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If you see guests taking pictures of you on your own, have fun with it! Strike different fun and silly poses;
use props and other objects in your settings for effects. Pictures while sitting on park benches or low-height
walls can be fun – also try peeking out from behind trees, lampposts, etc. The more creative you get, the
more fun your guests will have in getting cool pictures of you.
o A final word on pictures and well-known mascot characters: while guests are almost always allowed to take
any kind of pictures of you (the character) that they want, as the performer of a well-known mascot character
(especially licensed characters, like Tony the Tiger), you are almost always forbidden to post any pictures of
the character in any open manner (websites, personal flyers, etc), because you are not allowed to publicly
advertise that you played one of these well-known characters. You can certainly list the experience on a
resume – you just can’t post the pictures. If you want to share such pictures online with friends, do so in a
private friends-only space.
How to handle a child who becomes scared, possibly even crying or screaming.
o First of all, back away at a moderate pace. A good way to diffuse the situation and keep a parent from
getting upset with you is to express an understanding that you recognize that the child is upset. Remember
that the parent can't see your facial expressions, so if you just walk away immediately, they may interpret
your actions to indicate that you don’t care or worse, intended to scare the child.
o Try putting your hands up, palms out while backing off, just to reinforce the fact that you’re moving yourself
away from the child. Then, when you’re at a safe distance, put your hands over the character's eyes and
pretend to cry. This seems to put most anyone at ease, and you may even hear the parent laugh and tell the
child, "Look, you made the poor <insert character species here> cry."
How to deal with overly rowdy guests
o A little playful horseplay can be all right, and some kids even like that sort of thing - just make sure you keep
it playful and try your best to not make physical contact with anyone you're horsing around with. Do note
that with some mascot characters, you may be forbidden from getting into any kind of horseplay for the sake
of the image of the character.
o If the situation gets out of hand, get out of there! Enlist the help of your escort to get to a safe area and stay
there until the situation clears itself up.
o Passively defending yourself is okay - using your arms or legs to block attacks against you is fine, just so
long as you don't throw a punch or kick at the other person.
o If a guest does something clearly inappropriate (hit or kick or grope you badly enough to cause more than
mild pain), find a security officer or event staff member and report the problem (best to let an escort do this if
you have one.) Try to identify the guest as best as possible, pointing the person out if s/he is still in the area
and let the officer or staff member deal with the person. If you are without an escort, don’t worry if you need
to talk through the costume to report such a problem.
o No matter what, a character should never retaliate against any guest, no matter how wronged the performer
might feel. Not only does retaliating put you at risk for liability for someone else's injuries or property
damage, but it also creates a negative cloud over your character. This is especially bad if you are playing a
mascot character, as that cloud affects the company you are representing. So, it doesn't matter what someone
does to you, you just have to either take it and keep smiling, or if it's bad enough, go get help. It's always
better to let security be the bad guy to haul a rowdy person away then for people to see the costume character
attempting to do the same.
If a guest tries to pull off parts of your costume
o First try to gently dissuade the guest. Waggle a finger in a scolding way, and use your hands to try to hold
onto whatever part they are trying to remove. For gloves, clench your hands into fists, as this makes it
impossible to remove the gloves.
o As with other issues, if the problem gets to be too bad, get out of there or at least go get help by reporting the
problem guests to security or event staff
When asked for an autograph
o If character guidelines to not prohibit giving autographs, or you’re playing a personal character, then this
simply becomes a matter of personal preference and whether or not the gloves allow you to hold a pen. The
main things to avoid autographing are any body parts or anything official looking, especially money. If you
think you’ll want to do autographs, try coming up with a unique handwriting style that’s a little different
from your normal style of writing.
o
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Dealing With the Public While in Costume
• The biggest thing to remember about working with the general public is that you can't be as touchy-feely as you can
in a convention setting. Many people do not like being touched by strangers, and what you may consider friendly
could be considered threatening by the other person. So, never initiate touch in any way.
o Offer a hand, but wait for the other person to clasp it before doing a handshake. Spread open your arms, but
don't engage in a hug until the other person has made contact with you. Above all else, do not ever pick up
anyone or let anyone put a child in your arms. If you want to show off by picking up someone and carrying
them around, arrange this sort of thing ahead of time with a good friend who agrees to work with you and
accept the risks involved.
o After someone has shown that they don't mind being touched, you still need to limit your contact. Basically,
giving hugs around the neck and shaking hands is about it. Don't put your hands anywhere near the torso
below the neck, because there is too much potential for problems. Also, do not touch anyone on the head,
because you could pick up lice or similar head-borne diseases and pass them on to other people.
• Remember that maintaining the illusion of the character is of the utmost importance:
o Unless you are performing a personal character with an articulable jaw, never speak in costume. If you do
speak when performing a personal character, try to find a good voice for that character and stick with it don't drop back to your natural voice while you are in earshot of your audience. Never, ever speak while in a
mascot costume unless you have been given specific permission (which isn't likely to happen). Whispering
to your escort is okay if you are right beside him/her and do it in a way that no one else is likely to hear you.
o When getting into the costume, make sure that all of your body is covered. It can really destroy the magic
when someone can see the skin or regular clothing of the person inside the costume.
• Check carefully wherever two parts of the costume come together, such as at your wrists, ankles, and
neck. Make sure that everything is tucked in correctly at each of these areas.
• If you are too tall for the costume, find something to wear underneath that covers up skin that would
otherwise be showing. Matching the color of the costume shell is nice if you can do so, but if you
can't then go for something black, as it is the least distracting color for the eye. As an example, if
you know you are overly tall, you might want to wear black socks and make or buy some kind of
wide black wrist bands, just as a precaution
o Never remove any part of the costume when you are out where others can see you. Always go somewhere
secluded if you need to take something off temporarily. The same is true of adjusting the costume continually pulling at the fabric can also become a reminder that the character is just a costume.
o While you are getting into the costume, figure out exactly where your character’s eyes, ears, nose, and mouth
are. If you’re going to do gesturing that relates to these features, you want to be sure your hands are in the
right area. For example, if you want to cover your character’s eyes to pretend to cry, you want to be sure that
you’re actually covering the eyes and not some other part of the face. Missing the mark is an easy mistake to
make, since the character’s eyes, ears, nose and mouth are often not where you would expect them to be.
o You will inevitably develop a unique style of walking and gesturing for your character, especially a character
that you play frequently. Don't drop out of this personality while you are in sight of the public. These
techniques can really build up the personality of the character, but if you suddenly stop doing them and begin
acting 'human', that will be a jolting reminder that your character isn't real.
o Here's a very important tip: The character should always believe in him/herself. If anyone asks you "Are
you real", you should always give an affirmative response (shake head up and down, give a thumbs up, etc.)
Even though you know the character isn't real, remember that any response you give is coming from the
character, not you, and the character has got to believe in him/herself to be a good character.
o If someone does address you directly (i.e. speaks to the performer rather than the character), try to respond in
terms of the character. This will help to encourage the person to treat you as your character, which helps to
maintain the realism for all of the guests who are watching you perform. If you have an escort, encourage
him/her to also talk to the character, calling you by the character’s name and talking in terms that the
character would be familiar with.
• When posing for pictures with guests
o Make sure that both of your hands are visible. If you are hugging a guest, keep your arm around the guest’s
neck, hand and fingers outstretched away from the guest, so that it’s completely clear that you aren’t
touching anything appropriate.
o If you have an escort, get him/her to help setup fun poses and to offer to take pictures with guests’ cameras,
so that an entire family can be in the picture. Don’t forget to bring your own camera and give it to your
escort to take in-the-wild pictures of you as you work the event. These are great for a personal scrapbook,
and with a personal character they can be great for advertising.

Dealing With Other Situations
• At a mascot event, you find that your costume has a serious issue
o Never go out in a costume that is damaged in a way that puts your safety or the safety of your event's guests
in jeopardy. The main thing you might run into is sharp edges or objects protruding into or out of the head.
If you can fix such a problem without causing more damage, go ahead and do so. If you don't feel
comfortable in trying to fix the problem, then bring it to the attention of your event contact and stress the
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severity of your concern about the problem. Try to get a reasonable resolution, and don't let them talk you
into using something that you truly feel is unsafe.
o If a critical part is missing or damaged beyond use, don't use anything else as an alternate without the
approval of your event contact. With some well-known characters, it may be preferable to cancel the
appearance than to have character go out looking different from the official approved standard.
o Whatever damaged or missing items you might find, be sure to report such problems on your
jobsheet/timesheet or whatever form of documentation you might be using. Get your event contact to sign
off on this documentation as proof that you didn't cause the damage or fail to return the missing parts so that
you won't be charged for the damaged or missing parts.
You are injured or fall ill while performing
o If you can get to a secluded area, do so. If you need assistance, enlist the help of your escort, or flag down a
staff member/security officer, or in the worst case, ask any individual to help you. Once you are in a
secluded place, get the head off and assess yourself. Decide if you can make it back to the dressing room, or
if you need to get fully out of the costume first. If you are feeling ill, ask whoever is helping you to get you
some cool water to sip, as this will help to get your body temperature back down to a more normal level.
o If you are injured badly enough that you can't move to a secluded area safely, then get into a comfortable
position and try to get your head off so that you won't overheat. Ask someone to get you medical assistance
and let the medics take it from there.
o If you are ill to the point of feeling nauseous, try to get away to a less crowded area and get the head off as
soon as possible. Do whatever you can to avoid throwing up in the head!
You are outdoors, and it begins to rain, storm, snow, etc.
o If there is a potential for bad weather during an outdoor performance, discuss the issue with your contact
before you suit up for the first time - find out what the event plans are and what you should do. Hopefully
you will be allowed to go in at the first sign of bad weather without hesitation.
o Do be aware that some mascot costumes are shipped out with explicit instructions that they are not to be
taken out in rain, snow, or other wet weather. Check the instructions with your costume, and if this is stated
and bad weather is expected, make your contact aware of this requirement. Remember that you are
responsible for the condition of the costume while you are using it, so don't risk damage from the weather if
the costume instructions explicitly forbid use in wet weather, even if stopping the performance means going
against the wishes of your contact.
o Also consider your personal safety. If you find that you can't keep on your feet when the ground gets wet,
then it's probably time to go in and take a break until things dry up. Don't risk falling and injuring yourself
or anyone else around you.
o Be creative - look around and see if there is a sheltered location that you can entertain from during bad
weather. Do consider whether going to that location could make it difficult for you to take a break when you
begin to get tired out. Ask yourself, are you willing stay out, risking having to dash through even heavier
rain later to get to your dressing room, or would you rather head on in at the first signs of rain?
A parent asks you to lift up your head to show his/her child that you're just a person, in an attempt to calm a child
who is scared of costume characters.
o This is a personal call that you will have to make on your own. My advice is as follows:
• Only consider doing this if you are playing a personal character or a generic character - never do this
if you are playing a mascot character. Licensing companies in particular are extremely strict about a
performer revealing his/her identity while performing a well-known character.
• If you do choose to oblige the parent, take the parent and child to a secluded area where no one else
can see you lifting up the character head.
• Don’t feel bad in turning down this kind of request. While understanding the nature of a costume
character can be comforting for a scared child, it’s a rather unorthodox request for a parent to make,
and it does go very much against the basic “maintain the illusion” concept of character performance.
Your event contact asks you to do something that you consider unreasonable.
o If you are performing your own personal character, then remember that your services are dictated by your
contract, so if the request falls outside of what you agreed to in your contract, you have every right to refuse
the request. Try to handle the issue gracefully at first, but if that doesn't work, firmly stand your ground.
o If you are performing a mascot character, then your options are a bit more complicated.
• If you have a contract, you can use it to guide you in deciding if you are required to follow a given
request.
• If you feel the request is unreasonable because if puts your health or physical safety at too much risk,
remember that as an employee (even a contract employee) you have a legal right to a safe workplace
and safe working conditions.
• In any case, if you cannot get anywhere with your event contact, try talking to someone in a higher
position (if such a person is available on site), or try calling the person who hired you - if you were
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hired via an agency, then you should have an agency contact who can help you. Let these people
guide you in deciding how to handle the situation.
If you ultimately feel that you have to walk out because you have no other option, get someone at
least semi-official at the event to sign your paperwork to prove that you did indeed show up at the
event, and then report the entire incident to the person, group, or agency that hired you as soon as
possible. If there were unsafe conditions, either with the costume or the environment, try to get
pictures to go with your report, as this will give you a stronger case for defending your decision.

How to be a Good Escort
• From time to time, any performer may be asked to escort another character performer. Here’s some tips for being a
good escort
o Be helpful, but not too helpful – remember that while the performer will need help with some things, s/he
will want to be as independent as possible.
o Be there when needed, but don’t get in the way. Stay back about six paces – close enough that you can jump
in if there’s a problem, but far enough back that the performer can be active without bumping into you.
o Watch for problems – especially ones that the performer can’t see. If part of the costume is coming apart or
pulling away, step up when there’s a break in the crowd and try to straighten it up.
o Learn to speak to the character (versus the performer) while still getting your points across. This keeps the
magic going while still allowing you to help the performer. Call the performer by the character name, and
describe things in terms that the character would be familiar with.
o Discuss hand signals with the performer before going out, and agree on some simple signals that you can
watch for. Some good ideas are signals for “I’m ready to leave”, “I need help”, “Get this person away from
me”, and “I’m okay with the situation”.
o Watch the time and encourage the performer to be safe. Listen for excessively heavy breathing or visible
signs of shakiness or dizziness. If anything seems amiss, don’t be afraid to suggest to the performer that s/he
go in for a break.
o Don’t forget to be a PR person for the character – you are the character’s voice, so talk to people about the
character – why he’s there, what he represents, etc. Answer any questions to the best of your ability, but do
be very cautious in making up answers to questions about a well-known mascot.
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