
Pat the Dog Theatre Creation’s Digital Catalyst Team Rebecca Ballarin (Producer, 
PTD’s 20/21 Metcalf Intern) and Laurel Green (Dramaturg, Facilitator) design and 
produce online events, performances, conferences, and festivals that are innovative, 
imaginative, and interactive. Continuing Pat the Dog’s mandate of connecting and 
amplifying regional voices as an integral part of the national theatre ecology, the results 
are memorable opportunities for artists and audiences to share, create, play, advocate, 
build, and take creative risks to re-imagine the future of our arts sector.  

 
About the Digital Catalyst Team 
Using digital tools as social technologies, the 
Digital Catalyst Team specializes in designing 
generous strategies for creating and hosting 
active and stimulating digital spaces using a 
variety of creative platforms. Taking a 
dramaturgical approach to digital placemaking, 
Rebecca and Laurel create playful, accessible, 
and energetic methods to facilitate online 
connections with meaning and intention. They 
empower people to engage and express 
themselves; valuing presence, relationship-

building, creative play, and collective decision-making. Bringing a wealth of experience 
creating and producing live theatrical events, they use sensorial prompts and low fi, 
analog approaches to facilitation that de-mystify digital tools and create opportunities for 
skill-building and resource-sharing. Working in deep collaboration is an essential part of 
the Digital Catalyst Team’s identity and their iterative processes for remote co-working 
and co-designing means they share the challenges and the joys of discovery.  
 
Digital Tools Used 
Primarily, the Digital Catalyst Team used Zoom, Gather, and Google Drive where they 
shared google docs for collective notetaking, conference handbook, community 
agreement and living library of resources. They also used OBS, Tiled, Discord, Spotify, 
MailChimp, iMovie, You Tube, Vimeo.  

Pat the Dog’s 2020/2021 Season 
Between September 2020 - April 2021, the Digital Catalyst Team designed, facilitated, 
and produced events with Pat the Dog Theatre. They worked closely with PTD’s Artistic 
Director Lisa O’Connell to inspire and adapt artistic programming to new forms and 
possibilities and ensuring that core activities continued during an exceptional pandemic 
year. Learnings from this season will be applied to future artistic programming going 
forward into 2021/2022 as digital and hybrid performance events, festivals, workshops, 
and new play development activities will continue to serve PTD’s community. 
 
 

Laurel Green & Rebecca Ballarin are the Digital 
Catalyst Team.   



Together But Apart: Digital Conference on Touring Theatre in 
Northern Ontario 
November 12, 19 & 26, 2020  
 
Together But Apart: Digital Conference on Touring Theatre in Northern Ontario blended 
digital tools with the use of physical materials and sensorial prompts to deliver an 
industry conference via Zoom that was participant-led, valued presence, energized 
conversations, and forged connections.  
Taking place over three consecutive Thursdays, for a total of 18 conference hours, 
Together But Apart connected emerging and existing presenters based in Northern 
Ontario with the artists in their communities. A new initiative, this conference explored 
key questions: 1) What does the ecology of touring theatre in the North look like right 
now? 2) Where do our communities intersect? 3) Where do we go from here?  
 

The Digital Catalyst Team 
tailored the conference to its 
participants, designing events 
with technological 
accessibility in mind, 
including phone-in options 
for Northern participants 
without access to reliable 
WiFi. They created a 
thoughtful “How to Zoom” 
handbook, ran a pre-
conference systems-check 
event, and provided 
presentation coaching and 
technical support. 
 
 
 

 
Conference programming included presentations, panels, and virtual field trips. They 
translated Liberating Structures facilitation techniques to an online context (i.e., 1, 2, 4, 
All; Fishbowl) and led daily icebreaker art activities, games, and reflections, using 
breakout rooms to put the focus on community building. Developing trust and space for 
vulnerability, they created a Community of Care agreement, and mechanisms for both 
individual and group reflection and sharing. The Digital Catalyst Team facilitated panel 
discussions with regional artists, provincial and national funders, international arts 
organizations, and created space for artists to share their work. Conference documents, 
participant profiles, and session recordings were archived in a shared folder for 
asynchronous engagement.  
 

NOTC participants show off the portraits they drew of each other during 
an ice-breaker activity on Day 1 of the Conference.  
 

 



Together But Apart Conference participants said:  
• “Energized, impressed by the engaging format of the conference.” 
• “Thank you and congratulations for running such a smooth and engaging Zoom 

environment. Best facilitation for this kind of thing yet!”  
• “Engaging, enlivening and has fostered such a great sense of connection 

amongst attendees - kudos to the PTD team!”   
• “It inspired me to search for new ways to present my work, new ways to explore 

connection and new ways to engage an audience.” 

Northern Ontario Touring Conference (NOTC) Network 
January 14th, February 4th, March 4th, and April 8, 2021 

Growing out of the Together But Apart conference, the NOTC Network met monthly in 
early 2021, continuing to connect and make visible the work of Northern Ontario 

presenters and artists, especially 
those most isolated over the 
winter months.  Programming 
empowered grassroots creative 
communities to set resolutions for 
the new year and articulate their 
relationship to digital 
placemaking. These gatherings 
were centered around the 
challenges and opportunities 
specific to creating and producing 
theatre online in this region, with 
an emphasis on supporting local 
artistic communities during the 
pandemic - and beyond.  

The Digital Catalyst Team 
designed creative approaches to collaborative ideation sessions, moments of reflection, 
and encouraged participants to reflect on their engagement with and interactions in 
virtual spaces and how these might inform approaches to their own work. They 
articulated the networks’ values and guiding principles and designed the monthly 
gatherings as a cohesive series with cumulative learning. They shared emerging 
practices from the field and took participants into Pat the Dog’s Femme Folks Fest 
spaces, inviting them behind the scenes and using the opportunity for beta testing.  

Participants said:  

• “This room is just so open and accepting, I have a need to be here and 
experience this. I have never been in a Zoom room like this before." 

The values that guided conversation during our four post-
conference gatherings. 
 



• “I am in an isolated community. Getting involved and hearing what everybody 
else is up to has encouraged me to know that the arts are still alive during this 
time. Keeping in touch and hearing what is going on across the province is 
inspiring. I’m not by myself…I have access now to things I had never thought 
about!” 

PlaySmelter Festival 2020 - Together But Apart: At Home  
November 19 - 21, 2020  

The Digital Catalyst Team provided technical support and digital production for the 2020 
PlaySmelter Festival: Pat the Dog’s annual new works festival, first launched in 2013 
and hosted in Sudbury, Ontario. Programming included a digital tour of Ghost River 
Theatre’s hybrid performance SensoryBox, “Play-in-Process” readings of new works by 
local artists and the presentation of a new podcast play-in-progress. The Digital Catalyst 
Team liaised with festival artists, proposed presentation platforms best suited to the 
needs of their work, developed event scripts, created communications for ticket-holders 
about how to access festival events.  

Audiences said:  

• “It was great to see a live (though at-a-distance) play performance...the format 
worked beautifully.”      

• “I was at home, alone, yet I still felt like I was in the space right there with the 
actor and the audience.”  
    

Femme Folks Fest (FFF) 2021 

March 8th-20th, 2021 

FFF is a grassroots festival 
celebrating the work of femme-
identifying creators in Waterloo 
Region. First launched by Pat the Dog 
in March 2020, the inaugural festival 
was cancelled within the first week 
due to COVID. In March 2021, FFF At 
Home took the festival online, 
providing opportunities for regional 
artists through professional 
development workshops, residencies, 
and the platforming of new works in 
process. The Digital Catalyst team 
designed a festival hub - the FFF 
Heart - on Gather which created 

The map for the FFF Heart, custom-built festival space on 
Gather . 



space for community to come together to watch performances, engage in conversation, 
and celebrate femme-identifying artists in their region.  

As architects of the custom-built FFF Heart, the Digital Catalyst Team conceived of 
every detail from the main entrance to the theatre seats, rooftop lounge, artist studios, 
and garden terrace. They made the spaces as original maps in Tiled (a 2-D map-
builder) that were then uploaded into Gather and further customized with interactable 
objects, decor, and festival collateral.  

In building the FFF Heart, the Digital Catalyst Team’s goal was to build an inclusive and 
welcoming place to create, perform, and get-together in community. Throughout the two 
week festival, events were broadcast daily for a studio audience in the FFF Theatre in 
Gather, as well as live-streamed on Zoom where captioning was available. A daily 
newsletter - the FFF Heartbeat - was shared with pass holders and included event 
links, Gather tips, programming, and exclusive digital content. The Digital Catalyst 
Team provided technical support, including an audience orientation and skill-sharing 
‘decorating party’ in Gather. They developed primary technical orientation materials for 
audiences, artists, and the FFF website, and led tours of the FFF Heart for interested 
arts organizations from across the country. They were caretakers of the venue, working 
closely with the festival artists in residence to continue customizing and activating the 
space throughout Femme Folks Fest.  

Audiences said:  

• “This is magic”  
• “congratulations on such a 
cool space!” 
• “Love Gather, Love 
Femme Folks Fest!!!”  
• “So enjoying wandering 
around the space!”  

 

 

 
Playwright Anne Doelman (left) and Pat the Dog’s Artistic Director Lisa 
O’Connell (right) during one of the Playwright Reading Series events held live 
in our Gather Theatre.  
 



 

Pat the Dog presents the Coalition of 
Muslim Women's cultural sharing and 
storytelling event "Tea and Tales: At 
Home". 

 

 

 

 

 

 

The Vintage Project 
March 16th, 19th, 20th 2021 (part of Femme Folks Fest) 

The Vintage Project was a site-specific theatrical experience that welcomed audiences 
into Auburn Vintage Clothiers. This collaboration between six creators in Pat the Dog’s 
2020 Women’s Room explored the connection between women’s stories, women’s 
clothing, and the ethos behind buying vintage, while piloting a collaborative model that 
saw femme-identifying creators animating femme-owned businesses in Waterloo 
region. The Vintage Project was conceived for virtual presentation by the Digital 
Catalyst Team, and presented virtually on Gather as a bespoke, multisensory, choose-
your-own-adventure. Audience members were invited to traverse through different 
departments of the store, each imagined as playful opportunities for discovery.  

The Digital Catalyst 
Team provided digital 
dramaturgy for this 
project, working with 
the creators to 
introduce them to the 
capabilities of the 
platform, re-
imagining the bricks 
and mortar store and 
creating custom-built 
spaces in Tiled to 
support their content, 
and embedding 
content (videos, 

In the Jewelry department audiences explored a jewelry display case, uncovering 
secrets and stories about each piece. 



audio clips, images, written pieces, and audience prompts) into Gather with audience 
experience in mind. Each department of the store was conceived as a game for 
audience members, encouraging and rewarding curiosity and exploration. The Digital 
Catalyst Team was responsible for all audience communications, providing technical 
support and information about what to expect and how to engage with the experience. 
While the piece was under construction, they drew on existing networks to invite beta-
testers into the space and provide feedback on their experience.  

Possible and Impossible Spaces to Gather: A Case Study is a behind the scenes 
article that shares the process of building The Vintage Project, published by Digital 
Arts Nation and authored by Laurel Green and Rebecca Ballarin.  

Audiences said:  

• “Wow!! What a great 
adventure! Thank you for 
letting me shop!”  
• “So interesting, creative, 
fun...and a totally safe 
shopping experience...what 
more could I want for a Friday 
night adventure!” 
• “The Vintage Project is the 
most successful immersive 
online theatrical experience I 
have encountered.” 

• “I have discovered a tower of tiny stories that decorate the cake of a life and 
perhaps a love”  

• “I found secret notes in golden lockets and was guided through 
some spectacularly curated vintage outfits with a phenomenal stylist. I really did 
feel like I was browsing through this beautiful shop, having my own experience 
and catching the tail ends of other people's conversations. I can't wait to visit the 
Vintage Project again soon.”  
   

In the Dressing Room, audiences could watch videos created by Auburn 
Vintage's proprietress Rachel Behling, displaying outfits curated for 
different events and preferences. 
 



 
The Bridal department invited 
audiences to climb a wedding 
dress-inspired cake and discover 
one woman's reflections on 
marriage embedded in wedding 
rings along the way.  
 
 


