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WONDERLAND ISN’T REAL
by CARLYN FLINT



CONCEPT STATEMENT
The action of Wonderland Isn’t Real is perceived through the eyes of the 
character of Ray and the scenery is designed to express the world through that 
lens – to allow the audience to look inside of Ray’s head to see not only his vivid 
and colorful imagination, but to gain a window into his personal life and the 
societal circumstances in Oklahoma and in his school that propagate the 
conflict of the play. The idea of allowing the audience to break inside of Ray’s 
head in this way is to help them better empathize with and understand Ray’s 
journey as he learns how to accept truth as his own reality, no matter how 
painful. The brutalist and institutional architecture of the scenery is designed to 
capture this pain and evoke a feeling of entrapment and isolation that can only 
be broken by the magic of Wonderland.



DESCRIPTION OF SCENERY
The scenery is comprised of three multi-purpose walls and a series of columns 
that shift to create different settings throughout the play. They begin as the walls 
of a classroom, become the walls and dividers of the bathroom stall, and 
eventually break apart from their hard, cube-like shape to allow the magic of 
Wonderland to permeate the space. Forced-perspective scenery will help to 
create a sense of difference in scale between Ray and the rest of the characters 
as the action of the play begins.
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