week, and usually this means early 
mornings creeping into long nights. This is the 
time where your contingency becomes vital, as 
team members begin to realize what they didn’t 
account for, and for when items either break, 

run out, or not show up at all. 

A crucial note for this time period is to 
remember that you are the face of  the 

project - if  you show signs of  stress, the team 
will pick up on it and reciprocate. You must 
maintain a sense of  composure and confidence 
with the hope that it will guide the rest of  the 

team towards the finish line. 

I think my biggest regret for this phase is that we didn’t have 
enough time to actually rehearse our story beats prior to 

opening to the public. The first time I was even able to see all 
of  the spaces in show mode together was during the Industry 
Walkthrough, at which point it was too late for any fine tuning 

or troubleshooting.

One of  the biggest scheduling challenges with the Halloween 
Party in particular is the fact that we are not allowed access to 
any of  our event spaces until at most a week in advance - and 
even then, sometimes there are classes in these spaces and we are 
further restricted on when we can be in there loading in. This is 
why every year we are literally racing to the finish line - often still 

programming lights an hour before the event begins. 



Some Producing tips for a successful load in week include:

• Boosting morale  
  Your team will be at their highest stress levels during this time, and it’s on you to keep  
  them motivated and feeling supported. 

• Snacks, snacks, snacks
  Everyone will be working around the clock to get their space done in time, and this often  
  means no one will take the time to keep themselves fed. It’s critical to make sure your  
  team is taking meal breaks, and helpful to even provide food for them on particularly long  
  days, so be sure to leave plenty of  room in the budget for this as well. 
 
• Be present
  It’s important to make yourself  available to your team during this time to help answer  
  questions, solve problems, and keep the train moving forward. It does well to 
  remember, however, that being present is not the same thing as hovering - you must   
          give the team space to do their work without having them feel the pressure of  being     
              constantly watched, but all the while making sure that you are nearby enough to come            
  and help should a problem arise. I’ve found that team members have their own 
  processes for getting work done - some appreciate a Producer that is constantly 
  checking in, while others prefer to work independently. Get to know your team’s process  
  and needs, and what will help them to work most effectively and efficiently. It’s a fine 
  balance that will come with time. 



Sound Designer Scott Goldfarb at the console



EVENT DAY

The morning of  October 26, 2018 had arrived, and 
Zachary and I started our day at Costco - picking up 
refreshments for the Industry Walkthrough that evening. 

We also picked up lunch for the team and headed over to 
campus to check in. The Sound team was resolving their 

issue from the night before, when they realized that their 
vendor had not sent them the proper hardware to hang 
their speakers. Designers were busy with final touches in 
each of  their spaces, and the Main Gal team was working 
on programming the sequencing for the Midnight Event, 
which had to wait until the deck was fully loaded in the 
night prior, which had to wait until the deck handrails could 

be delivered, etc. etc. 

We made our rounds in the spaces and made sure 
everyone was getting food, then headed to check in with 

Facilities and receive our radios for the day - one radio to 
connect us to the Production Team running the event, and 
one to connect us with Campus Safety and the Facilities 

team. At that point, Zachary went to his space to finish 
programming, since it had to wait until classes were out 

of  the room for the day, and I went to work on answering 
emails and resolving the budget. 

The day went by super quickly as we raced the clock. 
Sound check with the Bands and DJs came and went, and 
we walked through the logistics of  how we would bookend 
the Midnight Event with the performers going before and 

after, then stepped through the Midnight Event with all 
involved - but we never actually got to run the thing with

full lights and sound since they were still making finish-
ing touches on the programming - certainly nerve wracking 
from a Producing standpoint! Once the step through was 
over, the actors went to get into hair and makeup, and we 
began moving all of  the road cases out of  the event area 
and moving consoles up to Front of  House. I met with our 
hired photographer for the night and got them all set up, 
then started laying out the tables of  food for the Industry 

Walkthrough guests. 

Well as fate would have it, we didn’t have enough 
time to actually rehearse the Walkthrough with the 
team as planned, but we did talk through the major 
points during our final production meeting earlier that 

week, and I had sent out a Walkthrough Timeline 
prior to event day as well. So, as with most live 

productions, we made it work. We ended up having 
to start the Walkthrough a little later than planned, 

because the alcohol was delivered later than 
anticipated and we didn’t have anyone on campus 

yet to coordinate that, so Producing stepped in to figure 
it out. 

Despite all of  the crazy and how unprepared I felt 
going into the Walkthrough, I’m so proud of  how the 
team was able to articulate their design choices, and I 
think ultimately we did a great job of  showcasing all 
that went into making the event happen. Now all that 

remained was opening the doors for the main event. 



 
 
 
 
 

Industry Walkthrough TimelineIndustry Walkthrough Timeline 
 

7:30pm  - Guests begin arriving. They will check in on the MOD Bridge (maybe Ethan?), 
will receive their wristband, and proceed into the MOD Lobby for light snacks and 
mingling until the start of the walkthrough.  
 
8:00pm - Begin Walkthrough (Order of Events as Follows:) 

 
The walkthrough begins with the lights dimming in the lobby and the playing 
of the preshow video.  
 
Once finished, lights back up and Producing welcomes everyone and gives a 
little background on the theme, story, the tradition of the Halloween Party, and 
process of assembling the creative team.  
 
Producing initiates the walkthrough by leading guests back outside onto the 
MOD Bridge and then into the hallway - Kevin & David, Sam & Trey, and 
Caleb  are invited to speak about their creative choices for their spaces and 
how they tie into the overall story of the event.  
 
Continue back into the MOD Lobby  - Joseph, Anna & Elliot, and Zachary 
are invited to speak about their creative choices for their spaces and how they 
tie into the overall story of the event. 
 
Leave the MOD Lobby and continue to the L Shape - Emily & Cy and 
Cameron  are invited to speak about their creative choices for their spaces 
and how they tie into the overall story of the event. 

**NOTE:  we are keeping the ‘after’ look a secret during this portion - we 
will surprise our guests by running the midnight event, then designers will 
have an opportunity to speak about the second look afterwards 

 
Continue into the Beer Room  - Jadyn, Damien, and Colin are invited to 
speak about their creative choices for their spaces and how they tie into the 
overall story of the event.  

**NOTE:  we are keeping the ‘after’ look a secret during this portion - we 
will surprise our guests by running the midnight event, then designers will 
have an opportunity to speak about the second look afterwards 

 
 
 
 
 
 
Continue into the Chill Room - Cameron, Rachel, and Jacenta are invited 
to speak about their creative choices for their spaces and how they tie into the 
overall story of the event.  

**NOTE:  we are keeping the ‘after’ look a secret during this portion - we 
will surprise our guests by running the midnight event, then designers will 
have an opportunity to speak about the second look afterwards 
 

Guests are then lead into the center of the Main Gallery , where they find 
“Edward” standing and waiting to greet them. “Edward” thanks everyone for 
coming, and acts like we are wrapping up the tour, but then he is cut off with 
the giant thunderclap/Edith’s voice that starts the Midnight Event sequence! 
Midnight Event runs - “Edith” appears and we run through her song, then fade 
out/down the music.  
 
After this, the entire team gathers in the Main Gal. Producing talks a little bit 
about the story behind the Midnight Event/explains what happened. Then, 
Sharon, Kai, and Scott & Gahyae are invited to speak about their creative 
choices for their spaces and how they tie into the overall story of the event. 
Chisko, Todd, Ky, Jake, Bradley & Gabi, and the remainder of the team 
are invited to speak about their process in helping to make these concepts a 
reality.  
 
Guests are then taken through the L Shape, Beer & Chill room one more time 
to see how the spaces have transformed after the Midnight Event. 
 
The walkthrough is complete. Producing invites guests to come up to the 4th 
floor, where there will be more snacks/alcohol in the Mint Gallery. (Half will 
take stairs, then one Producer can lead guests to the elevator if they would 
prefer that route). Copies of the treatment will be set out to peruse through, 
along with a full production credits list for the event. The team is encouraged 
to use this time to network and mingle with our guests!  
 

9:00-10:00pm  - Final preparations are made prior to officially opening the event.  
 
9:45pm  - First DJ begins  
 

Industry Walkthrough Invites - Designed by Kimberly Yeoman

Following Page: Stills from Industry Walkthrough









STRIKE & CLOSEOUT

The event itself  was a total blur - but what a 
whirlwind all the same. We ended up making a good chunk of  

money back in ticket sales, and heard nothing but good things from 
our fellow students who attended - some even stopped by when we 
were striking to say that it was the best Halloween they’ve seen in 
quite a while. Perhaps one of  the most vivid memories I will have 
of  that night was when the team was in position at Front of  House 
to run the Midnight Event - we all collectively held our breath as 
we started the sequence of  cues.... and it went off without a hitch. 
That brief  moment following was one of  pure joy and celebration 
amongst the team - WE DID IT. It’s a memory I won’t soon forget. 

But it wasn’t over yet - we still had to come back the next 
morning to strike the event. I’m proud to say that all of  our team 

members showed up for the weekend strike, and we were able to 
restore all of  the spaces to their original states by the end of  day 

on Sunday. It was definitely a long two days, and 
everyone was totally burnt out by the end of  it;

 but bit by bit...

 ...Studio 26 faded away. 





Boy, did I learn a LOT from
 Studio 26. This was my first true 

expereince leading a process from 
concept through execution on both 
the creative and the managerial side 
of  the fence - and now that it’s over, 
I can say with complete confidence 
that this is what I want to be doing 
for the rest of  my career. There were 
certainly things that I wish I had done 
differently, and more on that shortly 
- but looking back on the project as a 
whole, I am immensely proud of  the 
event that we created together, and 

would do it all over again in a
heartbeat. 

A Producer’s Final Thoughts

Part FOUR:



Prior to embarking on my graduate thesis journey to Studio 26, I had created a list of  goals for myself  and for 
the project that I hoped to meet as part of  my eduational and creative process. Below are some of  what I consider the 

biggest successes and takeaways from the 2018 CalArts Halloween Party:

I am extremely delighted to say that we had no major 
incidents during the event, and we only had one guest 
needing an ambulance trip this year - with four in 2017, 
twelve in 2016, and a whopping twenty three in 2015, 
this was a huge success. One of  my biggest goals for the 
party was met - to produce a fun and ultimately safe event for 

my fellow classmates and alumni. 

Safety
We’ve heard nothing but good things from our fellow 

student body and from the Institute faculty alike. Guests 
were saying that they loved how cohesive all of  the rooms 
were this year, and Facilities was thrilled that there were 
no major incidents to deal with. At the end of  it all, we 
stayed in budget, were able to bring in extra revenue from 

ticket sales, and convinced Student Union and the 
President ‘s office that the Halloween Party could be 

a successful and fun event. The tensions from the desire 
to cut the party altogether seem to have dissipated, and 
as far as I am aware, the budget will not be slashed for 
next year. But most of  all, I hope that the team is proud 
of  their work - I hope they see how much they were able 
to execute in such a short amount of  time, and with such 
limited resources and oftentimes strict rules with what 

they were and were not allowed to do in their spaces. 
Beyond everything, I am most impressed with how the 

event looked - each of  the rooms were stunning in their 
own unique way, and that for me is our biggest success. 

Reception

In my experience on past events, I’ve noticed it can be 
rather difficult to get people to volunteer their time to 
help with the arduous process of  load in and strike. For 
the most part, we didn’t have any issues with this on Stu-
dio 26, and we were able to pull off the event and com-
pletely strike it on schedule as planned. We truly could 
not have done it without the extra hands of  the many 
volunteers that showed up to help the team throughout 

the week. 

Teamwork



Studio 26 was certainly not a perfect event - there were many things that I wish I had done differently when in 
the producing role on this event. But it is through these regrets that I have been able to learn and grow as a leader, 

and will approach my next creative project all the more prepared. 

Ironically, although we had such great safety numbers for 
the actual party, we ended up having 3 team members 
take trips to the hospital during the process of  putting up 

the event, and some of  them have felt that Producing should 
have done a better job of  supporting them during this time. 

When you have such a huge team, it can be difficult to 
remain aware of  everyone’s safety practices at any given 

time, and perhaps with a smaller team we would have been 
able to catch these incidents before they became serious. I 
think we did the best we could, but there’s always room for 

improvement 

Looking Out for the Team
I think we might have focused too much on getting the 

story across in every way possible and sometimes lost focus 
on the fact that we are ultimately throwing a party. 
However, going into this process, Zachary and I both 

acknowledged that most CalArts students attending the 
event wouldn’t care about the backstory or the detail that 
went into it - they were there to have a great night and forget 

about the stresses of  school. In some ways, we weren’t 
respecting the type of  audience that we had - this wasn’t 

ever going to work as a fully immersive experience because 
that’s not what a majority of  the student body was used to 
with the Halloween Party. Our idea to batch in guests rather 
than have a continuous line into the party did not work very 
well. We tried to make guests watch a 4 minute preshow video 

that ended up feeling too long and awkward when actually 
executed in the space. Perhaps if  we’d actually had time to 

fine tune these details, it could have worked, but we never 
actually saw everything put together until right when we 

had to open the doors. More time... that’s ultimately what it 
always boils down to, and it’s something that I will take even 

more into consideration in future endeavors. 

Focus - Story vs. Party

There were several factors that we ended up missing when 
allocating the budget - things like trucking and delivery fees 
for our lighting gear, and ultimately having a plan for how 

many trucks we would need to rent, and how to most 
efficiently get all of  the equipment up to campus and back 

to the rental houses once the event was over. Perhaps a little 
more planning on our end could have mitigated this issue, 

but we thankfully had enough in contingency to cover it. 

Logistical Planning


