
 

 

 

 

 

 

 

Transforming your classroom 

 
A common challenge often perceived by teachers is lack of space for activities such as drama. Hall spaces or 

areas outside are considered to be best for these activities and, in most schools these are at a premium – 

especially on rainy and cold days when hall space inevitably get booked up for PE. 

Ironically, whilst these larger spaces are great for activities that require large amounts of movement i.e drama 

games that might offer students the chance to move quickly between each other, the ideal space for a drama 

activity is in fact your classroom. 

We want to record all outcomes from drama activities and to allow students the chance to affix written and 

creative outcomes on walls as they work, developing the space they are in to become a ‘creative studio’ that 

continues to evolve as learning journeys progress and providing ample opportunities for future reflection. 

Activities that occur in the hall result in all written and creative outcomes being bundled up and transported from 

and to the classroom – additional strains on limited timeframes, especially when combined with the time it takes 

to line up and transition between each space. 

As you read this, you might be thinking about or looking at your own classroom and wondering how on earth 

drama could take place in a room filled with desks and chairs. The answer lies in the power of your students – 

‘your company of young creatives!’ 

The process: 

1. Inform your students that you need their help: you want to be able to transform the class into a ‘creative 

studio’ on a regular basis, you need it to happen quickly and safely, and you need ample space in the 

room to allow them to move freely. 

2. Ask them to identify the furniture that will need to be moved i.e. tables and chairs. 

3. In groups, they can work together to map out locations for table and chair stacking. They should make 

allowances for any furniture that will not stack i.e. chairs and tables that have different legs etc and 

ensure they create a plan that allows for like to be stacked with like. 

4. Present plans and decide on the best version. 

5. Allocate roles and responsibilities for each member of the class: some will be in charge of tables in one 

area; some for chairs in that area; some will be ‘safety movement officers’ who are responsible for 

ensuring that the required number of students carry out each task and do it safely. 

6. Have a practice/trial go and identify any tweaks that might be needed to make the plan as smooth as 

possible. 

 

Preparing for Creative Learning Activities 

 



7. Reattempt the classroom transformation with a timer on the whiteboard. Students should attempt to 

transition the class and meet you in the centre of the classroom, standing in a circle within the shortest 

time possible. 

8. Once students have all completed the task and moved to stand in the circle, carry out the ‘position of 

drama’ movements and another warm up of your choosing before returning the class to it’s original 

layout – again using the timer. Students will move to sit on the carpet as soon as they have completed 

their task. 

9. Carry this out first thing and at the end of the day for 3 days, attempting to beat the time on the board, 

and you’ll find that you have a class of expert ‘creative studio makers’ by the end of it. 

10. You now have a flexible creative space! 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

Position of Drama 
Time required: 3 minutes 

Useful for: 

• Creating focus within the group 

• Removing awareness of clothing and any self consciousness 

 

Activity Top Tips 

Ask all students to stand in a circle and ensure they are spread out so that each feels 

they are standing in their own space. 

 

Tell them to watch you carefully and copy all of the moves you make. Tell them you will 

count as you carry out the moves, they do not need to count as well – only copy your 

movements. 

 

Start with your feet together and follow the following steps, counting as you go: 

1. Move your feet into a first position (toes pointing out and heels together) 

2. Lift your heels and move them apart so that they are in line with your toes. Your feet 

are now facing forwards and hip-width apart 

3. Shrug your shoulders up  

4. Let your shoulders drop 

5. Take a deep breath in 

6. Let your breath out 

7. Imagine a thread that’s coming up from the floor, up your back and out of the top of 

your head, use your hand to pull the string up towards the ceiling, so that you are 

standing tall and straight. Give your knees a wiggle. 

8. Bring your hand to your side, roll your shoulders back and become aware of your 

hands as they hang by your side 

 

They are now all standing in the position for drama. 

Once students are 

familiar with the 

movements, this 

activity can be led by a 

student who has 

perhaps struggled to 

find their voice in class 

– to give them a time to 

shine! 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Warm Up Activities 

 



 

Shakes 
Time required: 3 minutes 

Useful for: 

• Warming up limbs 

• Creating group focus  

• Bringing voices into the room 

 

Activity Top Tips 

Ask all students to stand in a circle and ensure they are spread out so that each 

feels they are standing in their own space. 

 

With students standing in the position for drama (see notes for creating this 

position), Ask them to raise their right hand in the air and shake it whilst joining 

you in counting from 1 to 5. They should then lower that hand to their side. 

 

Now ask them to raise their left hand and repeat the shakes, again counting to 5. 

 

Move on to their right foot and shake it as you all count to 5. 

 

Repeat with their left foot, counting to 5. 

 

Returning to the right hand, raise it and this time only count to 4. 

 

Repeat with the left hand, right foot, left foot, each time counting to 4. 

 

Return to the right hand and count to 3. 

 

Repeat with the left hand, right foot, left foot, each time counting to 3. 

 

Repeat the shaking of all limbs in the same order, reducing the counting to 2 and 

then only saying 1. 

 

End with a whole body shake. 

Once students are familiar 

with the movements, this 

activity can be led by a 

student who has perhaps 

struggled to find their voice 

in class – to give them a time 

to shine! 

 

 

 

 

 

 

 

 

 

 

 

 



Fruits 
Time required: 3 minutes 

Useful for: 

• Promoting inflection and animation  

• Developing all vital skills required for speaking and reading aloud.  

• For character work when giving a character a voice for performance 

 

Activity Top Tips 

Ask all students to stand in a circle and ensure they are spread out so that each feels  

 

Stand in a circle. 

 

Stretch your mouth in a big yawn and chew an imaginary, expanding toffee. This time 

the toffee is taking on the flavours of different fruits... 

 

Inform the class that they should copy you as soon as you announce the flavour. 

 

Call out a fruit name using a distinct character voice and give your fruit an action. The 

class should copy your voice and action as they state the fruit name you have chosen. 

 

You can explore a medley of different fruit characters, using call and response with an 

action. How you characterize each fruit doesn’t really matter: 

- A Machiavellian blueberry 

- A regal raspberry 

- An enthusiastic banana 

- A cool pumpkin 

- A posh strawberry  

- A short, sharp and cheeky lime.  

 

The important thing is that the characters are distinct and fun, and vowels and 

consonants emphasized to give your pupils a warmup.  

 

This activity is fantastic 

for creating character 

voices from texts and 

topics you are 

exploring – ask your 

students to see if they 

think any of the fruits 

remind them of 

someone in your class 

text or topic.  

You can swap out fruit 

names for words and 

short phrases 

characters might say. 

 

WHY NOT Students 

LOVE this activity! 

You’ll find they are 

keen to create their 

own fruit characters 

and will be able to lead 

the activity soon after 

being introduced to it. 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Group Speeds 
Time required: 5 minutes 

Useful for: 

• Creating class cohesion and rebalancing of students to work with alternative class members 

• Behaviour for learning in a new space 

• Developing awareness of self, others and the space you are in. 

 

Activity Top Tips 

With all students standing in a circle and in the position of drama. 

 

Tell the students that we’re going to prepare for working physically by walking 

around the space. To do this we’re going to play a quick game! 

 

Hold up your hand and show students your invisible remote control. This control 

has the power to control the speed of every actor in the room.  

 

Tell them that, as they stand in the circle, they are at a group speed of 0. You’ve 

actually had them programmed to that speed since they joined the circle and they 

have shown exceptional skill already – they’ve all found the same speed without 

even discussing it! As a group, they have all decided that a speed of 0 is to stand 

still.  

 

The fastest speed is a 10. This is not running, we never run in the ‘rehearsal room’, 

instead 10 is as fast as when a grown up hands you by the hand and makes you 

walk at super speed to catch a bus before it leaves. You will only go to this speed 

when you are certain of their acting abilities. 

 

Tell them that when you say go, you would like them to start walking around the 

hall at a group speed of 3. Say “Go!” 

 

As students walk, you can ensure that all are on task by saying the following: 

“If you think you are moving too fast, you probably are.” 

“If you think you are moving too slowly, you probably are.” 

“If you feel as though you’re just going round and round, change direction – we 

have one life so let’s make it interesting!” 

“If you feel like you keep seeing the same person, change direction, choose your 

own path. You are special and unique.” 

“If you feel like you’re too close to other people, change direction, find your own 

spaces.” 

“Don’t let anyone guess which direction you’re going to walk in next!” 

 

Change group speeds up or down and repeat the call outs to ensure all are 

focused. 

 

Now call out “Stop!”. Move into ‘Stop/Go’ (see next activity) 

 

This activity should be 

followed by ‘Stop/Go’ for 

full effect. 

 

With younger children, start 

at a slower speed like a 1 or 

a 2 and build up speed from 

there. 

 

At 1, students should feel the 

parts of their feet as they 

touch the floor and how 

their bodies are moving 

with each step.  

 

 

 

 

 



Stop/Go 
Time required: 5 minutes 

Useful for: 

• Creating group focus and listening skills 

• Behaviour for learning in a new space 

• Creative thinking skill development 

 

Activity Top Tips 

With your class spread out around the space and moving at your chosen ‘Group 

Speed’, call “Stop!” 

 

Tell them that their ‘stop’ was good but not quite what you were looking for: they are 

now in your video game and, when you say “Stop” it’s as if they have been paused – 

not a hair should move, an eye flicker. When you say “Go”, it’s as if you have pressed 

play and they should move exactly as before. 

 

Call “Go” to allow them to move again.  

 

Play with calling “Stop” and “go” for a minute to ensure they’ve all grasped the 

activity and have perfected the stopping. 

 

Now tell them that the video game controls have gone a bit wrong. When you say 

“Go” you actually mean “Stop” and when you say “Stop” You actually mean “Go”! 

 

Play out for a few minutes and enjoy! At the end of the activity, you will have a class 

of students with heightened listening skills and will have rebalanced the room to 

allow students to work with those closest to them rather than the friends they may 

have started working with. 

 

With younger children, 

start at a slower speed 

like a 1 or a 2 and build up 

speed from there. 

 

At 1, students should feel 

the parts of their feet as 

they touch the floor and 

how their bodies are 

moving with each step.  

 

WHY NOT Build on the 

activity to add jump and 

clap?: 

Tell students you jump 

because you are nervous 

or afraid and you clap as 

if batting something or 

someone away/trying to 

catch a fly 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



123 
Time required: 5-10 minutes 

Useful for: 

• Great as a starting point for partner work. 

• Exploration of challenges and fears we all feel at the prospect of ‘getting something wrong’ and instills an 

understanding that mistakes are great – they mean we are working beyond our comfort zones, trying our 

best for ourselves and our partners and also open us up to learning new things! 

• Bringing laughter into the room and results in heightened concentration, shared pride and a united group 

of learners. 

 

Activity Top Tips 

Begin by asking students to move around the creative space (use the ‘Group Speeds’ 

activity to ensure focus and behaviour for learning. 

 

Call “stop” and ask students to get into pairs with the person closest to them  

 

Tell them to stand a meter apart and face to face, making eye contact – they should 

make a silent commitment to each other to try as hard as they can, to be the best they 

can be for the partnership. 

 

Ask them to count to 3 collectively. First person says 1, second person says 2, first person 

says 3 and so on.  Model with a student or class adult. 

 

After allowing them to try it out, pause the class. Tell them you hadn’t specified that 

speed was important – no slow counting allowed! Play out again. 

 

Pause the class. Ask them how it feels. Is anyone finding it more challenging tocount to 3 

than they thought? Has anyone made a mistake? That’s great if so! 

 

Tell them that you would now like them to change their thinking – mistakes are fantastic 

as it means we’re trying hard, challenging ourselves and trying something new. They 

should be celebrated. Tell them to celebrate their own mistakes and those of their 

partner with a clap or cheer. Play out. 

 

Pause the group and explain that you’re going to change things a bit.  

 

First, you’re going to remove saying “1” and insert a clap. Play out. 

 

Next, you’re going to remove saying “2” and insert a stamp. Play out. 

 

Lastly, you’re going to remove saying “3” and insert a shimmy.  They are now going to 

use only actions – no numbers at all! Play out. 

 

Pause the class and capture thoughts. Who preferred using actions over numbers? 

Why? 

 

Explain you’re now returning to 1-2-3. The actions are gone!  

 

It’s time for the 1-2-3 Olympics and each partner knows that they are destined to win. 

This is a great warm-

up activity before any 

form of learning that 

might require 

students to stretch 

themselves, problem 

solve and/or work in 

a partnership or 

team. 

It is numbers-based 

so is a great mental 

warm-up for maths! 

  



Go back to using all numbers.  

 

Play out. 

 

Review:  

a. What did they notice?  

b. Who found it easier than when they started?  

c. Why do they think that is?  

d. What can you take from it in the rest of the work you are going to do 

together?  

2. Capture thoughts as a starting point to shape you’re class’s agreed approach to 

creative work and other learning. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Meet the Boss 
Time required: 10 minutes 

Useful for: 

• A fun and energetic warm-up game 

• To prompt thoughts how to communicate messages and stories non-verbally 

• To  inspire conversation about what makes clear, engaging storytelling 

Activity Top Tips 

Stand facing your group and highlight the space they will be using to carry out the activity: 

“This is our office, come into the office. In the office we do two things – read (mime reading a 

book typing and encourage them to copy) and type (mime typing and encourage them to 

copy). 

 

Ask students, “Who wants to be the boss?”  

 

Take a volunteer (preferably a student who would not typically be chosen for a lead role – a 

quieter child, etc) and sit them on a chair with their back to the group.  

 

Tell the class, “If at any time the boss turns round and sees you not reading or typing, they will 

fire you. If you are fired you must move to sit XXXX (indicate the area they should move to – it 

should be a location that allows them to watch as the game plays out)” 

 

Now ask, ‘Who will be the person is late for work?”  

 

Choose a volunteer.  

 

Explain that the person who is late will leave the room and everyone else will make up an 

excuse for why they’re late, e.g. “My bicycle had a flat tire/the bus was late/my dog was sick”. 

 

When the ‘late employee’ arrives, the boss must ask, “why are you late?”, and everyone 

should mime the excuse until the late employee has correctly stated the reason why they 

were late by studying the mimes they see. During this time, the suspicious boss should 

continue to check his employees are on task. 

 

Important rules: 

a. If the boss turns around and catches anyone not ‘working’, they are out 

and must leave the office (sit in the designated area- they can come and 

watch from behind the late employee.) 

b. Employees can ONLY mime – mouthing words or making any sounds will 

result in an immediate loss of their job! 

 

 

WHY NOT Once your 

students have understood 

the game fully, you can 

change the characters and 

reasons for being late to fit 

either a narrative or a topic 

you are studying, for 

example: 

- A Roman Emperor 

questioning one of 

his workers as to 

why they are late. 

- An astronaut who 

had returned to 

Earth later than 

planned due to 

challenges faced 

as they travelled 

through space. 

- A character in a 

fiction text arriving 

late, with reasons 

for the delay linking 

to events in the text 

Students can adapt the 

duties adopted by the 

‘employees’ – they could be 

building, painting, dancing, 

bees collecting nectar… 

anything that would 

appropriate to the text or 

topic you are studying. 

 

 

 



 

 

 

Value Continuum 
Year Group: Year 3+ 

Time required: 5-10 minutes 

Useful for: 

• Establishing different levels of understanding 

• Encouraging students to think independently and to voice their own thoughts 

• Creating mixed ability groups based on knowledge and understanding of a text 

 

Activity Top Tips 

Tell the students that you would like to carry out an activity that will allow them to share 

their thoughts and opinions. Tell them it is called a Value Continuum and explain that 

they will be using the entire length of the hall/room to share their opinions. Move to one 

end of the hall/room and tell students that if they really agree with the statement you 

make, they will stand at this end. Explain the following areas to them as you move into 

them: 

- The other end of the hall/room is where they will stand if they really disagree with your 

statement 

- The middle of the hall is where they will stand if they neither agree or disagree with 

your statement 

- The area between the ‘agree’ end and the middle of the room is where they will stand if 

they agree slightly more than they disagree 

- The area between the ‘disagree’ end and the middle of the room is where they will 

stand if they disagree slightly more than they disagree 

 

Start with a neutral statement first that will evoke opinions from them i.e.: chocolate is 

better than crisps, playing football is the best way to spend a lunch break, reading is 

better for you than playing computer games. Call out the statement and allow students 

to move to the area of the hall they feel most reflects their opinion, counting down from 

10 and ensuring all are in place by 0. 

  

Enter into a few of the areas and act as a reporter with an invisibly microphone, asking 

selected students whey they have chosen to stand in that location and to explain their 

thoughts regarding your statement. Ensure that all other students are listening to 

responses and invite them to move position if the find they are standing with someone 

who feels more or less strongly about the statement. 

 

Now move on to a text specific question by calling out the statement: “I know the story of 

Story Name really well”. Again allow students to move and count down from 10. Repeat 

the questioning and allow students to adjust their position based on the level of 

knowledge expressed by the students you speak to. 

 

This activity ideally 

follows Position of 

Drama and 

Stop/Walk Go 

activities (see notes) 

and can lead straight 

into the Story 

Sequencing and 

Freeze Frame 

Activities 

  

 

Assessment for Learning 

 



Select 5 students from the end of the hall that shows they are most confident in their 

knowledge of the story. They are the team leaders! Give each a number and direct them 

to an area in the hall or room. Tell them to hold up the number you have given them 

using their fingers. 

 

Now move down the hall/room from most to least confident, assigning a number to 

each child and directing them to the corresponding number group. 

 

Invite all groups to sit in their space. You should now be looking at a hall/room full of 

mixed ability groups of the same number and are ready to move into the Story 

Sequencing activity! 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

And Then  
Time required: 5 minutes 

Useful for: 

• Narrative recollection  

• To ensure all class voices are heard – even your most reluctant speaker will use the words “and 

then” and, without knowing it, will have been heard by the class and become a part of the sharing. 

 

Activity Top Tips 

Invite students to sit in a circle. 

 

Show either a prop from the story you are exploring OR a red ball of thread. 

 

Explain that you are going to retell the story as a group and that you’re going to achieve 

it in a minute! (This is an over ambitious amount of time but it establishes a need for pace 

and helps to quash nerves for anyone thinking they’ll need to talk for a long time! 

 

Explain that you will start and that you’ll then pass on the prop or string to the person 

next to you 

 

You will only give the first tiny part of the story – the shortest sentence, the first small 

event in the story. You will then say “and then” and pass on the prop/string. 

 

Each student should copy you. They can only state the one tiny event that happens after 

the event just recalled/told and they must then also say “and then” before passing on 

the prop/string 

 

Explain that anyone who suddenly can’t remember the next tiny event need not worry! 

They just need to take the prop/string, say “and then” and can pass it onto the next 

person! 

 

Recall the short time frame and ask the students if they think you can do it… you’re a 

story retelling team! You can do it! 

 

Play out. 

 

 

 

 

 

 

 

 

 

 

 

This can be used to 

recall fiction texts, 

stories from RE and 

History, scientific 

processes and 

Geography based 

events. 

 

 

 

Narrative 

 



3-2-1 Reduction  
Time required: 15 minutes 

Useful for: 

• Whole class retelling the narrative you are exploring 

• A partner-based and fast-paced activity that ensures even your quietest student will get involved, caught 

up in the momentum and animation in the room. It boosts confidence levels immediately 

• Consolidating narrative knowledge  

• Highlighting effective techniques for performance, speaking for a purpose and storytelling 

• Developing awareness of story structure and increases awareness of timing and pace  

• Making participants aware of their own style of telling 

• Quickly finding the bones of the story as students discover their internal story editor.  

• Creating a story that can be built upon, adding in character and landscape or to generate a new story 

 

Activity Top Tips 

Recall the story/narrative you have been exploring using story points or the ‘six-part 

story method’ (see activity) or tell your class a new fairy story or folk tale that lasts 

between 5-10 minutes. 

 

Use the ‘Position of Drama’ and ‘Group Speeds’ to focus your class and move them 

around your creative space and adjust social divides. 

 

Call ‘stop’. 

 

Now ask students to partner with the person closest to them. 

 

Explain one is A and one is B and ask As to wave at you without allowing time for 

conferring between partners. 

 

Tell them that B is going first (or, if you have recently used this technique, ask As to 

go first– typically the person most used to leading raises their hand and we want all 

young people to have a chance to lead!) 

 

Explain that the person going first must retell the story you have been exploring. 

They will only have 3 minutes to do it! 

 

Start your timer and call ‘go’!  

 

Give them 3 minutes each to tell the story as best as they can.   

 

Make note of techniques you see and, if possible, video and/or take photos for 

reflection later. 

 

Call ‘stop’. Reflect as a group: 

- How did that feel? 

-  What did they notice? 

- Did anyone tell the whole story? 

- If so, how? Did the speed up? Miss things out? 

- Any parts of the story people really lingered on? 

- What techniques did the observers notice? – hand, voice, facial animation? 

This can be used to recall 

any narrative, across the 

curriculum. 

 

 



 

Now explain it’s the turn of the listener to tell the story! This time they only have 1.5 

minutes! Remind them to breathe and use full sentences. 

 

Start the timer and call ‘go’,  

 

Make note of techniques you see and, if possible, video and/or take photos for 

reflection later. 

 

Call ‘stop’.  

 

Reflect on what they found difficult and what they found easy. What techniques did 

partners use? Was anything missed out or lingered on? 

 

It’s time for the last round! returning to the person who spoke first, inform them that 

they now have only 45 seconds to tell the story.  They cannot speed up or bullet 

point. They must breathe and speak in full sentences.   

 

Start your timer and call ‘go’!  

 

Reflect: 

- What happened as we shortened the storytelling time? 

- Were there any chances in use of hands, bodies, faces and voices? 

- Did any one finish? How? What did they do? 

 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



The Bones of the Story – Story Mapping  with Story Stones 
Time required: 20  minutes 

Useful for: 

• This approach builds on from 3-2-1 reduction in supporting children to identify the big shapes of any 

story. If children are preparing to retell a story, or even to craft their own narrative, it can be 

overwhelming to try and hold every detail in your head.  When creating, then telling or writing their own 

narrative or recount, having a good grasp over the key events – the bones – of the story means that they 

can think about how to pace these out, how to transition the listener or reader from moment to moment, 

and where they might choose to sit in a moment and embellish it with description, with tension, with 

dialogue, etc.  

• Children might use a wide range of methods (e.g. storyboards, story maps or story stones) to capture 

these key events. Some children will prefer a visual representation of the key moments, otherwise will 

prefer to use words or short phrases, others might prefer a mixture of the two.   

• When children are ready to tell their story, having their story stones or story maps to hand will support 

them in structuring, shaping and pacing their narrative. 

 

Activity Top Tips 

If necessary, start by retelling the story around which you are focusing the work. 

 

In small groups, ask children to discuss and then select what they believe are the most 

important ingredients and moments in the story.  The elements, without which, the 

story wouldn’t work.   

 

Challenge them to aim to have no more than 5 or 6 elements. Really encourage the 

children not to think about the tiny details, like what they said or where they were, but 

the main structural features of the story, for example, in the case of the story shared 

during the training day, those elements might be: 

a. We meet a hard working and skillful midwife 

b. She is called on by a Fairy King disguised as a tall, strong dark haired 

man 

c. She is taken to the fairy kingdom and helps the queen give birth 

d. She gets ointment in her eye that is only meant for the baby 

e. Later, she sees the fairy king 

f. He takes her sight from the eye that can see him 

Hand out stones and pens and invite students to either draw an illustration of each 

moment on each stone OR to write a key word/key words on each if they find drawing 

challenging 

 

The children can then practice retelling the story by selecting and moving the stones. 

 

 

 

 

 

 

 

 

 

 

Story Stones can also 

be used to generate 

stories. For example, 

you might work with the 

children to create one 

set of stones painted 

with a variety of 

characters familiar 

from traditional tales, 

another with different 

settings, perhaps 

another with significant 

objects. Children can 

then play a game in 

which they draw out 

two characters, an 

object and a setting and 

use to these to begin to 

devise and develop 

their own story.  Adding 

another setting might 

suggest a starting point 

for a narrative that 

includes a journey.  The 

object might be 

something that they 

desire and are 

searching for in the 

story, or an item that 

helps them in their 

quest.  

 



 

You can build on this by providing paper speech bubbles and allowing students to 

write memorable descriptive language, transitional phrases that move the storyteller 

from one section to the next or paper thought bubbles to detail key emotions felt by 

the characters at different points of the story. They can combine these with the stones 

to add further detail to their story telling. 

 

 

As in the workshop, you can then brainstorm 

alternative locations and characters from the world 

you are exploring i.e. Blackpool. 

 

 

As mentioned in the 

Storytelling and 3-2-1 

reduction activities, in 

addition to working with 

traditional tales, myths 

and legends, this 

exercise can be used to 

encapsulate any 

narrative – recent, 

historical and fictional.  

Children can use this 

approach to take a 

short story or 

picturebook down to its 

fundamental elements, 

but they can also use it 

to draw out the most 

significant moments 

during the Roman 

Invasion of Britain, the 

key facts in Eweka’s rise 

to power in the Benin 

Kingdom, the formation 

or discovery of fossils, 

etc.  Story stones can 

be effectively used to 

capture each element 

of a school visit or 

residential, with one 

image per stone 

summarising one key 

event or moment from 

the visit.  Children can 

then select the 

stones/moments that 

they would most like to 

write/talk about when 

presenting their 

recount.   

 

 

 

 

 

 

 

 

 



Six Part Story Method 
Time required: 20 minutes 

Useful for: 

• Learners of all needs and abilities 

• Physicalizing the typical ‘story mountain’, creating a 3D method of identifying the key narrative events. 

• Developing  literacy skills, oracy, language, listening skills and confidence. 

• Focusing on individual parts story per chair, removing anxiety to tell the story and promoting behaviour 

for learning as students increase their focus on the activity in case they are chosen next! 

 

Activity Top Tips 

Place 6 chairs in a row opposite your learners. 

Label the space above each chair with the following: above each chair or space as 

follows- 

Characters  

Environment  

Mission 

Obstacle 

Help 

Resolution 

Now you can create your own ‘Story Machine! 

Place sentence starters on each of the 6 chairs: 

Once upon a time there lived… 

They lived in… 

One day they decided… 

But the problem was… 

Thankfully… 

Which meant… 

Now explain to your students that they are going to retell the narrative you are exploring 

together. 

Invite one student to sit in seat 1 and to pick up the sentence starter “Once upon a time…” 

Explain that they will be responsible for starting the story and telling the audience who is in 

it – the key characters. 

Play out. 

Invite another student to sit in seat 2 and to use the “They lived in…” sentence starter as 

they give the audience a description of the location, the world of the story. 

Move through each of the chairs, selecting students at random. 

Each student should pick up from where the previous student left off and include as much 

detail as possible. 

Use this activity 

across the 

curriculum to 

identify key 

moments in 

narrative arc. 

 

 



Play out with different students taking turns to tell a part of a shared story, using the chairs 

to tell individual 

stories (with one 

student moving 

from chair to 

chair) or to 

create brand 

new stories, with 

students using 

ingredients they 

have been given 

from previous 

speakers to 

take the story in 

their own 

direction – you 

are guaranteed 

to get some 

great and 

possibly 

amusing stories using this last approach!  

 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Groups, Pairs and Shapes 
Time required: 10 minutes 

Useful for: 

• Creating a collaborative working environment 

• Developing creativity in the way we use our bodies 

• Removing social divides and self-awareness 

• Preparing for freeze frames or world of the story activities 

Activity Top Tips 

Using group speeds (see notes for activity), ask the class to move around the space at a 

group speed of 4. 

 

Ask them to get into groups of 3 and count down from 5. 

 

Tell them to walk again at a group speed of your choice and then call out: “Groups of 5!”. 

Count down from 5. 

 

Repeat the activity, this time asking them to get into groups of 4 or 6. 

 

Lastly, after asking them to walk around the space again, ask them to partner with the 

person closest to them and count down from 3 to 1. 

 

Tell them that they are now going to work with their partner to make the most interesting and 

original shapes they possibly can.  

 

After modelling (see Top Tip), as them to make the smallest, most interesting shape they 

possibly can and count down from 10 to 1. Tell them to freeze and spotlight one or two great 

examples. Tell all the others to relax and to look at the shapes created. Ask: “What is 

wonderful about this shape? What makes it so interesting? What could it be?” Use this shape 

to highlight partners who have worked well together to make something beautiful. 

 

Repeat the activity, asking for the most interesting spiky shape they can possibly make/ the 

most interesting tall shape/ the most interesting wide shape/ the most interesting twisty 

shape. 

 

Model making a shape with a 

class adult or student, to 

ensure that all partners 

understand how to work 

together. Show the class an 

example of making the 

widest shape possible with 

your partner. Make sure that 

no part of your body is 

touching your partner. Ask 

them to tell you if you have 

made one or two shapes. 

Ensure that they have 

identified that you have 

made two shapes as no part 

of your bodies are touching. 

Explain that at least one part 

of their bodies must be 

touching – it could be just a 

fingertip or toe. This last 

option will be useful for any 

students who struggle with 

peer interaction and/or 

proximity t others. 

 

WHY NOT Link the shapes to 

locations in your class text? 

Ask the students to think of a 

location in the text you are 

reading or subject you are 

studying and ask them to 

think of what the shape 

might be within that setting 

i.e. a twisty vine, a spikey 

tree, a rock on a mountain.  

 

 

 

 

 

World of the Story 

 



See it Be it 
Time required: 5-10 minutes. Useful for: 

• Physicalizing objects, locations and moments in a narrative.  

• Working collaboratively, sharing knowledge and experiences to recreate aspects of a narrative or topic. 

• Establishing key features and elements of a narrative or topic. 

• Creating 3D images that can be photographed for use in future activities. 

Activity Top Tips 

Begin by inviting the class to move around the creative space using ‘Stop/Go’ 

 

On ‘Stop’, ask them to form groups of 5 or 6 (depending on class size) with the people 

closest to them. 

 

Explain that, if you had the budget, you would take them to the world in your story/topic 

but, instead, you need their help to recreate important locations and objects from the text. 

 

Inform them that they will have 20 seconds to work as a group and to create the scenery or 

objects you give them. 

 

Call out the first location or 

object. This might be: 

a. The 

Blackpool 

Tower 

b. Central Pier 

c. Blackpool 

Mirror Ball 

d. The Big One 

Or any key 

object or 

location 

from any 

other text or 

topic you 

might be studying 

 

Count down from 20 and call ‘Freeze’! 

 

Now spotlight the most successful recreations, inviting students to comment on the 

features they recognise and reasons as to why the chosen group has been so successful: 

clever uses of body, clear signs of team work, interesting shapes, etc. 

 

Repeat with other locations or important objects. 

 

You can continue to list locations and/or objects or progress to scenes, for example: 

e. A wedding 

f. A battlefield 

g. An alien sighting. 

 

Take photos for reflection after the activity. 

Use this to assess 

existing knowledge 

of your students 

and to establish 

the core features 

of any object, 

moment of 

location in any 

area of your 

learning. 

  



Sensory Mind-Maps  
Time required: 20 minutes 

Useful for: 

• Bringing the worlds in a story to life 

• Creating a multi-sensory version of the world 

• Developing descriptive language/word bank 

• Establishing a shared understanding of the locations in a text  

Resources:  

• A1/flip paper 

• Pens 

• Images 

 

Activity Top Tips 

Gather the class in front of you at either a whiteboard or in front of a flipchart. 

 

Ask the class to think about the story you are reading. They are going to work like 

directors – when a director starts working, he/she must think about how to make 

the worlds in the story they are telling come to life for an audience. Ask, “What are 

the main locations in the text?” Allow time for partners to share ideas and then 

capture. 

 

Show the class a mind map. In the centre of a large piece of paper or on your 

board you will have drawn a cloud. Around the cloud are five lines, each leading to 

one of the five senses: See, Hear, Touch, Taste, Smell. 

 

Select one of the locations and write it into the centre of the cloud. 

 

Now ask the class what they think they might see if they were in/at this location. 

Capture all answers. 

 

Move on to what they might hear. Invite them to use the things they have said they 

could see – would any of those make a sound? What else might be heard?  

 

Clarify that you would now continue to move through each of the senses and 

should have at least five-ten answers for each sense but now it’s their turn! Explain 

that they are now going to work in groups to create their own multi-sensory worlds. 

One group can complete the model you have started together. 

 

This activity can be grouped 

by abilities or in mixed ability 

groups. You could use the 

grouping activity (see notes 

for Groups and Shapes 

activity in Warm-up). 

 

WHY NOT Source images 

from magazines, fabrics and 

materials and allow time for 

students to collect any 

images, etc from your 

selection that might depict the 

world they have created? 

They can position these 

around their mind map to add 

an extra element and to cater 

to visual and kinaesthetic 

learning styles. 

 

FOR YEAR 3+: WHY NOT Use 

this activity to elicit a high 

quality written outcome? Once 

students have completed their 

mind maps, ask them to 

identify x3 opportunities to 

add adjectives, x2 

opportunities to add similes, x1 

metaphor, x1 example of 

personification and x1 

example of onomatopoeia. 

Each sense can then form a 

descriptive paragraph in a 

piece of writing about their 

location. 

 



All students should now get into groups of 5 and position themselves in a space 

and around their own blank mind-map (each will feature an empty cloud and the 

five senses). Ask groups to 

select one location from the 

list, making sure that each 

has chosen a different 

world. 

 

Allow 5 minutes for them to 

complete all areas before 

collecting pens and asking 

them to position their world 

so that it is visible to the rest 

of the class (ideally on the wall behind them or by someone holding it). Taking turns 

each group will present their world to the rest of the class.  

 

As in the workshop, you can use this activity as a lovely starter for See it Be it, 

inviting students to recreate things that might be seen in the world and adding 

sounds that might be heard. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

Role on the Wall 
Time required: 25 minutes 

Useful for: 

• Empathy with a character 

• Understanding emotions 

• Understanding of the way we present ourselves to the world versus how we feel internally 

• Development of vocabulary 

• Partner work 

Resources: 

• A1 paper/flip paper featuring a large, blank gingerbread man  

• Marker pens 

 

Activity Top Tips 

Part 1 

On a flipchart or whiteboard, capture a list of characters from your story or topic. 

 

Select a character from the list. 

 

Show students a simple gingerbread man shape. 

 

Explain that you are going to be thinking about the characteristics of this chosen 

character – the personality and emotional attributes of the character rather than how 

they look/the physical attributes. 

 

Ask students to think about how they feel when they wake up in the morning before they 

have seen or spoken to anyone or how they feel as they walk to the school gate before 

they see friends and teachers. Ask them to think about the thoughts and feelings they 

might have. Explain those are the inner thoughts, feelings, and emotions.  

 

Invite them to think about the character you have chosen. Ask, “how do you think they 

feel on the inside?”  

 

Fill the inside of the gingerbread man with adjectives, asking for explanations as to the 

offers given i.e. all students should give an adjective followed by “because” and their 

reason. 

 

Be mindful of different language abilities in the class and, if given an advanced level 

adjective or a simpler adjective, open it up to the class to think of other words that mean 

the same thing and capture both/all. 

 

Now move onto the outside of the gingerbread man and ask students to think about the 

person they when they meet someone they respect or who they are to their friends and 

teachers when they arrive at school – this is their outer self. 

 

This activity will be familiar to 

many teachers. It is used time 

and again. However, whilst 

the standard method results in 

a word bank that can be used 

to achieve great written 

outcomes, it is not entirely 

without fault, as some 

students will understand the 

breadth of adjectives listed on 

your character Role of the 

Wall but most will simply 

select vocabulary without fully 

comprehending its meaning. 

Our approach involves 3 parts 

so may require an entire 

lesson but will ensure your 

students have a full grasp of 

the adjectives listed and are 

able to confidently use and 

apply them going forward. 

 

WHY NOT You can carry this 

activity out at different parts 

of the story exploration and 

capture adjectives in different 

colours for each story event, 

at the end of a text and ask 

students to tell you the part of 

the story they are referring to 

when they name an 

 

Character 

 



Ask students to think about who the character is to the outside world, how would they 

be perceived by others? 

Capture adjectives around the outside of the gingerbread man, again asking for 

explanations to accompany the offers. 

 

Using post-its, invite students to capture ‘because statements’ to justify some of their 

choices. They should make references to narrative points and/or character actions.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Part 2 

Ask students to stand in partners and label themselves A and B. 

 

Explain that Bs will start and must chose an adjective from the outside of their 

character. They do not need to tell their partners. 

 

emotion/feeling/thought or 

give groups of students 

individual gingerbread men 

and allocate each group a 

part of the story, inviting them 

to complete one for each of 

the story events. 

 

WHY NOT use this exercise as 

a carpet session and to create 

a model before dividing the 

class into groups and giving 

each group other characters 

from the story. 

If working in groups, students 

should use the plenary part of 

the lesson to share their role 

on the walls and to consider 

how this affects the 

understanding of the story, the 

differences between 

characters or the emotional 

journey of one main character 

through the story. 

This is a lovely feeder for a 

diary writing activity! 



Explain that As are now mirrors for Bs. Their job is to do EXACTLY what B does in order 

to show 

them 

whether 

they have 

achieved 

the effect 

they wanted 

to i.e. bodily 

shape and 

facial 

expression. 

 

Count down 

from 10 as 

Bs form their 

statue and 

As mirror. 

 

Tell Bs to 

remember 

their statue and then switch roles. 

 

This time As must select an emotion from the inside of the character. 

 

Count down again. 

 

Ask As to remember their statues and allow them to all to relax out of their statues. 

 

Divide the class in 2 and, with half the class sitting, ask As and Bs in the other half to form 

their own statues. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Optional methods of interacting with the statues:  

- Place your hand on students’ shoulders one at a time asking them how they feel 

and why. 



OR 

- Whisper key character lines into the ears of selected character statues and 

invite them to repeat the line with the emotion they are feeling/have chosen. 

OR 

- Ask them to match the statues they see to moments in the narrative arc and 

move your statues to stand under each relevant story point. Photograph. 

OR 

- Speak to statues as a character from the text or topic, inviting them to respond 

as their own character. Capture or record responses and use later to create 

lines for characters in scripted scenes. 

 

Now, ask the groups to swap and, inviting the statues to sit and to become an audience 

whilst the previously seated group stand in their own statues.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 
 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 

 
Writing a Script 
 

This part of the project will be guided by Any and will start during his first workshop in each 

school.  

 

All activities included in this handbook will result in a wealth of resources to be pulled on at 

the time of script creation. 

 

We’ve included the following resources and a few note sheets for you to use with your 

students ahead of his arrival. 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Why not use the World of 
the Story Mind Map activity 

to support this stage? 

The Role on the Wall 
character activity can support 

in creating useful adjectives 
and Thought Tapping to gather 

thoughts, actions and 
dialogue for your characters. 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
S.E.B (Support, Extend, Build on) 

Time required: 25 minutes 

Useful for: 

• Use this activity at any moment that involves individual, partner or group work being shared and 

developed. It is great for developing shows, speeches and debates, for giving constructive feedback to 

develop a piece of writing or any other piece of learning that is receiving a mid-point developmental 

reflection. 

Resources: 

• A1 paper/flip paper featuring a large, blank gingerbread man  

• Marker pens 

 

Activity Top Tips 

Ask for 2 volunteers and select two students who are able readers – it will 

make this introduction session far less pressured and they should feel 

relaxed throughout the task.  

Explain to the class (including the volunteers) that the volunteers will be 

given something short to prepare but will not IN ANY WAY be the focus of 

the activity – the rest of the group will be as this activity focusses on how 

give feedback!  

Clarify that the volunteers will only have a short time – we definitely do 

NOT want a perfect piece – we need something to work with! 

Send the volunteers into a space in the room or into the hall and give 

them 3-5 minutes to read through the short scene you have given them a 

few times.   

Whilst the volunteers are preparing, show a slide or flipchart page 

featuring the 3 feedback comments the remaining participants will be 

asked to use: 

Support: “I really liked it when…” 

Extend: “Could you try…?” 

Build-on: “I wonder what would happen if…?” 

Explain that the ‘Support’ statement is really important as it will tell the 

volunteers what they should keep when they continue to work on their 

scene. It has to be given on its own and DEFINITELY not followed by a 

“but…” 

Moving on to the ‘Extend’ statement, explain that this is a chance for 

students to give ‘specific feedback’ – something that speaks to the 

delivery of lines, use of body language, pace, animation, emotion, facial 

expressions, positioning in the performance area, the way the two 

characters interact with each other.  

Now, explain the “Build-on’ statement: this is designed to add another 

layer to the scene – something that is not already there… for example: “I 

wonder what would happen if it was raining?”, “I wonder what would 

happen if one of you had a really bad headache?”, “I wonder what would 

happen if you were both waiting for or on a bus?” 

It is great for developing shows, 

speeches and debates, for giving 

constructive feedback to develop a 

piece of writing or any other piece of 

learning that is receiving a mid-point 

developmental reflection. 

Note: For the purposes of providing 

a clear model in this toolkit, we are 

using an example of a scene 

development based on a script for 

two people. It might be good to 

introduce this activity with 

something neutral/low stakes in 

order to play with the feedback 

styles and develop your students’ 

skills in giving meaningful and 

constructive feedback. After this, 

the feedback styles can be used 

time and again, at any moment that 

requires creative development. 

 

 

 
Giving Feedback 
 



Lastly, confirm that: 

 All feedback should be given clearly. 

Only one form of feedback can be given by one person at any 

time. 

They will be asked to rephrase the feedback if it is not clear 

and/or is more than one type of feedback i.e. a ‘Support’ followed 

by an ‘Extend’  

Call volunteers back. 

Assemble the class as an audience and invite the volunteers to share the 

piece whilst the others watch, reminding the volunteers that the focus is 

on the audience as ‘feedback givers’ and they are there to help! 

Give the volunteers rapturous applause after their sharing and praise 

their bravery.  

Refer to the feedback statements and invite the audience to give 

feedback – make sure students offer feedback across all areas as often 

they lean towards the ‘Support’ statement only, without realizing how 

helpful the others are! 

Allow for a maximum of 6 feedback statements, capturing them so that 

the volunteers can refer to them later. 

Explain to the volunteers that the feedback they have received are 

suggestions only, they can use all or some of them. 

Allow the volunteers to take the feedback back to their rehearsal space 

and give them 5 minutes to adapt their performance using the feedback 

comments. 

Whilst they prepare, reflect on the experience of giving feedback with the 

rest of the class- how did it feel? Was any feedback more or less 

challenging to give? 

Call the volunteers back and allow for a final sharing followed by epic 

applause. 

Ask the audience if the noticed any of the feedback being put into 

practice and what they thought. 

Now ask the volunteers: 

How it felt to receive feedback? 

How the feedback impacted their approach to their scene? 

If they feel differently about the second performance compared 

to the first? Why? 

You can: 

 End at this point, allowing everyone to applaud all contributions – 

the work of the volunteers and the ‘feedback givers’. 

Allow other pairs to have a go with a scene with the whole class 

giving feedback. 

Divide the class into groups of 6 and allow them each to work on 

a short scene for 6 people, allowing all groups to have a moment 

to receive feedback. 

Refer to your core area of class learning and explain that 

students will be supporting each other, by using the feedback 

statements, to create the best written/creative/deign piece ever! 

 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Templates and Pages for Note 

Taking 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



World of the Story Mindmap Template 
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Role on the Wall Template 
 
Character name:………………………………………………… 
  
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Setting Notes Page 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Character Notes Page 
 
 
 
 
 
 
 
 
 
 
 


