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STORYTELLING ACTIVITIES
The following descriptions are for activities that are adaptable and to serve various purposes.  They are mainly to get participants telling and retelling stories orally, or creating new, original stories through means of the oral activities involved.  They can be expanded or linked to various curricular subjects.  The facilitator should feel free to adopt them to his or her own style and purpose.

Planning and Preparation

It is important to know the stories you wish to tell, and to practice them before telling them to the students.  You can only tell a story that you like, so don’t try to tell a story just because you think you should, or because it fits a particular topic or part of the curriculum.  This goes for the activities in this handbook as well.  There is no need to do all the activities here, do those which work best for you and that appeal to you and fit your lesson plans and objectives.  As with the stories, the activities and games will work much better if you are totally familiar with the details, have any materials prepared in advance, and have had a chance to practice the activities as well.

The space that you use is important.  Have enough room for the participants to sit comfortably, in a cosy way for the storytelling and for those activities that don’t require space. Be sure the space is adequate for those activities that are active and need lots of room.  Not only should you pay attention to the arrangement of space and the size needed for your activities, be aware of room temperature so that it is not too hot or cold, make sure the floor is clear and safe with no danger from piles of objects, broken furniture, torn carpets, and so on.  Also be aware of the light source—be sure that the sun is not in anyone’s eyes, and that artificial light is adequate and pleasant for any activities you do.   Have materials ready—paper, markers, pens, pencils for story mapping and character mapping, recording equipment for when you wish to tape any oral work for the record, or just to help everyone’s memories until the next time you do the activity, and so on.  

Leading and Organising Groups; Rearranging Groups into Smaller Groups 

Some teachers are nervous when children push the tables and chairs back, and begin to work in pairs or small groups, and to make more noise than is usual in the classroom.  Learn to distinguish between healthy, productive work noise and noise that indicates the participants are ‘off-task’.  Set up guidelines from the beginning, emphasising that a good storyteller is also a good listener.  It is important to take turns, to raise hands, to listen to what others say.

Many teachers and workshop leaders have ‘games’ (counting out, naming, rhymes, rhythms or songs) that organise large groups so that they quiet down when some one needs to speak to them, or these are used as signals to have them come together as a large group or split up into small groups.  Establishing a hand-clapping rhythm when you want their attention, and then have them echo that rhythm (such as: CLAP CLAP, CLAP CLAP CLAP, CLAP CLAP CLAP CLAP, CLAP CLAP!) is a good way to stop a noisy activity and get everyone to attend what you need to tell them.

Sometimes you may wish to organise the groups yourselves, placing ‘rules’ for a particular activity such as: ‘Choose a partner with whom you have never before worked’, or, ‘Each group must have at least one girl and one boy in the group’.  Or you  may even wish to work out beforehand who has what partner or is in what group.   You may wish to do this to assure a mixed ability in each group, so that more confident or stronger children will encourage the shyer ones.  It is important to vary partners and groups,  and the ways that you arrange participants into partners and groups.

Records: Keeping Notes and Journals

It is important to keep track of what activities and stories you do from one day to another.  Even if you’re sure you’ll remember, so much happens in a school day or between class visits that it is easy to get muddled.   If you make general lesson plans, and/or keep a journal or diary into which you can write notes as soon after you finish a session as you can, it will help you plan and certainly save time.  List at least the things that you did, and if possible a list of things you hope to do the next time.  It is extremely helpful to write down any observations you make, comments the participants make, and other qualitative evaluations of the activities, though these can take more time and are sometimes more difficult to remember given how long it might be before you get a chance to write anything up on a particular session.

Evaluating and Assessing Work
Many adults seem to want to see a polished, slick ‘professional’ piece of work.  Whenever evaluating or assessing beginning storyteller’s work, it is best to break the elements of the storytelling down and think about what the activity is focusing on.  I find it useful to think about four elements:  the quality of the story itself; the richness of language; the style of storytelling (is it theatrical, traditional, simple, dramatic, complex, using puppets or props, and so on); techniques and skills (volume, tempo, vocal dynamics, etc.).   

It can be helpful to have participants give each other feedback, but this is a delicate and sensitive area.  It needs to be modelled, and guidelines set up.  Constructive criticism can be given, if, for example, participants follow the guideline that they always look for something that they like in a performance or a story and let the teller know what that is.  Looking at what does not work in the telling, as opposed to what the teller does wrong, also is a way of making feedback positive and useful.

Linking Activities and Sessions to the Wider Picture

When you plan in advance and think about how you wish to use the activities, and when and where you will tell certain stories or do certain activities, you can link storytelling to the wider curriculum.  Storytelling is often about building a community in the classroom, and about process rather than product.  Therefore even if the topic of the story does not seem to relate directly to a subject, the story or activity may well be developing important aspects such as confidence, self-esteem, team-work, and so on.  

Memory Game (1)


Purpose of Activity:   This exercise is to show people that talking about a memory, and simply remembering an event, turns the remembered experience into a story and is communicated as a story.  It shows everyone is a storyteller.
Description of Activity:    Participants are asked to think of  something that really happened to them, a memory that is easy to evoke.  It can be recent, such as burning the toast or spilling the milk that morning, or in the past, such as getting lost in a museum, supermarket, or fun fair as a child or a party or an accident.  They are to close their eyes, recall that memory, play it in their minds a few times, each time trying to remember more detail.  Encourage them to use all five senses—thinking about what they remember seeing, feeling (emotions and physical sensations), hearing, smelling.  Ask participants to find a partner (it really works best with groups of two, especially for primary and secondary school aged participants, so if there is an uneven number ask a teacher or teaching assistant to partner with students).  Partners find a space to sit facing each other, close to each other but not too close to other groups of two.  Then they are to choose a number (1 and 2, or a and b, or apple and banana—designate the division as you wish).  Once partners and numbers are set, ask them to close their eyes and recall the memory they were previously concentrating on.  After a few moments of concentration, call out the number that is to tell their memory to the other partner (if you call ‘2’ everyone who chose the number ‘2’ tells to their partner).  After a couple of minutes, once they’ve had a chance to share the memory, ask everyone to sit quietly for a moment and let the other partner recall their memory again.  Then ask them to tell their memory to the partner (so if ‘1’ was listening, now ‘1’ tells his or her memory to ‘2’).

Things to look for:  If the activity works successfully, the body language of the participants will reveal this.  Without listening to each group, the facilitator can still see if people are telling stories or not.  If they are having an ordinary conversation, not taking the activity seriously, then both participants in each group will be active, talking over each other, or both will be still.  If truly engaged in the activity, one will be sitting very still, concentrating on the face of the speaker (that one is the listener) and the other person will be animated, looking at the listener but also looking up and about, closing his/her eyes, showing a range of expressions on her/his face, and gesticulating with hands and arms.  The speaker’s voice will also be expressive, usually getting louder and faster the longer the activity goes on. 

Things to Point Out Before the Activity:
This activity is a kind of experiment, as in science.  It is to find out whether thinking and talking about a personal memory makes that memory a story, or involves storytelling.  It is to find out if people really do tell stories without even knowing that they do.  There is no ‘right’ or ‘wrong’ way to do the activity, except not to try it at all.  
By forming groups of partners and having each group of two close to each other but slightly separated from other groups of two means that shyer participants don’t have to fear speaking before a large group, or being overheard by anyone.  (It is always better to allow participants to choose their own partners if possible—then you can add that they are talking to someone they like to talk to or don’t mind talking to.  Sometimes, however, teachers or group leaders may want to assign participants into groups for various reasons: to avoid instances of bullying, sexism, sectarianism, because of challenging behaviours among some participants, etc.)

Things to Point Out and Ask Participants to Reflect Upon after Activity:

Acknowledge that the activity has gone well (when it does—and it always does).  Before explaining why it went well from the facilitator’s viewpoint, ask how many thought they were telling a story when they recounted the memory of a personal experience when it was their turn to talk. (Usually very few raise their hands.)  Ask how many thought they were listening to or hearing a story when it was their turn to listen.  (Usually everyone raises hands.)  At that point, explain the observations regarding body language, and how that tells you the facilitator if the activity is ‘working’ or not, that is, if people are ‘telling a story’ or not.  Point out that people commonly put themselves down, and are humble or shy, and will say they don’t know any stories and cannot tell stories or remember stories or even jokes.  Point out that this exercise shows that they can, and that the mental imagery they used to recall and relate the memory of a personal experience is the same kind of mental process one uses in remembering and telling any oral narrative.
Memory Game (2)

Purpose of Activity:  

The exercise can be a starter-activity, or can build upon the previous one.  Like the previous one, it shows how personal experiences are remembered and communicated as stories.  It also shows how we can imagine someone else’s story as we listen to it, and then tell it again as part of our own memory.

Description of Activity:  
Participants are asked to remember a specific place that is easy to recall and which means something to them.  It can be their bedroom, a place they always go to because of their love of that place and so they visit it every day as part of a walk, or to take a break from work. Or it could be a place visited only once, on a special holiday or business trip, etc.   As before, encourage them to use all five senses—thinking about what they remember seeing, feeling (emotions and physical sensations), hearing, smelling.  Ask participants to find a partner (it really works best with groups of two, especially for primary and secondary school aged participants, so if there is an uneven number ask a teacher or teaching assistant to partner with students).  Partners find a space to sit facing each other, close to each other but not too close to other groups of two.  Then they are to choose a number (1 and 2, or a and b, or apple and banana—designate the division as you wish).  Once partners and numbers are set, ask them to close their eyes and recall the memory they were previously concentrating on.  After a few moments of concentration, call out the number that is to tell about the place they remember to the other partner (if you call ‘2’ everyone who chose the number ‘2’ tells to their partner).  After a couple of minutes, once they’ve had a chance to share the memory, ask everyone to sit quietly for a moment and let the other partner recall their memory of a favourite place again.  Then ask them to tell that place memory to the partner (so if ‘1’ was listening, now ‘1’ tells of his or her memory to ‘2’).

After they have done this, and the group is gathered together in a circle or semi-circle, ask someone to volunteer to tell the entire group.  However, the person is not to relate a memory of his or her favourite place, but to relate the memory of the favourite place they just heard, that is, that of their partner.  Have as many tell to the group as are willing and as there is time for (usually three or four is enough to prove the point).

Things to Look for:  

As with the other memory game activity, especially if this is the first storytelling activity the facilitator introduces, look out for revealing body language that suggests telling and listening poses and gestures, as opposed to conversation or lack of participation.  On retelling to the group, look out for examples of confidence in language and telling, descriptive language, what ‘sticks out’ that aids in the remembering and the retelling—look for acknowledgement from the original teller that the retelling ‘got it right’.   
Things to Point Out Before the Activity:  

Again, as with the other memory game, point out this is an experiment—about remembering and how it is shaped and communicated by narrative structures.  It is a ‘double memory’ experiment because of what participants will be asked to do after working with partners.

Things to Point Out and Ask Participants to Reflect Upon After Activity:  

As before, point out how body language communicates to the facilitator observing the group as a whole that everyone is telling and listening to stories.  Also point out the ease with which participants remembered and communicated their partner’s memory of a specific place—that when learning, remembering and telling a fictional story that one didn’t create, this is the sort of mental process to aim for.

Object Story

Purpose of Activity:

As with the two memory games, this activity develops individual’s ability to remember, recall, describe, and memorise.  It also is a means for developing skills such as characterisation and dialogue.  

Description of Activity:
The participant thinks of an object in his or her room, office or house.   The participant is encouraged to think about that object’s qualities, words that describe it, and so on.  Then the participant is encouraged to imagine what that object would say to the owner if it could speak.  What would it complain about?  What would it praise or encourage?  What has it seen that it could tell the participant about?  As before, encourage them to use all five senses—thinking about what they remember seeing, feeling (emotions and physical sensations), hearing, smelling, and tasting.  

Ask participants to find a partner (it really works best with groups of two, especially for primary and secondary school aged participants, so if there is an uneven number ask a teacher or teaching assistant to partner with students).  Partners find a space to sit facing each other, close to each other but not too close to other groups of two.  Then they are to choose a number (1 and 2, or a and b, or apple and banana—designate the division as you wish).  Once partners and numbers are set, ask them to close their eyes and recall the memory of that object that they were previously concentrating on.  After a few moments of concentration, call out the number that is to tell about the place they remember to the other partner (if you call ‘2’ everyone who chose the number ‘2’ tells to their partner).  After a couple of minutes, once they’ve had a chance to share the memory, ask everyone to sit quietly for a moment and let the other partner recall their memory of a favourite place again.  Then ask them to tell that place memory to the partner (so if ‘1’ was listening, now ‘1’ tells of his or her memory to ‘2’).

There can be variations to this exercise.  This game could be one to start a workshop with.  Or, like the memory of a place, the listener in each group could re-tell the story and commentary of the object that they heard their partners tell, thereby making it an activity that develops ability in describing and characterisation and also one that develops memory.

Things to look for:

Just like the Memory Game activities above, this exercise is good for observing body language of participants that indicates the degree of involvement.  It shows how deeply in the storytelling experience, or hypnogogic trance, the listeners and tellers enter into.  Should the workshop facilitator opt to have people tell their partners’ object stories, that is, those descriptions and characterisations they just heard rather than told themselves, the facilitator may wish to point good examples of descriptive language, of characterisation, and so on.

Things to Point Out Before the Activity:
Explain the point of this exercise—encourage participants not to fuss too much about what object they choose, just choose something that is easy to imagine in the mind, something they know well and can describe easily.  




Things to Point Out and Ask Participants to Observe After the Activity:

If this is the first, or one of the first, activities the workshop leader does with a group new to storytelling, be sure to make the observation about body language, and how this indicates who is telling and who is listening, and how it is different from body language during conversational exchanges.  (See above, Memory Games 1 and 2).  Should this exercise have the participants sharing their object story with the entire group, point out effective and vivid descriptions, the use of language (descriptive rather than dialogue), the development of characterisation using description and dialogue, and so on.

Circle Story

Purpose of Activity:

To create a story as a group—a kind of shared writing done ‘out loud’.  It also, indirectly, shows the importance of punctuation and rhythm in language, and the use of silences in an oral narrative.  This activity is primarily for Key Stage 1 classes, though it is effective with most Key Stage 2 groups.  It is a bit too immature for secondary school groups.  The workshop facilitator should use her or his judgment as to the suitability of the activity to the group and project.  This activity is also best suited to one class of children—a maximum of 30-35 at the very most, not  more than that.


Description of Activity:
Have the children sit in a group in a space that is large enough for them to eventually stand in a circle.  Explain that, all together, they are going to create a story.  To be a good storyteller, and to make a story, people have to be very good listeners and help each other.  So they have to do that now, and give everyone a turn. Ask them how a story usually begins.  (They will respond, most often, with ‘Once upon a time’. If you wish, encourage other ideas or start with the first offer given.)   

Ask the child who offers the beginning that you accept to stand up.  (Position them to face the rest of the group, standing to your right [stage right] and the group’s ‘left’.  This person will be the start of a formation that makes a crescent shape, at first, facing the sitting group, then a semi-circle, and then a complete circle once everyone is standing up.)  Ask the child to repeat, as loudly as they can, their beginning phrase.

Then turn to the group and point out that a story needs characters, or needs a place.  Ask for their suggestions, encouraging them to listen to each other and to take turns.  If several suggestions are given, the facilitator can either make the choice himself or herself, or the choice could be put to a vote.  Say one child offers ‘in a far away castle’ and another suggests ‘a dragon’, the facilitator can call those children up so they stand in line next to the first child.  Ask them to speak out loud:  Once upon a time in a faraway castle there was a dragon.  

Repeat that sentence to the children.  Point out that it is a complete sentence.   Ask the children what a sentence has to start with.  They will reply a capital letter.  Invite the child who gave that answer to stand up at the front of the line, or crescent, and say capital letter.   Ask the children what a sentence has to finish with, and they will reply a full-stop.  Invite the child who offered ‘full-stop’ to come stand at the ‘end’ of the ‘sentence’.  Have the children say aloud their sentence with these additions:  Capital Letter -- Once upon a time in a faraway castle there was a dragon – full stop. 

Then point out that usually in a story something happens.  Usually there is a problem, something happens to cause a problem, or that there is a problem waiting to be solved.  Take many ideas and, again, either choose one as the facilitator or put it to a vote.  Build up a sentence as with the first one—adding the capitalisation and punctuation as before once the sentence  is finished.  (If the sentence requires question marks or exclamation points, encourage the children to make these shapes with their bodies.  An exclamation point could be a jump in the air while clapping hands above the head.)  

Continue along these lines.  Feel free to edit—to make strong suggestions or reject offers (oh, if we have a gunfight now that’ll finish the story—let’s make it go on as long as we can).  The children will get very excited, so remind them to listen to each other, to try and be calm and think about the whole story before adding new ideas.  One way to calm them and get them to listen, is if, every now and then, the facilitator asks those still sitting to close their eyes; while eyes are shut, have those standing turn their backs to those sitting.  Ask the children to open their eyes, and then say you are going to ‘read’ their story.  (This tests your memory.)  ‘Turn’ each child, one at a time, as though turning a page, and at the same time say out loud their contribution: (turn) Capital letter (turn) Once upon a time (turn)  [etc.]   A variation of this could be to ask the teacher to come up and ‘read’ the story, or one of the children.

If you run out of children to add to the story (by this time you should have a big circle in the hall), you can take volunteers from those already standing up.  They have the challenge to remember what part of the story they say, and what part of the circle they have to be in first.  After they say their ‘bit’, they run around the outside of the circle, behind people’s backs, to get to the next place that they are in the story.  (It is often good to encourage those who were ‘capitals’ and ‘punctuation marks’ at the beginning of the story to be the ones who add phrases to tell the story towards the end.)  Often there will be one or two children who just don’t volunteer.  Encourage them to be ‘They lived happily ever after’ and/or ‘the end’ when the story finishes.  Or, if all the children have volunteered, bring the teachers in to do these finishing remarks.  Remember to go back to the beginning regularly and have the whole story told and retold as it builds up.


This whole activity usually takes 30-60 minutes (the facilitator can shrink or stretch how much time it takes by the amount of editing she/he does, or how many suggestions he/she allows children to volunteer).

Although it may sound pedantic, it is important in this activity to include and ask for volunteers to be punctuation marks and capital letters.  Doing this accomplishes three things.  Obviously, it teaches punctuation and capitalisation.  However, it also gives an opportunity to the shyer or less able children, or those who do not have English as a first language, to participate equally in the activity.  But most of all, on a subtle level it helps them to physicalise and understand intuitively the basic structure language and its use of rhythm, silences, and expression to make sense of a story and to convey the drama of the story.  

Things to look for:

Look out for the shy children—encourage their participation and ideas, don’t let them be shouted down.  Using them for punctuation and capitalisation can help this.  Watch out for the over-enthusiastic or precocious child, who may dominate all the suggestions and try to write the story entirely on his or her own.  (Usually such children will be the first up—if they are dominating the suggestions, make a suggestion/rule that once they’ve offered their ideas, and are standing up, they have to be quiet for a while and listen while others get their ideas in the story.)

Things to Point Out Before the Activity:
Emphasise the importance of listening to others, and accepting other people’s ideas and suggestions.  Remind them that if their ideas don’t get into the story, once everyone knows how to play the game they can play it again, with the teacher, or even on their own with a few friends at playtime.  If you wish, you could set some guidelines on the making of the story and give your own ideas, so that it ends up as a science fiction story, or adventure story, rather than a fairy tale.

Things to Point Out and Ask Participants to Observe After the Activity:

Observe that by the time the story is finished, the children have repeated it so many times they’ll be able to remember it.  Encourage them not to write it down that day (even if it’s a Friday or a day before a holiday).   Suggest they wait to re-tell the story until a day they get back.  If some one is absent, they should all know the story well enough that they can fill in that person’s bit so it all makes sense.  After a few times telling the story as they did when making it, by making a bit circle, then if the teacher or class wishes they could write the story down and illustrate it.  

Also point out that this game can be made into a very effective assembly programme, so they could share their story with the whole school.  (It is also fun to invite the principal in to hear the finished product at the end of the game, if there is time.)

Crazy Titles (1)

Purpose of Activity:

This game provides participants with a structure (a story they already know), and shows how imagination and creativity can come out of playing with words.  Combining both, the result is a new story.

Description of Activity:
Materials Needed—Chalk board or white board, or flip chart, or overhead projector, plus writing materials (for the storyteller-facilitator); drawing/writing paper and writing/colouring materials for participants (optional)  

Explain to the participants that this game creates a new story out of the title of an old story.  As an example, use Little Red Riding Hood.  However, point out that the game works best if the title is stretched out.  So in this case, write on the board/flip chart:  Little Red Riding Hood and the Big Bad Wolf.  The next step is to change the title to something crazy, and to do this each word is changed to an antonym (opposite) or synonym (the same), except for the conjunctions and articles (and/or, the, a, an).  Ask the children for ideas.  What might result is something like:  Big Blue Baseball Cap and the Tiny Sweet Butterfly.  

The next step would be to ask the children for ideas for titles.  Emphasise the importance of stretching the title out.  Examples that children come up with might be:


Cinderella and the Mean Sisters and the Pumpkin Coach


The Three Little Pigs and the Big Bad Wolf


Goldilocks and the Three Bears and the Walk in the Woods


Jack and the Beanstalk and the Big Ugly Evil Giant

Then go back and ask the children to make up new crazy titles for each.

Once this is done, demonstrate how the title can be turned into a story.  Take the first crazy title (Big Blue Baseball Cap and the Tiny Sweet Butterfly) and explain a story needs people in it (characters) and this title suggests one named Big Blue Baseball Cap and another that is a tiny sweet butterfly.  A story also needs a problem.  Quickly improvise a story based on this title and tell it/share it with the participants.   

Then, the facilitators divides the participants into pairs, or groups of three or four (no more than that) and encourage them to choose a title for the group to devise as a story, working on it orally.  Another challenge is to ask them to each choose a crazy title from the list and for each to devise their own story, independently and orally.  Another variation is to ask/encourage them to make up an entire new crazy title of their own and build a story from that.

After the groups have devised their stories, the facilitator can ask for volunteers to tell the new stories to the entire group.  Another option is to have individuals or groups put the new story down on paper—either writing the story, or illustrating it as a picture/mural/comic strip/storyboard.  These can then be displayed/published or shared.

Things to look for:   

This is a more complex activity than realised, so be sure to take each step slowly and make each step clear.  With a very young or a less able group, you might want to divide the activity into three activities: 1) making up the title(s) (then tell a story or play a singing or finger game or word play); 2) making up the story (then another quiet/listening activity); 3) sharing the stories (telling, writing, illustrating).    However, it is an activity that is meant to do all at one time, so it is important to monitor the participants and make sure all are following, listening and understanding.

Things to Point Out Before the Activity:

Explain that new stories and ideas for new stories can come from old stories, and one can have fun with this by playing around with the titles of stories and making crazy titles out of old titles.  Remind the participants about the importance of listening to everyone’s ideas and re-assuring them that all ideas and suggestions will be included as much as is possible.   After the titles are created, and before the participants create their stories, remind them that: a) they can use some one else’s title, or make up one of their own that’s not on the board (but to do so quickly); and, b) it doesn’t matter how short or long the story is—a very short story is absolutely fine.


Things to Point Out and Ask Participants to Observe After the Activity:

Once the participants have the knack of creating the titles, encourage and praise unusual words, especially descriptions, that the children come up with.  (For example, if some one replaces ‘Little’ in Little Red Riding Hood with ‘Huge’ ‘Ginormous’ ‘Humongous’ and other exaggerated adjectives instead of the usual ‘big’).   Obviously, praise and encourage the stories that are created.  

Crazy Titles (2)

Purpose of Activity:

This game shows how imagination and creativity can come out of playing with words, and how words provide the beginning of a structure for making a new story.

Description of Activity:
Materials Needed—Chalk board or white board, or flip chart, or overhead projector, plus writing materials (for the storyteller-facilitator); drawing/writing paper and writing/colouring materials for participants (optional)  

Explain to the participants that this game creates a new story out of lists of words, and first we have to make the lists.

Say that first there needs to be a list of ten kinds of animals.   As the children volunteer suggestions, write them on the board.  Then ask for a list of ten colours.   Finally, ask for a list of ten words starting with the letter /r/ (note: it could be any letter; also, if a word such as ‘rooster’ or ‘red’ is already on one of the first two lists, that word can’t be in more than one list).  Then at the top of the list write the words: ‘a’ ‘an’ ‘the’ ‘little’ ‘big’ ‘and’ and ‘or’.

The facilitator then explains a crazy title is going to be made up from these lists of words.  The rule is a title must have at least one word from each of the lists.   The title can have more than one word from a list, and can use the list of articles, adjectives and conjunctions as much as is needed.  



Model the process by making up a title in front of the children.  One might come up with:  The Big Blue Caterpillar and the Small Yellow Rose.

Ask the children for suggestions for titles.  Write all these on the board.  Help them gently and encourage listening—in case someone forgets a word from one list, give them a chance to re-make the title.

After a list of 5 to 10 titles is made, demonstrate how the title can be turned into a story.  Take the first crazy title (The Big Blue Caterpillar and the Small Yellow Rose) and explain a story needs people in it (characters) and this suggests at least some. A blue caterpillar and yellow rose.  A story also needs a problem.  Quickly improvise a story based on this title and tell it/share it with the participants.   

Then, the facilitator divides the participants into pairs, or groups of three or four (no more than that) and encourage them to choose a title for the group to devise as a story, working on it orally.  Another challenge is to ask them to each choose a crazy title from the list and for each to devise their own story, independently and orally.  Another variation is to ask/encourage them to make up an entire new crazy title of their own and build a story from that.

After the groups have devised their stories, the facilitator can ask for volunteers to tell the new stories to the entire group.  Another option is to have individuals or groups put the new story down on paper—either writing the story, or illustrating it as a picture/mural/comic strip/storyboard.  These can then be displayed/published or shared.

Things to look for:  

This may appear a slightly simpler exercise than the Crazy Title (1) activity listed previously.  However, there is no story structure that participants already know and to which they can refer.  (That is, if they started with Red Riding Hood and changed the title, they can still make a story from the Riding Hood plot.  With this, there is no plot to build on, just a new title).  Look to see if the participants understand and follow each step—if it seems too complex, one can break it down into 3 steps with alternative activities in between (though usually this is not necessary).  

Things to Point Out Before the Activity:
Be sure to explain this is a game that  creates a crazy title, and that it’s unusual to start with a title and then create a story:  usually it’s the other way around.  During the game, when making the lists encourage and praise unusual word suggestions (such as ‘turquoise’ and ‘aardvark’) which make for more unusual and more interesting titles than ‘blue’ and ‘dog’.  Also, it can be difficult at first to get the knack of using all three lists to make a title, and also participants sometimes are reluctant to use more than one word in the list.  So gently remind and encourage them to do this, by giving examples and suggestions now and then and encouraging and praising those who do come up with more complex titles.   After creating the titles and before making the stories, remind the participants about thinking of characters and problems for them, and that the stories don’t have to be long, they can be short.

Things to Point Out and Ask Participants to Observe After the Activity:

As always, praise and encourage all efforts.    If stories are shared with the whole group, be sure to praise and thank those children who are brave enough to go first.  Point out surprises in plots and unusual names, descriptions and ideas.  

Built Up Story

Purpose of Activity:

This activity provides a good structure and good experience in editing and re-writing (but all done orally).  It is also good for developing listening skills, for developing and using the concepts of plot and subplot, of story structure and elements generally.  And, it is a good activity to use for rehearsal and practicing, developing, and honing stories, and coaching storytelling practices.

Description of Activity:
Ask the participants to make up the shortest story they can in their heads. Remind them a story only needs characters, and for something to happen.  It helps if there’s some kind of problem for the characters.  Give a few examples, such as:


A boy went to a shop. The boy bought sweets.  The boy shared the sweets.

A girl got a bicycle for her birthday.  She rode the bike through the park.  She came home.

A scientist built a rocket ship.  She flew the space ship to the moon.  She came back again.

Emphasise that the story can be that short.  Then have participants find partners (it really does work best with partners—but if there is an odd number of participants there can be one group of three; this group will have to work very very very hard, so explain that or several friends will want to make groups of three).    Partners choose a number, 1 or 2 (or 1-2-3).  

Explain that unfortunately, not everyone is going to get to tell their story.  This is a listening game, so one person will tell a story and the other person will have to listen very very carefully.  Explain that the facilitator will call a number (1 or 2), and that person tells the story to the other partner.  The listening partner must listen very carefully, because when the facilitator gives the signal, the listener must tell the partner’s story, that was just told and heard, exactly and precisely as it was first told, word for word.   This is why it’s important to have a short story.  

And one more thing—the story must be told without gestures, so hands and arms must be kept behind the back.

On the signal,  one partner tells to another.  When the stories are pretty much finished (they shouldn’t take long), give a signal (such as the clapping rhythm, to get attention and quiet everyone) for everyone to listen.  The facilitator explains that she/he lied.  The other partner is not going to tell the story exactly as it was heard.  Remind them that they are not going to tell their story, but the partner’s story that was just told.  However, they are going to add to it.  They are to add adjectives or descriptive words.  Give an example.  If the story they just heard was:

A boy went to a shop. The boy bought sweets.  The boy shared the sweets.

Now they might say:

A tiny little boy went into a great big shop. The tiny little boy bought some lovely delicious chocolate sweets.  The tiny little boy shared the lovely delicious chocolate sweets with his friends.

The first partner (teller) must listen, and when the signal is given, tell it back exactly as the second parter told it.  And the second partner must also tell without gestures, keeping arms and hands behind the back.

After the second version is told, again, give the signal to stop and listen.  Again, explain that the story is going to be told again by the first partner (or if there is a group of three, by the third—which is why it’s a more challenging arrangement).  That first partner is going to keep all the descriptions the second put in, but to add even more descriptions, or adverbs, and go really over the top.  Again, give an example. If partner number two said:

A tiny little boy went into a great big shop. The tiny little boy bought some lovely delicious chocolate sweets.  The tiny little boy shared the lovely delicious chocolate sweets with his friends.

Now the first partner might repeat it and add to it this way:

A very very very tiny little boy went very quickly  into a very very great big huge shop. The very very very tiny little boy bought lots and lots and lots of some lovely delicious gooey yummy chocolate sweets.  The very very very tiny little boy generously and graciously and kindly and wonderfully  shared the very very lovely delicious gooey yummy chocolate sweets with his very very very very best best best of best friends.

Once more, the partner telling is not to use gestures and keep hands and arms behind the back.  The story is passed back and forth this way.  The next time, add sound effects and silly voices:

A very very very tiny little boy went very quickly (zoom)  into a very very great big huge shop (‘Oh wow!’. The very very very tiny little boy bought lots and lots and lots of some lovely delicious gooey yummy chocolate sweets (‘Yum yum yummy yum yum!’).  The very very very tiny little boy generously and graciously and kindly and wonderfully  shared the very very lovely delicious gooey yummy chocolate sweets with his very very very very best best best of best friends (‘Hip hip hurrah!’).

The final time, add actions.  The teller can finally take hands and arms from behind her or his back.  Explain that it’s not a drama, but they can stay seated or stand up.  They are to put in exaggerated actions.  But if  the tellers stand, they must stay on one spot.  

The activity can finish with this.  However, as a variation and as an extra challenge, once the stories are all told within groups, create new groups.  Partners (or a group of three) stay together, to join another group of partners.  (Again, if there is an uneven number of groups, then three groups of two could come together but this is extremely challenging, so remind them of this.)  Explain they are now going to make a really complicated and crazy story.  When the facilitator gives the signal, one group will tell the story they have made up to the other group.  As soon as they finish, the other group will share their story.  (If there is a third group, they share their story).  They may tell the stories in pairs, or one individual in each group can volunteer to share the story. They must keep all the descriptions, sound effects and actions in when they tell.  They mustn’t waste time about who goes first, but tell the stories right away.  

Because once the stories are told, the new group has to put them together some how, and keep all the descriptions, actions and sound effects in place. So if one group has a story about a boy buying sweets and another has a story about a scientist and a space ship, some how they must come together.

Give them no more than 10-15 minutes to do this (and tell them at the start how many minutes they have).

After the paired story is developed (if that’s as far as the facilitator chooses to go) or after the larger group story is developed, participants can share the stories in the usual way as suggested in other activities.  That is, an individual can tell the group’s story to the entire group of participants, or partners can tell the story together to the entire group, or the large group can tell the story to the entire group of participants.  Or, they can put the stories to paper, writing or illustrating them or both.

Things to look for:

Some participants may be a bit slow in starting—encourage them and help them.  If any say they can’t think of anything, explain they can take one of the examples given at the start by the facilitator and change that.  Check with the teacher before hand, to think about how other activities have gone, and instead of allowing participants to choose partners, it might be helpful for the teacher or facilitator to do so, so that the participants help and support each other more.

Things to Point Out Before the Activity:  

Explain that this is a very good listening exercise, that it develops listening skills.  Also point out if the participants can’t come up with their own short story, they can use and adapt one of the examples given by the facilitator.

Things to Point Out and Ask Participants to Observe After the Activity:

Ask at the end if the participants think they have come up with a complicated, if possibly rather crazy or strange, story.  Explain that in the 10-30 minutes it took to do the activity  (that’s usually how long it takes), they have come up with a rather complex story.  If they wrote the first version down, it would only take a few lines of the page.  But the finished story may take an entire page or a page and a half, if one puts in all the details, descriptions and speeches, and includes descriptions of actions, silly voices and sound effects. 

If the activity extends to do the large-group plot/subplot story, explain that this is what writers who make the stories for films and television often do.  A soap opera or comedy or drama series might have several stories happening in one episode (give examples: Grange Hill, Worst Witch, Tracy Beaker, Coronation Street, Eastenders, Star Trek, Buffy the Vampire Slayer, etc.) and one writer might develop one story (perhaps a more serious one), and another writer the other story (perhaps a comical one), and then the writers meet and figure out how to put two or three or four stories together.  They might want to try and count how many stories happen in an episode of a TV show they watch.

Salad Story

Purpose of Activity:

This activity, which can be adapted to create stories in different genre, empowers the participants by showing how to manipulate elements of narrative by combining them in new patterns to create new stories out of old familiar images, topics and themes.

Description of Activity:
Materials Needed:   Approximately 30-40 cards or slips of paper, each with a different ‘motif’ written on it.  Motifs are the smallest, simplest recognisable elements in a folk or fairy tale.  For example, ‘A magic mirror’ (which is found in Snow White, versions of Beauty & the Beast, and some other, lesser known tales).  A sample list is given below.   [Note:  These are motifs to create a wonder or fairy tale; a different list of motifs from a different genre such as murder mysteries, historical fiction, science fiction, and so on can also be applied in this activity to create stories in those genre.]

Explain that stories are like food, made up of different ingredients.  Often, we can identify what the food is just by hearing a few of the ingredients that went into making it.  For example, if something is made of flour, sugar, cream, eggs, chocolate, butter we know it is probably a chocolate cake.  If something is made of pasta mince, tomatoes, cheese, garlic, mushrooms we know it is spaghetti bolognaise.    If a story has a magic mirror as an ingredient we know it’s ‘Snow White’.  A mean or helpless mother, along with going to a ball or party, would be ‘Cinderella’.  A meeting with a giant, ‘Jack and the Beanstalk’. 

This game plays with ingredients, most of them recognisable from well known stories, and mixes them up and combines them to make a new story.  Ask one participant to draw three cards from the shuffled deck in the facilitator’s hands, or for three participants to draw one card each from that deck.  Ask the participants to then read out loud what the cards say, or, as facilitator, collect those cards and read aloud what they say.

Model the activity by explaining the aim is to make up a story that includes the three ingredients just read aloud.  Often, one needs to think of people (characters) in the story, a place for the story to happen (setting), and a problem, difficulty or some kind of trouble.  The ingredients on the three cards may suggest all of these, if not, the teller has to make them up or decide what they will be.  Then all this is put together and the story told in an improvised manner.

Once this has been shown and explained, have the participants make the salad stories up themselves.   Depending on the abilities of the participants (and how many participants there are as well as how many motif cards are available), they can pair up and draw three cards each to make their own stories, or draw three cards per pair to make up a story together, or be arranged in groups of three to six to make a story as a group.  The stories are developed orally.  After about ten to fifteen minutes, call the groups together and ask if any one would like to share the story they made up to the entire group of participants.  These stories can be told by individuals or related by some or all of the group creating the story.

List of Ingredients:

a mean or helpless mother

a mean or helpless father

a troubled heroine

a banished hero


meeting a giant


meeting a witch


meeting a fairy



meeting a dragon


a helpful fox

a helpful bird



a helpful goldfish


a haunted house


an enchanted forest


a magic mountain


a spooky castle

a bewitched palace


a city of gold



a magic ship

a magic sword



a magic mirror



a magic lamp

a pair of magic shoes


a magic carpet



a magic cauldron

lost in the forest


caught in a storm


a journey

a blazing hot desert


helping a king



helping a queen

a battle




a war




a fight


a ball, or party, or dance

a feast or a banquet


a beggar

a hidden treasure


a secret passage


a marriage

a birth




a death




a magic spell

Things to look for:

Some groups or individuals may have trouble coming up with a story—either the draw of cards is unhelpful or they need some encouragement.  Be sure to emphasise that the sharing of the new story to the entire group is entirely voluntary, but after the first individual or group tells their story others may be more willing.  This is often the first activity in a residency where I do have or allow stories to be told in front of a large group. Be sure to provide positive feedback and constructive criticism, and encourage the other listeners to do this.

Things to Point Out Before the Activity:

I would ask the participants to guess the food and/or the story from the description of the ‘ingredients’.   Explain, after doing the modelling, that sometimes the cards suggest characters, setting, plot (problem), etc. right away, sometimes they don’t.  It depends on the luck of the draw.  Also remind participants that if they don’t understand something on the card or cards they draw to be sure to ask for assistance.

Things to Point Out and Ask Participants to Observe After the Activity:

Applying the Built Up Story activity to this one, participants can develop their stories.  Once the basic story is there, retellings can add descriptions, dialogue and sound effects, actions, and so on.  After a number of retellings, the story can move from oral to written form.  Stories can also be used to develop creative drama pieces, improvisations, tableaux, and art work.

Story Stew

Purpose of Activity:

To see how different ingredients can be put together to make a story, and to see how some ingredients are vital for a story to work as a story, or seem to be a story, and how other ingredients make a story unique, special, or in a certain style.

Description of Activity:
Explain that making up a story is like cooking food.  Just as with food, there are lots of different ingredients.  And just as each cook has a special recipe, maybe unique to the family, maybe a secret recipe, so stories have special ingredients to make them special.  These special ingredients make a person’s own story special and unique, and create an individual and personal style of storytelling.  


With that, present the participants with a ‘recipe’ for a story.  This can be listed orally, written on a board or flipchart, or on a piece of paper handed out to the participants.  The recipe has about half a dozen ingredients that the story must have, and any number of optional ingredients that could be added in to ‘spice up the story’ The workshop leader can also stipulate that the story stew must have a certain number of extra ingredients.

Examples of ingredients list (The story MUST have each of these):

A boy

A girl

A granny
A fairy hill
A storm

A wish

And the story MUST have at least THREE extra ingredients (it can have more than three):

A fairy

A magic ring

A banshee
A cottage
A dog

A cat

A treasure

A giant

A monster

[Note:  Participants could receive several different recipes, to come up with very different stories, or they can all work from the same recipe.  Different genre can also be explored, with different ingredients listed so that the story becomes a science-fiction story, or a historical fiction story set in a war, the Famine, a time of exploration, and so on.]

Developing the story is an oral exercise, and can be done by the entire group to create a shared story, or by dividing the participants into pairs or small groups of three to six.  The small groups can develop a shared story, or they can work on making individual stories.   After they have developed their stories, a group or individual could tell the new story to the entire class, or the story could be illustrated, written down, dramatised, or any combination of these activities. The writing, performing and so on can happen in the storytelling workshop session, or can be follow up activities for the teacher to facilitate.

Things to look for:

As with other activities where the students are developing stories orally, keep an eye out for any individuals or groups who are struggling.  Encourage and support them by getting them to answer questions:  Who is in your story?  What is the character like?  What does he/she look like?  What does the character like to do?  What is the problem in the story?  Where is the story happening?  

By posing focused questions, asking the participants to take control and decide the details, the answers will develop a story gradually.  

Things to Point Out Before the Activity:

As with other story-building activities, emphasise the importance of asking questions about the characters so that they are described in colourful ways, and to decide what is the problem in the story and how the characters relate to it.  Asking questions can provide a framework that shows how to use the ingredients and what extra ingredients to choose.

Things to Point Out and Ask Participants to Observe After the Activity:

Once a basic story is agreed upon, ask if the participants think the story could be made more interesting.  Is it worth re-telling a few times and adding more details?  If participants have done the ‘Built Up Story’ game, that technique could be used, telling the story back and forth and adding descriptions, dialogue, sound effects and actions each time.

Story Mapping

Purpose of Activity:
This provides a visual and physical activity that allows participants to both break down a story they heard or read, and rebuild it.  It can also be adapted as a planning tool for creating a new story, to be told orally or written.

Description of Activity:
Tell a rather long, complicated but exciting and entertaining story.  After it has been told (on the same day or, ideally, a meeting or two after it is told), introduce the idea of story-mapping. Explain that this is a way to remember and then retell a story.  

Take a large piece of paper (A3) and fold it in half length-wise, and then in thirds.  Unfold it to show it is now in six parts:

	CHARACTERS


	PROBLEM          
	SETTING

	EVENT  1


	EVENT  2
	EVENT  3


The participants are to think about the story they have heard, and decide who were the most important characters of the story.  They draw pictures of what they think the characters look like in the first box.  They don’t have to agree—some participants might choose to draw only 2 or 3 characters, others might decide all the characters in a story are important and try to draw all of them in the box.  For the ‘Problem’ box, they decide what is the most important problem in the story, and they draw a picture that somehow depicts that.  In the ‘Setting’ box, the participants draw a picture of the setting of the story.  For the event boxes, they draw pictures of three different things that happen in the story.  

This should provide an aide memoir to retell the story in the participant’s own words while referring to the map.

This project can be adapted.  Instead of a story that is heard, they could map a story that was read aloud, or that participants read silently.  (If they are reading a novel, or a very long short story, they could even do story maps for individual chapters of sections of the book).  It can also be used for creative writing.  Before they write anything, they could plan their stories by drawing pictures of the characters, problems, settings, and three events that happen and then use the map as a guide to first telling the original story, and then writing it. 

Things to look for:

Some children are reluctant to start this activity because they say they can’t draw.  Emphasise that this is not an art project (though the maps do make brilliant display work to show on the classroom wall).  Rather, it is a kind of sketching or note-taking.  So the figures could be stick-figures.  Some children have trouble folding the paper into thirds, and fold it into quarters instead and so end up with eight boxes.  You might want to fold the paper in advance, especially for younger children, and to model folding it a couple of times for older participants.  Some participants have trouble depicting the setting.  (Often a story has several different scenes and no one image describes the entire setting).  In this case, ask them what they think the main problem of the story was.  Once they determine that, ask them where did that problem mostly happen.  If the problem was that a princess was kept prisoner, the setting to show would be the place she was imprisoned).  Often by the time the participants get to the three events boxes, they have forgotten what they are meant to show here.  Suggest that if they have decided what the problem is, and there are more than three events in the story, choose three that relate to the problem.  Using the example again, event 1 could be how the princess is captured, event 2 could show what happens to her while she is a prisoner, and event 3 could show how she uses her strength or cleverness or magic to escape.  

Things to Point Out Before the Activity:
Point out that it is important to make images, not words.  The aim is to make a map of pictures that will remind the participants of enough details of the story that they can re-tell the story in their own words.   It’s not meant to be a great work of art, so it’s all right to draw stick figures or rough sketches.  Only use words as labels or notes to explain what the picture represents.  Also remind them that the same story can be told in different ways, and not to worry if they choose to depict a problem or character and their neighbour or friend depicts a different problem in the story, or a different set of events.

Things to Point Out and Ask Participants to Observe After the Activity: 

Point out the variety and the similarity of details in the maps.  Ask if any participants would like to try and re-tell the story in his or her own words, using the map as a guide.  Explain briefly that this game can be played any time they want to remember or understand a story better, and that they could use it to study a story they have read silently or heard read aloud, and that a map can also be made to plan a story they are writing.

Character Mapping

Purpose of Activity:

To  develop a facility for descriptive language, imagining characters, and developing characters.  This will help remember a story and provide images to focus upon, and a richness of language.  It is also a means for developing material as part of the creative writing process.

Description of Activity:
Take a story the participants have listened to or read.  Ask them to decide who are the important characters of the story.  Explain what traits are, and ask them to identify traits of those characters.

Explain that one can ‘map’ a character.  That is,  a visual record of a character can be made to help fix the idea of the character so that a teller or writer can describe the character in a way that makes a story come to life.  Have the participants work individually, or in pairs or small groups.  They draw circles on a large sheet of paper, one circle for each important character.  Inside of those circles they draw a picture of what they think that character looked like, and label the picture by writing the character’s name.  The participants then draw lines from the perimeter of the circle outwards, and on each line write a word or words describing a trait or specific description of the character.  For example, the lines might read: nasty, a giant, a troll, ugly, spotty, likes to eat children, bad breath, stinky, bald, big nose, bad-tempered and so on.   Encourage the participants to think of as many descriptive words as they can.

After the exercise, on the same day or a few days later, use the maps to retell the story.  Ask the students to review the maps, share their descriptions, and then retell the stories and to try and incorporate some of the vocabulary developed from the descriptions.

Things to look for:

Students often equate an important character with a main character—while a very minor character might have a very important role in the story.  Students also sometimes stumble on descriptions, falling into the same clichéd or stereotyped words or phrases.  Encourage and help them to find more distinct and original descriptive language.

Things to Point Out Before the Activity:

It helps to model the process.  Brainstorm with the students, make a list of words and phrases they might like to choose from or expand upon.  If it is a written story, encourage them to go back and re-read descriptions of the characters and to use that language in their map.

Things to Point Out and Ask Participants to Observe After the Activity:

Pinpoint and praise examples of descriptions the participants come up with that are exciting and vivid, that conjure up the character very well.

Three-Word-Story

Purpose of Activity:
To demonstrate the way a story can be improvised and developed very quickly out of another story, and to strengthen and develop descriptive language.

Description of Activity:
Tell a short story that has especially vivid imagery, poetic descriptions and evocative phrases and names.  Then ask the listeners to close their eyes and reflect on the story they just heard, and choose one word from the story, one word, especially, that stands out.  Ask the participants to form groups of three.  (If you have a number that makes for one group of four, that’s all right, but it’s easier to do this activity if the groups are kept to three in number).  

The participants are to share their words.  When they have done this, they are to try and create a story using all three words.  If by chance they’ve chosen the same words, then that word must be used that many times in the story.  So if they’ve chosen ‘crystal’, ‘sun’ and ‘delicious’ the story is built around these three words.  If they’ve chosen ‘crystal’, ‘sun’ and ‘sun’, then the story is built around these words and ‘sun’ is used twice.  (Some groups cleverly use homonyms as two different meanings, as it is an  heard oral story and oral activity, and so take the liberty to use ‘sun’ and ‘son’….some chosen words have multiple meanings any way and that can make an interesting twist to a story.) 

After giving the instructions, give the groups about 5 to 10 minutes to develop their story.  Then see if any groups want to share their story with all the other groups—with one individual telling the story, one telling with the help of the other two, or with all three telling the story in turn or in chorus. 

Things to look for:
A combination of simplicity and richness of language often evolves from this process, with short and vivid, powerful stories.  Make sure to point that out when it results.  Sometimes the stories have themes or incidents similar to the first story, but usually they take an entirely different turn.  Again, look for that. 

Things to Point Out Before the Activity:
Don’t give instructions before telling the story.  Simply tell the story and allow the listeners to relax and enjoy it.  Then ask them to choose a word from the story that stands out in their memory (but don’t tell them why they are doing this).  When they have all had a chance to sit quietly and recall the word, then give the instructions.  

Things to Point Out and Ask Participants to Observe After the Activity:

This exercise is especially good for demonstrating how richness of language in a story can be used, and/or found and developed.  This is an activity that lends itself to the groups or individuals telling the story they create to all of the participants, especially if this is an activity at the end of a day-long workshop on storytelling, or an exercise introduced at the third or fourth meeting of a long storytelling residency.  It can be a very safe exercise for commenting upon and doing positive criticism of beginners’ storytelling techniques and methods.

Riddles and Riddling, Conundrums, Mind-Benders

Purpose of Activity:

Asking and solving riddles, and posing conundrums and mind-benders, is an excellent way of developing the imagination and the memory.  These activities require lateral thinking, visualising, playing with words and meanings and double meanings, and also can involve logic and sequential thinking.  Riddles are a kind of a warm-up or fitness exercise for the mind, for memory and imagining.

Description of Activity:
There are many riddles one can ask.  Usually riddles work best between stories, as a way to provide the listeners with a bit of variety.  Riddles generally only work with listeners aged eight and older.  Key stage one students have not developed enough in cognitive terms to understand or answer most riddles.  Asking them riddles, particular difficult ones, will frustrate and discourage them.  Start with a simple riddle, and then do two or three more, each progressively more difficult.  The workshop facilitator or storyteller may want to group the riddles thematically—for example, riddles and stories that include number puzzles.

One riddle that works very well, even with younger children, and that also displays how storytelling, memory and imagination work together is the ‘Legs’ riddle (also found in Boom Chicka Boom by Liz Weir, published by O’Brien Press):


Two legs sat on three legs eating no legs.  Four legs came in and stole no legs from 

two legs.  Four legs ran away with no legs.  So two legs picked up three legs and threw three legs at four legs.  So four legs dropped no legs, and two legs was able to get no legs back.

(A person sat on a three-legged stool eating a fish.  A cat came and stole the fish.  The cat ran away with the fish.  So the person threw the stool at the cat, to make the cat drop the fish.  So the person got the fish back.)

Say the riddle quickly at first.  Usually it is nonsense and unless a listener has already heard the riddle, they will not understand it.  As with all riddles, repeat, but slowly and perhaps broken down so as to solve one part at a time.  When the riddle is solved, ask the listeners to close their eyes while you say it again, quickly as it was the first time.  Ask them if they understand it, and if they do, what happens in the mind to help them understand.  Usually they do understand it, and report they saw pictures.  You can do it one more time and ask them to concentrate on the pictures, and then ask them to give their different descriptions of the person, the fish, the cat—asking them to be as detailed in the description as they can be.  Ask them if the people and things they describe are people or things they know (a friend or relative, their favourite or least favourite kind of fish, their cat?)  Often the descriptions, which are based on those they know, and point out that memory and imagination work together.  What happens in their minds when they understand the riddle is what goes on in a teller’s or a writer’s head as she or he tells the story.

Things to look for:
With riddles, the teller often has to repeat the riddle slowly, or in parts, and to emphasis key words or phrases, or give extra clues.  Encourage the listeners to listen to each other’s answers, as a wrong answer could reveal a clue.

Things to Point Out Before the Activity:
Stress the importance of being a good listener—if everyone shouts their answers at the same time, the correct answer may not be heard, or the one who gives the answer may not be given due credit.

Things to Point Out and Ask Participants to Observe After the Activity:

Encourage the listeners to remember the riddles, and practice the riddles, and to look for new riddles.  Tell them to try them out on their families and friends.

Choral Stories

Purpose of Activity:
This is another way of playing with language, breaking down stories, and finding different and fun ways to tell or perform a story.

Description of Activity:
The leader can either take a story (an oral story, or a picture book or prose story)  that is already well known and divide it up or ‘script’ it so there are clear parts to be read aloud by everyone, with key bits of narration and character dialogue assigned to those participants who want to read these individually.  Alternatively, the group can choose a story they wish to perform as a chorus, and work out for themselves what parts will be read or told chorally and what parts are taken by individual readers/tellers.    The telling/reading can be as elaborate or as simple as the reader and/or participants wish: sound effects and music can be added, for example.   The chorus can be divided up, so that one part echoes or emphasizes the words of the other or of individuals.

Things to look for:

This can be a labour intensive activity, so the leader should plan to give plenty of time for it to develop.  Most likely, it is something that may need to develop over a couple of sessions.  Alternatively, it can be adapted and simplified so that a large group can be divided into several smaller groups of three to six participants.  Each small group can then work their own story and present it to the rest.  In this case, the activity would fit a half-day or full-day session.

Things to Point Out Before the Activity:

It’s important to re-tell/re-read the story in small chunks, and several times, to find the meanings, the expressions needed, to get ideas for sound effects, and what is most effective (a choral voice in one part, a single voice in another).

Things to Point Out and Ask Participants to Observe After the Activity:

As with the Circle Story (see above), doing a story collectively can help the entire group remember an entire story.  If each participant knows a bit of the story, and what surrounds that bit, together they can reconstruct the story more easily, especially when telling instead of reading.

Readers’ Theatre

Purpose of Activity:
This is a more formal presentation than the choral reading, usually devised for performance.  It can involve all participants in telling a story in an assembly, no matter what each participant’s ability is.

Description of Activity:
A story is chosen by the workshop leader or the group.  This story is then scripted—again, either by the leader in advance of the session, or by the entire group through working with partners or small groups.  The story is organised as a play script, with assigned parts of narration and dialogue.  Sound effects, props, and scenery can be added.  The script is read aloud a few times, for practice, and then performed.

Rather than act out the story as a drama, the scripts are placed on music stands and the participants stand or sit and read from these.  

Things to look for:

If the group has individuals with different levels of reading ability and/or confidence, it is important to make the work accessible and enjoyable for all levels.  Sometimes this means the leader needs to prepare the script and assign parts in advance.  Other times, it is important to involve the entire group in the process of developing the script and assigning parts: in such a case, it may take more than one session to complete this activity, and it may be useful to develop a plan with the teacher or youth group leader or librarian, so that they can pick up on the activity between the storyteller’s visits.

Things to Point Out Before the Activity:

The aim of this activity is to tell the story through individual voices, which makes it different from the Choral Story, where everyone speaks together.  If the group is developing the script and assigning parts, this means it is very important to listen to everyone’s suggestions and consider each idea, and be willing to compromise.

Things to Point Out and Ask Participants to Observe After the Activity:

This activity can end up being an extended one, taking place over a number of sessions.  It lends itself to constructive criticism—that is, chances for the participants to feed back observations and ideas that will improve the overall performance of the story.  

Story Raps

Purpose of Activity:  To play with repetitive language and rhythm, in order to see how rhythm and rhyme can make a story more memorable for the storyteller and more interesting for an audience.

Description of Activity: Model a story rap by performing a story or poem, such as The Three Bear Rap or The Referee Rap.  Ask the participants to choose a short nursery story or nursery rhyme that they would like to make into a rap (short, well-known stories such as The Three Billy Goats Gruff, The Three Little Pigs,  Red Riding Hood, and so on make good raps).   Have the participants try to keep a beat while telling the story in their own words.  They may work in small groups, or as one large group.  Ask for ideas and contributions on phrases and descriptions that rhyme.  As the contributions come forward, write them on the board or on a large sheet of paper.  

Once the rap is written, practice it several times.  Try to find places where the rhythm and flow of language can be improved.  Gradually, the story will be repeated enough to become well known and recited from memory.  It can make an excellent performance piece for an assembly or storytelling programme with peers, younger children, and/or teachers and parents.

Things to look for: The activity can be very noisy.  Sometimes (usually) a group can come up with a rap in one workshop session, sometimes it takes a couple of meetings.  It is important to remember that the first ‘draft’ of the rap may be a bit choppy or not scan well, and repeated recitations of the rap will smooth out the language and suggest better arrangements of words to match the rhythm, and better and more entertaining rhymes.

Things to Point Out Before the Activity:
 As it is a group activity, it is important to stress the need to listen and be patient, to take on board everyone’s contributions.   It may not be necessary to follow the story exactly, nor to put every single detail of the original story, into the rap version.  Sometimes it helps to start the rap with some of the repetitive language already in the story (e.g., ‘Trip-trap-trip-trap-trip-trap!  Who’s that walking on MY bridge?’ or ‘Little pig, little pig, let me come in!, etc.’).

Things to Point Out and Ask Participants to Observe After the Activity:
If all the ideas don’t fit into the final version of the rap which the group decides on, people don’t need to feel their contributions are left out.  They can do the rap their own way.

BIBLIOGRAPHY—THEORY AND PRACTICE

Ashliman, David L. (1988), A Guide to Folk Tales in the English Language, Based on the 

Aarne-Thompson Classification System (Bibliographies & Indexes in World Literature), Greenwood Press: Chapel Hill.
Baker, Augusta and Ellin Greene (1977), Storytelling: Art and Technique, R.K. Bowker


Company: New York and London.

*Barton, Bob and David Booth (1990), Stories in the Classroom, Pembroke: Toronto, 


London.

Bettelheim, Bruno (1976), The Uses of Enchantment, Alfred A Knopf: New York.

Booth, David and Bob Barton (), Story Works: How Teachers Can Used Shared Stories


 in the New Curriculum, Pemroke: Toronto and London.
Bruner, Jerome (1986), Actual Minds, Possible Worlds, Harvard University Press: 


Cambridge, Massachusetts and London, England.


(1990), Acts of Meaning, Harvard University Press: Cambridge, Massachusetts and 


London, England.

Bryant, Sara Cone (1905), How to Tell Stories to Children, Houghton Mifflin Company: 


Boston and New York.

Colum, Padraic (1968), Storytelling, New and Old, The Macmillan Company: New York.

*Colwell, Eileen (1980), Storytelling, The Bodley Head: London, Sydney, Toronto.

De Vos, Gail  (2002), Storytelling for Young Adults: Techniques and Treasury, 


Greenwood Press: Westport, Connecticut

Eastman, Mary Huse (1926), The Index to Fairy Tales, Myths and Legends, F.W. Faxon: 


Boston.

Foley, John Miles (1998), Teaching Oral Traditions, Modern Lagnuages Association: 


New York.

Gardner, Howard (1993), Frames of Mind, the Theory of Multiple Intelligences, Fontana 


Press, HarperCollins Publishers: London.

Gersie, Alida and Nancy King ( ), Storymaking in Education, Jessica Kingsley 


Publishers:  London and Philadelphia.

*Grainger, Teresa (1997), Traditional Storytelling in the Primary Classroom, Scholastic: 


Leamington Spa, Warwickshire.

Grugeon, Elizabeth and Paul Gardner (2000), The Art of Storytelling for Teachers and


Pupils, David Fulton Publishers: London.

Hardy, Barbara (1977), ‘Towards a Poetics of Fiction: An Approach Through Narrative’, 


in Meek, Margaret, Aidan Warlow and Griselda Barton (ed.), The Cool Web, The 


Pattern of Children’s Reading, The Bodley Head: London, Sydney, Toronto.

Lesser, Simon O. (1957), Fiction and the Unconscious, Beacon Press: Beacon Hill, 


Boston.

Lipman, Doug (1999), Improving Your Storytelling: Beyond the Basics for All Who Tell 


Stories in Work or Play, August House Publishers, Inc: Little Rock, Arkansas.
*MacDonald, Margaret Read (1993),  The Storyteller’s Start-Up Book, August House


Publishers, Inc: Little Rock, Arkansas.

MacDonald, Margaret Read, et al (1999), Traditional Storytelling Today, An 


International Sourcebook, Fitzroy Dearborn Publishers: Chicago and London..

Meek, Margaret, Aidan Warlow and Griselda Barton (ed.) (1977), The Cool Web, The 


Pattern of Children’s Reading, The Bodley Head: London, Sydney, Toronto.
National Storytelling Association, Sheila Daily, (Ed.) (1994) Tales as Tools: How to 


Harness The Power of Stories as a Teaching Tool, National Storytelling Press: 


Jonesborough, Tennessee.
Ong, Walter J., S.J. (1982), Orality and Literacy, The Technologizing of the Word, 


Methuen: London and New York. 

Opie, Iona, et al (ed.)  (2001), Play Today in the Primary School Playground: Life, 


Learning and Creativity,  Open University Press: Milton Keynes.
Opie, Peter and Iona Opie (1967), The Lore and Language of Schoolchildren, Oxford 


University Press: Oxford.

*Paley, Vivian Gussey (1990), The Boy Who Would Be a Helicopter, The Uses of 


Storytelling in the Classsroom, Harvard University Press: Cambridge, Massachusetts 


and London, England.
Parkin, Margaret (1998), Tales for Trainers: Using Stories and Metaphor to Facilitate 


Learning, Kogan Page: London.


(2001), Tales for Coaching: Using Stories and Metaphor with Individuals and 


Groups (Creating Success), Kogan Page: London.

(2004), Tales for Change: Using Storytelling to Develop People and Management, 


Kogan Page: London.

Piaget, Jean (1952), The Origins of Intelligence in Children, International University 


Press: New York.


(1955), The Language and Thought of the Child, Meridian Books: Cleveland.

Pullman, Philip (2002), ‘Voluntary Service, Can Literature Change the World?  Or 


Should Literature Be Above the Concerns of Society?’, Guardian, 28 December 


2002, 6-8.

Rodari, Gianni (1993), The Grammar of Fantasy, An Introduction to the Art of Inventing 


Stories (trans. Zipes, Jack), Teacher and Writers’ Collaborative: New York.

*Rosen, Betty (1993), And None of it Was Nonsense, Collins Educational: London.


(1993), Shapers and Polishers—Teachers as Storytellers, Collins Educational: 


London.

Ryan, Pat (1995), Storytelling in Ireland: A Re-Awakening, Verbal Arts Centre: 


Derry-Londonderry.

Savater, Fernando (1982), Childhood Regained, the Art of the Storyteller (La infancia 


recuperado), (Taurus Ediciones, S.A.), Columbia University Press: New York.

Sawyer, Ruth (1962), The Way of the Storyteller, The Bodley Head: London

Schimmel, Nancy (1992), Just Enough to Make a Story, Sisters Choice Press: San 


Francisco.

Shedlock, Marie (1951), The Art of the Storyteller, Dover Publications: New York.

Spolin, Viola (1986), Theater Games for the Classroom, A Teacher’s Handbook, 


Northwestern University Press: Evanston, Illinois.

Spolin, Viola and Paul Sells (ed.) (1999), Improvisation for the Theatre, Northwestern 


University Press: Evanston, Illinois.

Stallings, Fran (1988), ‘The Web of Silence: The Storyteller’s Power to Hypnotize’, 


National Storytelling Journal, 5:2, 6-21.

Warner, Marina (1994), From the Beast to the Blonde, On Fairytales and their Tellers, 


Chatto and Windus: London.


(1998), No Go the Bogeyman: Scaring, Lulling and Making Mock, Chatto and 


Windus: London.

*Weir, Liz (Ed.) (1988) Telling the Tale: A Storytelling Guide, Youth Libraries Group:  


London.

Wells, Gordon (1987 ) The Meaning Makers, Hodder, Arnold, H & S:  London, New 


York

Wilson, Michael (1997), Performance and Practice: Oral Narrative Tradition Among 


Teenagers in Britain and Ireland, Ashgate: Aldershot, Brookfield, USA, Singapore, 


Sydney.

(2005)  Storytelling and Theatre: Contemporary Storytellers and their Art, Palgrave: 


London

*Zipes, Jack (1995), Creative Storytelling, Routledge Press: New York and London.


(2004), Speaking Out, Storytelling and Creative Drama for Children, Routledge: 


New York and London.

The starred (*) entries are those we consider most useful to teachers

BIBLIOGRAPHY—SOURCE MATERIAL AND GUIDELINES TO SOURCES

Abrahams, Roger (1983), African Folktales, Pantheon Folk and Fairy Tale Library, 


Random House: New York and London.

Ahlberg, Allan (1990), Heard It In The Playground, Puffin-Viking Kestrel: London.

Anderson, G. (2000), Fairy Tale in the Ancient World, Routledge: London and New 


York.

Andersen, Hans Christian and Lilly Owens (ed.) (1993), The Complete Hans Christian 


Andersen Fairy Tales, Gramercy Books: New York and London.
Ashliman, David L. (1988), A Guide to Folk Tales in the English Language, Based on the 


Aarne-Thompson Classification System (Bibliographies & Indexes in World 


Literature), Greenwood Press: Chapel Hill.
Brand, Jill (1991)  The Green Umbrella, A & C Black Ltd.: Oxford, London.

Calvino, Italo (1981), Italian Folktales, Pantheon Folk and Fairy Tale Library, Random 


House: New York and London.

Colm, Padraic (1988), Treasury of Irish Folklore: Deluxe Edition, Random House: New 


York and London.


(2002), The King of Ireland’s Son, Indypublish: New York.

Corbett, Pie (1993) Tales, Myths and Legends, Scholastic Collections: Leamington Spa, 


Warwickshire.

Corrin, Sara (ed.) More Stories for Under-Fives, Faber & Faber: London.




(1989)  Stories for Five Year Olds, Faber & Faber: London.




(1989)  Stories for Nine Year Olds, Faber & Faber: London.




(1989)  Stories for Eight Year Olds, Faber & Faber: London.




(1989) Stories for Seven Year Olds, Faber & Faber: London.

(1989) Stories for Six Year Olds, Faber & Faber: London.

(1989)  Stories for Under-Fives, Faber & Faber: London.

Craig, Jim (ed.) (1993)  1, 2, 3 O’Leary (Rhymes in English and Irish), Verbal Arts 


Centre: Derry-Londonderry.

Crossley-Holland, Kevin (1990), British and Irish Folk Tales, Orchard Books: London.

East, Helen (2000), The Singing Sack, A & C Black, Ltd.: Oxford and London.

Eastman, Mary Huse (1926), The Index to Fairy Tales, Myths and Legends, F.W. Faxon: 


Boston.

Erdoes, Richard and Alfonso Ortiz (1985), American Indian Myths and Legends, 


Pantheon Folk and Fairy Tale Library, Random House: New York and London.


(1998), Legends and Tales of the American West, Pantheon Folk and Fairy Tale


 Library, Random House: New York and London.

Forest, Heather (1996), Wisdom Tales from Around the World, August House Publishers, 


Inc: Little Rock, Arkansas.


(2000), Wonder Tales from Around the World, August House Publishers, Inc: Little 


Rock, Arkansas.

Garner, Alan (1988), Alan Garner’s Book of British Fairy Tales., Collins: London and 


New York.

Glassie, Henry (1997), Irish Folk Tales, Pantheon Fairy Tale and Folklore Library, 


Random House, Inc.: New York and London.

Grainger, Teresa (1997), Traditional Storytelling in the Primary Classroom, Scholastic: 


Leamington Spa, Warwickshire.

Gonzenbach, Laura (2003), Beautiful Angiola: The Great Treasury of Sicilian Folk and 


Fairy Tales (Zipes, Jack, trans.), Routledge:  New York and London.


(2004),The Robber with the Witch’s Head: More Stories from, the Great Treasury of 


Sicilian Folk and Fairy Tales Collected by Laura Gonzenbach (Zipes, Jack, trans.), 


Routledge:  New York and London.
Grimm, Jacob and Wilhelm (2003), The Complete Fairy Tales of the Brothers Grimm—


New Third Edition (Zipes, Jack, trans.), Bantom Books: New York and London.

Hallworth Grace (1978), Listen to This Story, Methuen Publishing Ltd.: London


(1992), Mouth Open, Story Jump Out!, Mammoth Publishing: London.

Hamilton, Martha and Mitch Weiss (1990), Children Tell Stories, Richard C. Owen


 Publishers, Inc.:  Katonah, New York


(1997), Stories in My Pocket, Fulcrum Publishing: New York.


(1999), How and Why Stories, August House Publishers: Little Rock, Arkansas


(2001), Noodlehead Stories—World Tales Kids Can Tell, Sagebrush Education 


Resources: New York

Harrison, Annette (1992), Easy To Tell Stories for Young Children, National Storytelling 


Network: Jonesborough, Tennessee

Hayes, Sarah (1997), Favourite Fairy Tales, Walker Books: London

Heaney, Marie (1999), Over Nine Waves, Faber & Faber: London and New York.


(2000), The Names Upon the Harp, Faber & Faber: London and New York.

Heaney, Seamus and Ted Hughes (1997), The Rattle Bag, Faber & Faber: London and 


New York.


(1997), The School Bag, Faber & Faber: London and New York.

Holt, David (2001), Spiders in the Hairdo: Modern Urban Legends, August House 


Publishers, Inc: Little Rock, Arkansas.


(2004), The Exploding Toilet: Modern Urban Legends, August House Publishers, Inc: 


Little Rock, Arkansas.

Holt, David and Bill Mooney (ed.) (1994), Ready-To-Tell Tales: Sure-Fire Stories from 


America’s Favorite Storytellers, August House Publishers, Inc: Little Rock, 


Arkansas.

(2000), More Ready-To-Tell Tales: From Around the World, August House 


Publishers, Inc: Little Rock, Arkansas.

Kelly, Eamon (1989), The Bridge of Feathers, Poolbeg: Dublin


(1992), The Enchanted Cake, Poolbeg: Dublin

Lenihan, Eddie (1987), Strange Irish Tales for Children, Mercier Press: Cork.

Lenihan, Eddie and Carolyn Eve Green (2003), Meeting the Other Crowd: The Fairy 


Stories of Hidden Ireland, Gill & Mamillan: New York and London

MacDonald, Margaret Read (1986), Twenty Tellable Tales, H.M Wilson: USA.


(1993), The Storyteller’s Start-Up Book, August House Publishers, Inc: Little 


Rock, Arkansas.


(1996), Tuck-Me-In Tales: Bedtime Stories From Around the World, August House 


Publishers, Inc: Little Rock, Arkansas.


(2000), Shake-It-Up!: Stories to Sing, Dance, Drum, and ACT Out, August House 


Publishers, Inc: Little Rock, Arkansas.

MacManus, Seamus (1994), Hibernian Nights, Barnes and Noble: New York and 


London.


(1999), Favourite Irish Folk Tales, Dover Publications: New York.


(2002), The Story of the Irish Race, Welcome Rain Publishers: New York.

Medlicott, Mary (ed.) (1990), Time for Telling, Kingfisher Books: London, New York.

O’Brien, Edna (1997), Tales for Telling,  Chrysalis Children’s Books: London.

OhOgain, Daithi (1990), The Encylopaedia of Irish Folklore, Legend and Romance, Ryan 


Publishing Company: New York.

Opie, Iona and Peter Opie (1980), The Classic Fairy Tales, Oxford University Press: 


Oxford.

O’Sullivan, Sean (1999), Folk Tales of Ireland, University of Chicago Press: Chicago 


and London.

Ramanujan, A.K. and Yoji Yamaguchi (1994), Folktales from India, Pantheon Folk and 


Fairy Tale Library, Random House: New York and London.

Roberts, Moss (1980), Chinese Fairy Tales and Fantasies, Pantheon Folk and Fairy Tale 


Library, Random House: New York and London.

Ryan, Patrick (2001), Shakespeare’s Storybook: Folk Tales That Inspired the Bard, 


Barefoot Books: Bath and Boston.

Steele, Mary (1989) Traditional Tales, Thimble Press: Cambridge, England.

Thomson, Pat (1996), A Band of Joining-in Stories, Corgi Children’s Books: London.

Waddell, Martin (1997), Orchard Book of Ghostly Stories, Orchard Books:  London and 


New York. 
Warner, Marina (2004), Wonder Tales: Six French Stories of Enchantment, Oxford 


University Press:  Oxford, London, New York.

Walsh, Thomas (1994), Favourite Poems We Learned in School, Mercier Press: Cork.

Weir, Liz (1995), Boom Chicka Boom, O’Brien Press: Dublin.

Williamson, Duncan (1985), Fireside Tales of the Traveller Children, Canongate Press: 


Edinburgh.

Yeats, William Butler (1993), Fairy Tales of Ireland,  Armada Paperback: New York.

Zipes, Jack (1995), Creative Storytelling, Routledge Press: New York and London.


(2001), The Great Fairy Tale Tradition: From Straparola and Basile to the Brothers 


Grimm, W.W. Norton and Company, Ltd: New York, London


(2002), The Oxford Companion to Fairy Tales, Oxford University Press: Oxford, 


London, New York.


(2004), Speaking Out, Storytelling and Creative Drama for Children, Routledge: 


New York and London.

One for You, One for Me, Churches Peace Education Programme, Elmwood Avenue, Belfast.

Traveller Ways, Traveller Words, Pavee Point Publications, Dublin.

Wait ‘til Ye Hear…, N.W.H.B. Health Promotion Service, Main Street, Ballyshannon, Co. Donegal.

BIBLIOGRAPHY OF USEFUL PICTURE BOOKS

Alborough, Jez (1977), Watch Out! Big Bro’s Coming, Walker Books: London.

Andreae, Giles (2000), Giraffes Can’t Dance, Orchard Books: London.

Binch, Caroline (2000), Christy’s Dream, Mammouth Paperback: Dublin

.

Browne, Anthony (1995), Willy the Wimp, Walker Books: London


(1998), Willy the Wizard, Dragonfly Paperback: London.

Carroll, Jessica (1996), Billy the Punk, Random House Australia Children’s Books: 


Sydney, Melbourne.

Dahl, Roald (995), Revolting Rhymes, Puffin Books: London.

Fox, Mem (1987), Wilfred Gordon McDonald Partridge, Puffin Paperback: London

Hutchins, Pat (1989), The Doorbell Rang, HarperTrophy Paperback: London, New York.

Rylat, Cynthia (1993), When I Was Young in the Mountains, Dutton’s Children’s Books 


Paperback: New York.

BILIOGRAPHY OF CDs, CD ROMs, USEFUL WEBSITES

Crosskeys Inn: Tales Across the Ocean, CD of five Irish and five US tellers-- £9.99 

payble to : Crosskeys Inn Heritage Trust, c/o 127 Ballyeamon Road, Cushendall, Co. Antrim BT44 0QP, Northern Ireland

The Verbal Arts Centre, Everlasting Voices, CD Rom which should be in all Irish schools—copies available @ £10 from The Verbal Arts Centre, Stable Lane, Mall Wall, Bishop-Street-Within, Derry BT48 6PU

Letterbox Library (Celebrating equality and diversity in the best children’s books), www.letterboxlibrary.com
Stories from the Web (child friendly author interviews), www.storiesfromtheweb.org
StoryArts—excellent website by Heather Forest giving lots of information o storytelling in education, www.storyarts.org
The Verbal Arts Centre—information on project, programmes, events, publications, also the source for The Irish Storytelling Handbook, compiled by Storytellers of Ireland/Aos Scéal Éureann, which lists storytellers available for work in all 32 counties, www.verbalartscentre.co.uk
The Society for Storytelling—an organisation for those interested in storytelling in England and Wales, it has publications on storytelling and hosts conferences and gatherings every year, www.sfs.org.uk 

The Scottish Storytelling Centre—an excellent arts centre promoting storytelling, hosting festivals, special events, professional development and training courses, storytelling projects in education, and a directory of storytellers in Scotland , www.scottishstorytellingcentre.co.uk
The National Storytelling Network (NSN), The American storytelling organisation, which publishes a magazine on storytelling, various books on storytelling, and which hosts an annual conference that consists of workshops, lectures and plenary sessions , www.storynet.org
The National Association of Writers in Education (NAWE), an organisation that develops and trains writers, storytellers and poets in the United Kingdom to work in schools, libraries and community centres as writers in residence; it has a directory of writers available for work, and courses for writers and teachers, www.nawe.co.uk
The Poetry Society, an organisation that has publications suggestions activities and lessons on poetry for teachers working with all key stages, and a directory of poets available for residencies and performances, www.poetrysociety.co.uk
National Literacy Trust—various programmes to support literacy in a fun and positive way, for all ages (projects such as Reading is Fundamental, Reading the Game, Reading Champions, Kick into Reading), www.literacytrust.org.uk
The Arts Council—Northern Ireland’s Arts Council runs a programme called Creative Youth Partnerships, which is a database of artists available for work in schools and youth clubs, and also a programme to provide funding to support artists’ residencies and arts projects in schools, www.artscouncil-ni.org
Poetry Ireland—The agency in the Republic of Ireland that runs and supports the Writers in Schools scheme for the 26 counties; although they can’t fund schools in N. Ireland, they do have a directory of writers, poets, illustrators and storytellers available for one day and long-term residencies in schools, many of whom would be happy to work in the north, www.poetryireland.ie/writers/schoolsscheme
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