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Module 1: Introduction to Storytelling 

UNIT 34 : FINDING YOUR STORYY


Timing: 120 minutes

Learning objectives  
At the end of this unitt, participants will understand:

- Participants understand that any story begins with a simple idea
 - Participants will They understand that a story can have different starting points (who, what, where …); 

 - They become familiar with a story map;story-mapping method

- They start to reflect on the places of their local community living. .












Learning content
List all topics covered in the unit: 

- how to create a story and e a story : which are the basic ingredients (the 5W);starting point for writing a story
- what a story-map is and its advantages; 
- the “Where” as starting point for a better story of local territory.







Inputs and learning activities



Inputs and learning activities
List all activities in the logical sequence they should be followed* 

a. Activity “The map of a story” (group work)What if … ?”
b. Activity “Maps and me”Dixit” / “Photo language” (group work)
c. Activity “Mapping the journey of life”













*Each module should start with overview ppt giving the big picture of the content, so the first learning activity will be the ppt itself.


Inputs 

One of the best practices for creating and writing new stories is to follow "The 5Ws" guideline, by investigating the Who, What, Where, When and Why of a story: 

· Who is driving the story? Who is it about? Who is affected? Who benefits? Who loses?
· What has happened? What are the consequences? What does this mean for the reader?
· Where is this taking place (building, neighbourhood, city, country)? Where should readers go to learn more?
· When did it happen (time of day, day, month, year)? When was the last update? When can you expect to learn more? When will the effects be felt?
· Why did this event take place? Why is this important in the big picture? Why should readers care?
Our objective is to make participants understand that even the starting point of a story can change depending on what we want to highlight: we can start with the direct presentation of the protagonist, as well as the definition of the space in which the story will take place. Without forgetting, of course, the classic beginning of the stories of our childhood "Once upon a time...". 
It is therefore important that participants know how to identify the basic elements of a plot so that they can then understand how to use them, in order to create and write down their own story. 

A story map is a strategy used by teachers to help students learn the elements of a book or story. By identifying story characters, plot, setting, problem and solution, students read carefully to learn the details. 
Which is why we propose the use of story maps: 
· They improve learners' comprehension; 
· They provide learners with a framework for identifying the elements of a story; 
· They help learners of varying abilities organize information and ideas efficiently.

There are many different types of story maps. The most basic ones focus on the beginning, middle, and end of the story. More advanced ones focus more on plot or character traits.

Learning activity A
· 

Inputs and learning activities Nr.1
	Title
	

The map of a story  
What if … ?


	Type
	
Activity: exercise, group work. k etc.
The facilitator is expected to explain the activity and assist participants during its implementation. S.he is called upon to debrief at the beginning/end of the activity so that participants understand the meaning and learning objectives of the activity. 


	Goal
	
Participants  understand that a story can have different starting points (who, what, where …).
They become familiar with story-mapping method. 
understand that any story, even the most complicated, begins with a simple idea.


	Description
	
Before starting the activity, the facilitator can use the PPP "Unit 4 Finding your story" to show and explain the concept of the story map. A story map is a strategy that might be used to help learners to identify the elements of the story. 
By identifying story characters, plot, setting, problem and solution, participants are invited to listen to/ read carefully the story. 


Each participant brings with him/her a story from their homeland. 
The story must be in written format and not be too long. 

The facilitator divides the participants into three groups.
In the groups, each participant briefly presents his or her story. It will then be necessary to choose one that will be analyzed by the group.
[15 minutes]

The facilitator gives the groups a Story map sheet (possibility to choose between the two that are proposed).
Each group analyses the chosen story by completing the story map sheet. 
To properly allocate roles within groups, the facilitator can assign tasks:
A person takes notes on the form
One (or more) person(s) will present the card to the rest of the participants
A person controls the timing given for the instruction. 
[20 minutes]

After the analysis, each group presents its story to the rest of the participants: each group is free to present it simply by using the story map or telling it (one or more people). 
To present their story, the group may decide to use or integrate materials or formats other than written and oral (visual, audio effects, etc.). 
The material should be made available by the facilitator (DIXIT cards, images from magazines, etc.). 

Each presentation should include the following details: 
main characters, 
place, 
time, 
plot, 
morals and 
explanation why it was chosen. 
[25 minutes]
Participants choose three of their favorite films or stories.

Participants share their opinions and feelings about the stories that have been presented. 

They try reframing each of them in terms of a "what if" statement. 
They share these with the group (written or verbally) and see if they can guess what movie it is from!


	Additional information for trainers, if used for face to face session
	
Participants are expected to bring a story from their city, region or country. As this is most likely something that requires participants to do prior research, the facilitator should make sure that everyone has the time and the resources for doing this. 
In order to avoid possible omissions, it is good that the facilitator reminds the participants beforehand (depending on how the training will be organized over time). 

The facilitator can use catalogues of oral literature, stories and folk tales specific to the regions and countries of the participants in order to help them in their research. 

It is important that the facilitator ensures that the stories proposed by participants are not too long. 
It may be useful to recall the three main characteristics of a story, which should be 
Simple
Emotional
Truthful 
(see Unit 1).


	Material
	
Stories (from participants)
Story map forms
A4 Papers (colored ones)
Colored pencils
Dixit cards
Magazines
Source :

Introduction to storytelling, Pixar in a Box
https://www.khanacademy.org/partner-content/pixar/storytelling/we-are-all-storytellers/v/video3-final


	Timing
	60 15 minutes


	Comment
	
This activity can be replaced by the vision of the video: 

https://www.khanacademy.org/partner-content/pixar/storytelling/we-are-all-storytellers/v/video3-final




Inputs and learning activities Nr.2
	Title
	
Dixit 


	Type
	
Activity: exercise, group work etc.


	Goal
	
They understand that a story can have different starting points (who, what, where …).


	Description
	Each player starts the game with six random cards. Players then take turns being the storyteller. The player whose turn it is to be storyteller looks at the six images in his or her hand. From one of these, he or she makes up a sentence or phrase that might describe it and says it out loud (without showing the card to the other players).

Each other player then selects from among their own six cards the one that best matches the sentence given by the storyteller. Then, each player gives their selected card to the storyteller, without showing it to the others.

 The storyteller shuffles his or her chosen card with the cards received from the other players, and all cards are then dealt face up. The players (except for the storyteller) then secretly guess which picture was the storyteller's, using numbered voting chips.

Scoring

If all players find the story teller's card
Story teller: 0 points
Other players: 2 points

If no players find the story teller's card
Story teller: 0 points
Other players: 2 points (+1 bonus point per vote for his/her card)

If at least 1 player, but not all players have found the story teller's card
Story teller: 3 points
Players who found the card: 3 points (+1 bonus point per vote for his/her card)
Other players: 0 points

In updated scoring, the other players receive +1 bonus point per vote for his/her card

A large part of the skill of the game comes from being able, when acting as the storyteller, to offer a title which is neither too obscure (such that no other player can identify it) nor too obvious (such that every player is able to guess it).


	Additional information for trainers, if used for face to face session
	

	Material
	Dixit cards
Phots/pictures from newspapers and periodicals

	Timing
	45 minutes 

	Comment
	If the facilitator does not have Dixit cards, he or she can offer the group pictures from newspapers and periodicals, based on the cards of the game.
The game cards can be easily found on the internet : https://urlz.fr/9lko. 



Inputs

Let’s imagine that one is looking for a buried treasure and the only person who knows where the treasure is cannot come along. The person who knows where the treasure is could surely describe in a very detailed way how to get to the treasure, but what if the other accidentally forgets an important part of the instructions? To write it down then could be a good solution, so the person having the instructions in hand could easily refer to them if needed and it will be harder to forget something. But then if one ends up out of the winding path, all the directions won’t be useful anyway, as the instructions specified how to find the treasure starting from a specific point and not from the position off the road where one is located now. 

A map solves both these problems. Drawing a detailed map of the area around the treasure would allow one to take something along in order not to forget anything and, if one gets lost, it would be easy to determine the current position on the map and then continue towards the destination in order to finally find the treasure.
The map here has to be intended as a tool which would allow one to look at things from a different point of view, to connect things. A tool which can display the macro and the micro dimension of something, which allows us to zoom in and frame a specific part, in order to see even the smallest details of it, and, at the same time, it can zoom out and enlarge the 

portion revealing things that one had never seen before. All the elements are already displayed on a map, there are places where one has been and some that still haven’t been visited, and there are all the needed information for one to go everywhere.

s and Llearning activity ies BNr. 3

	Title
	
Maps and me Mapping the journey of life 



	Type
	

Activity: exercise, group work.
The facilitator is expected to explain the activity and assist participants during its implementation. S.he is called upon to debrief at the beginning/end of the activity so that participants understand the meaning and learning objectives of the activity. 
Self-learning: link, literature reference, self-reflection


	Goal
	
Participants start to reflect on the places of their local community living: they are allowed to present their territory as a reflection of their own subjectivity and personality.

They understand that a story can have different starting points (who, what, where …).
They become familiar with story-mapping method.


	Description
	
Each participant should bring a map of their town, region or country and is invited to intervene on it and reflect their personal vision. 

By drawing, writing, tearing, cutting out the “official” map, each participant creates a new picture of his/her town, region or country, reflecting his/her likes and dislikes, revealing the places he/she knows and those where he/she never went.
The facilitator guides the creation of the "new" map by inviting each participant to reflect:
- The place I like the most (and why)
- The place I like the least and how I would change it
- Local historical heritage: which place? 
- The place I never went
- The place I know the most
- The place I want to create
- My closest people: which place?
- The best laugh ever: which place? 
It would be easier for participants to read the instructions written somewhere while working: the facilitator can use the slide in the PPP "Finding your story" and/or write them on a flipchart.

Participants are free to modify and change (cut, draw, write, etc.) their maps as they wish: the material necessary for any type of cutting, writing, drawing, etc., should be made available by the facilitator. 
The facilitator should also provide images and photos, as well as DIY materials so that participants can personalize their maps as much as possible. 
When it is finished, each town/region/country is cut up along the borders (real and subjective), and all maps are assembled on the walls to recreate a fictitious continent, country, region.  Give each participant large sheet of paper and ask them to draw a winding pathway. 

At the middle of the path ask them to draw a circle.
 To the left of the pathway, ask them to write “road already travelled” and to the right – “the path yet to come”. 
Looking Back (15 min) :
1. At the starting point ask participants to reflect and include elements of where they come from. For example, places, culture, language, and/or spirituality.
2. Ask them to reflect on their companions throughout this journey. These might be individuals, groups, communities, organizations. Ask them to include people of different generations, also they can include invisible friends, spiritual leaders, pets, etc.
3. Ask them to draw or list some of the favorite places along the road they have been on this journey so far.
4. Ask participants to identify two milestones of their journey. Ask them what key things they have already accomplished and represent it on their pathway.
5. Ask them to draw a mountain and a river to symbolize two obstacles they have already overcome. Ask them to indicate how they overcame it, avoided or got around the obstacles.
Looking Forward (15 min) :
1. Ask participants to write their hopes, dreams, wishes toward the end of the path. These might be for themselves, their family members, friends, even next generations.
2. Ask them to identify some places they wish to see on the rest of their journeys and ask them to mark it on the pathway.
3. Ask participants to draw a mountain to symbolize one obstacle that she/he (or others they care about) may face in the future along the future path. 
Ask how them and their journey companions will try to avoid, get around or overcome this difficulty. Ask them to reflect on how they can stay strong as they will face these troubles.
Give participants some time to reflect on their Journey.
Sharing the Journey (30 min) :
When all “Journeys of Life” are finished give time to participants to walk around and look at the stories of other participants. Gather participants in the circle and ask for volunteer to share hers/his story. 
Ask that all group give their full attention to the person who is sharing and that all questions and comments wait until the end. 
Ask series of questions to prompt group discussion: 
- What was it like for you to tell your story to this group?
- What was it for you to hear all of these stories?

	Additional information for trainers, if used for face to face session
	

	Additional information for trainers, if used for face to face session


	
The facilitator should inform the participants so that they can obtain a map of their own city/region or country beforehand.

Care should be taken to ensure that the maps are all at the same scale: city, region or country scale?  
The city scale may be the most appropriate for the project “My Community 2020”. 


	Material
	

Map of the town, region or country of the participants (from participants)Sheets of paper
A4 Papers (colored)
Crayons, markers, pens
Scissors, glue, scotch tape, …

Sources :

How to tell a (life) story
http://tellyourstorymap.eu/wp-content/uploads/2019/01/tys-io2-en.pdf 

Subjective mapping – The booklet 2017 - by Nomadways
https://drive.google.com/file/d/1jAcXhl48cSn_rvDAqB4DNoaMArjsMPwF/view 


	Timing
	
60 60 minutes

	Comment
	
The geographer and education manager Joseph Kerski suggests storytelling is one of five converging global trends that increase the importance of geography and the use of maps for telling a story. 
Geographic tools, data, and multimedia on the web offer the ability and audience for storytelling through maps. Digital maps are a gateway to discovery about the world and local communities in which people live. He stresses maps are useful to broad sectors of society as essential tools for understanding issues and for solving real problems, they can be a gateway to discovery about the physical and cultural world and local communities in which we live. 
Maps are tools to transmit spatially-related information, like oral or written stories they stimulate the imagination, while also providing orientation to known geography. 
Instead of asking participants to draw a pathway, the facilitator can give already prepared templates of the pathway. 
If the group is too large for it to be feasible that everyone hears all of the stories, you can divide into smaller groups of 5-6 people. 
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