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Forewords: 

This document contains a detailed description of the training activities to be carried out by 

teachers and tutors in order to design, implement and manage the intergenerational Laboratories 

of Memories, which model was developed in the framework of the iRemember project; it should 

be considered as vitally interconnected with the other iRemember resources with particular 

efe e e to the i‘e e e  Methodolog  I telle tual Output 1). 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The European Commission support for the production of this publication does not constitute an endorsement of the 

contents which reflects the views only of the authors, and the Commission cannot be held responsible for any use which 

may be made of the information contained therein 

Overview 

 
COMPONENT TITLE LEARNING HOURS 

Training Path: Section 1 Storytelling & Narrative 20 

Training Path: Section 2 Story & Storyboarding 13 

Training Path: Section 3 The Land 2 

Total Training Time 35 
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1. Project Summary 

The iRemember project intends to share, adapt and experiment at the European level the "Laboratory of 

memory", a laboratory model of intergenerational activities (involving teachers/tutors , students and 

seniors), aimed at updating the skills of teachers/trainers and improving alternative and informal learning 

of history in schools. Each "Laboratory of memory" will focus on the theme of "conflict" (e.g. Transition 

between communism and market economy in Romania, "The Troubles" in Northern Ireland, etc.. ) and the 

results obtained f o  the i te ge e atio al la o ato ies ill e i tualized th ough the The La d  o li e 
platform. 

The project consists of: 

o A Methodology for managing intergenerational learning laboratories; 

o A training course for teachers/tutors; 

o An online training program for students; 

o A virtualization process of the laboratories. 

The iRemember Methodology aims to: 

Provide teachers and trainers a major competencies/skills upgrading through a sustainable and interactive 

tool for non-formal and alternative teaching/learning of contemporary history 

o Support the interaction between generations involving senior citizens and young people as main 

actors addressing 

o emerging issues (conflicts) with historical roots but with concrete impacts on present times 

o Support the social inclusion of older citizens involving them in laboratories, storytelling experiences 

with younger people allowing them to share their personal memories and stories, acquiring an 

e te al ie s o  those fa ts a d a ti el  o t i uti g to the eatio  of a o o  e o  

o Support the inclusion of young people in democratic life through a participatory and active 

citizenship approach 

o Foste  the use of ICT a d e  .  tools to eate a sha ed, so ial a d pa ti ipato  o o  
e o  a out spe ifi  topi s a d issues 

o Define an effective tool to be used in conflict resolution policies and activities. 

o It will be composed by: 

o A methodology for trainers (tutors) for the design and management of activities (laboratories) 

involving older citizens and young people. 

o A set of storytelling training techniques 

o A  o li e platfo  The La d  fo  the i tualizatio  a d o li e sha i g of o o  e o ies 
related to places and events as narrative content, publicly accessible through any device connected 

to the Internet. 

 

The project strengthens the cooperation between partners, defining and sharing a model of 

intergenerational laboratory of memory involving: 

Teachers/trainers: subjects with innovative skills in the field of design and management practices of 

teaching and social inclusion; 

Senior citizens: subjects with experience, knowledge, memory and mediation skills; 

Young people (students): subjects with in digital environments and hybrid spaces, material and virtual, with 

a capacity of revision and creation of sources of information and shared narratives. 

The main output of the workshop will be an innovative and informal methodology for teaching history. The 

project will also virtualizes the laboratories of memory (realized through a specific tool developed by the 

University of Rome "La Sapienza") and the meta-dating of the materials produced by the encounter 

between the young and elderly. The project therefore aims to share and adapt this method in order to 

establish an effective and sustainable tool for the informal teaching of history, the social inclusion of the 

elderly and the sharing of experiences and points of view between the elderly and young people with the 

meta- objective of preserving memories that would otherwise be lost. 
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2. Training Path - “ection One: “torytelling and Narrative  

 

Section One of the training pathway for tutors and teachers explores the nature of storytelling, the 

value of shared stories,  as well as offering focus upon aspects of story such as the narrative voice, 

arc of story, the use of imagery, des ipti e la guage, a d all the e ha i s  of sto telli g. This 
section also introduces modes of storytelling (such as Life Writing, Poetry and Narrative song), 

interview techniques, and theories behind creating a neutral and supportive learning and 

storytelling environment. 

 

Introduction:  

 

This Teaching and Learning pathway seeks to train teachers, tutors and facilitators who will be 

using and delivering the iRemember methodology in educational settings. This training resource is 

designed to upskill through the exploration of storytelling theory, practical activates, examples of 

best practice, storytelling techniques, multi-media formats, and detailed lesson plans.   

 

Although designed specifically to train and upskill teachers, tutors and facilitators, this training 

program addresses both tutors and participants because ultimately the program is delivered to all, 

and all will become familiar with the theories, practices, techniques, and activities herein. This 

training pathway must be utilised in close conjunction with the iRemember Methodology 

Document. This program employs and encourages open sharing of thoughts, guided discussion, 

active learning, structured exercises and role-playing. Ongoing assessment and one to one 

feedback will help promote a mutually supportive learning environment.  

3. Aims and Objectives: 

1. To familiarise all tutors / participants with strategies to promote and inspire intergenerational 

discussion, shared memory, and collective expression.  

 

2. To de elop tuto s  / pa ti ipa ts  app e iation of narrative as a means of contextualising and 

documenting the personal and historical past.  

 

3. To develop in tutors / participants a keen understanding of the art of storytelling as a tool to 

advance the expression of memory and the lived experience in the context of a conflict or post 

conflict setting. 

 

4. To help tutors / participants gain insights into how narrative and shared memory may be 

performed, recorded, and archived in a multitude of  formats to form an educational and 

artistic resource and digital toolkit. 
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4. Learning Outcomes: 

On completion of this programme, tutors / participants will be able to: 

1. LO1: Understand the strategies and approaches underpinning the creation of a safe, neutral, 

and mutually supportive storytelling environment  

2. LO2: Demonstrate a developed awareness of the power and worth of story emerging from 

shared memory and intergenerational dialogue (related specifically to conflict and post conflict 

lived experience.) 

3. LO3: Demonstrate a developed awareness of approaches and methodologies in the facilitation 

of discussions and exercises that will inspire intergenerational, shared memory and 

storytelling.  

4. LO4: Demonstrate a practical understanding of the methods and strategies used in the 

development, recording, and archiving of storytelling under the umbrella of shared memory 

5. LO5: Demonstrate and utilise knowledge of the range of mediums and technological platforms 

available for the archiving, presentation and performance of narrative accounts.  

 
 

Storytelling and Narrative: Delivered through the Shared Memory of Lived Experience 

 Title: Type: 
A Guide for Facilitators Resource Guideline 

Agreed Charter Template Learning Resource 

Short and Long Strings Storytelling Ice-breaker Resource 

Fact or Fiction Storytelling Ice-breaker resource 

I Remember, I wish Storytelling Ice-breaker resource 

Active Listening Learning Resource 

Good Practice for Storytelling Interviews: Learning Resource 

Possible Prompts / Questions Storytelling Interview Resource 

Gulliver’s Travels Task Conflict Scenario Resource 

Ruben and his Fathe s Car Conflict  Scenario Resource 

Painting Pictures with Words Storytelling Learning Resource 

 

iRemember Methodology 1 

Storytelling and Narrative: Delivered through the Shared Memory of Lived Experience 

 Mod Title Description H. Delivery 

1 Storytelling and Narrative: Delivered through the Shared Memory of Lived Experience 

 
20  

 

Sess. 1 

    Introductions and Icebreakers Warm up ideas to help different participants 

get to know each other a little better, and to 

get individuals introduced to speaking in a 

group setting. 

 

 

2 

 

Face to Face 

 

Sess. 2 

 

An Agreed Working Charter 

A activity that builds trust and ensures that 

aims, objectives and final outputs of the 

project and the storytelling sessions are made 

clear 

 

1 

Face to Face / 

Blended 
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  Sess. 3 

 

The Nature of Storytelling: 

 Modes of Story 

To explore the nature of stories and the value 

of shared stories, especially life stories 

emerging from a conflict or post conflict 

setting. The session will also foreground the 

different mediums of storytelling. 

2 Face to Face / 

Blended 

 

Sess. 4 

 

Painting Pictures with Words 
Familiarizing participants with the 

mechanics of storytelling techniques 

 

3 

Face to Face 

/ Blended 

 

 Sess. 5 

 

Active Listening 
To underline the value of active listening to 

capture stories. 

 

2 

Face to 

Face  

 

Sess. 6 

 

Interview Skills and Experience 
To familiarize intergenerational  participants 

with interviews and afford experience in this 

area 

 

2 

Face to Face 

 

Sess. 7 

 

Conflict and Communication 
Using fictional conflict scenarios to, explore 

the power of communication. 

 

2 

Face to Face  

 

Sess. 8 

 

Photos and Mementos as 

Inspiration 

Using photos / o je ts as lau h pads or 

inspirations for storytelling. 

 

3 

Face to Face 

 

Sess. 9 

 

Behind the Headlines 
To demonstrate that every voice, every life 

lived is valuable as a story. 

 

3 

Face to Face 
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5. A Guide for Facilitators 

 

Given the nature of facilitation particularly related to storytelling and shared experience, facilitators 

need to maximise the effectiveness of the sessions. Facilitators need to be very attentive as to 

certain issues that may arise in sensitive conflict or post-conflict-related sessions, and be prepared 

to deal with them. This guide is designed to anticipate and help. 

  

1. One person is dominating a group: Acknowledge the speaker but make it clear that input from 

others is important: for example "Can I hear from someone that hasn't spoken yet?" / "I've 

oti ed that o o e  ha e had u h to sa  / Could e ha e a othe  ie  to suppo t o  
give bala e to this ie .  Use a ti ities that e ui e e e o e's pa ti ipatio , i.e. split i to 
small groups where everyone has a part to play. If a person consistently talks for long periods - 

without singling anyone out – remind the group many voices make for an active discussion. If 

someone continually interrupts, don't become defensive, acknowledge the value of their input, 

but point out that, in the interest of all, interruptions should be kept to a minimum. Offer to 

allocate the person interrupting time later. If participants keep putting their hands up while 

someone is speaking, explain that you will allow time when the speaker is finished. 

 

2. Several people refuse to talk or participate: If some seem reluctant to participate, try dividing 

the group into pairs, or small groups with a specific discussion point or points. This might allow 

for some to feel more comfortable, especially at the outset. You can also employ anonymous 

written responses to a discussion point to help shy or reluctant individuals have their thoughts 

discussed. This can help build confidence.  

 

3. Someone suggests you, as a facilitator, have a biased view: Always acknowledge the charge, 

and use honesty. Acknowledge that everyone has to work against their own past – but that 

actively you seek always to be neutral and fair.  

 

4. An offensive comment from a participant leads to a negative reaction from others: Offensive 

comments are called offensive for a reason - they do often lead to o fli t. ‘efe  to the Agreed 

Charter  (see resource), and point out the golden rule: always treat others as you would like to 

be treated yourself . Do t a al se o  e isit the o e t too u h – simply register what 

happened, that it has been offensive, a d that ou a t allo  comments to be offensive - ask 

that the workshop be continued in the good spirit of progress. If offensive comments continue, 

you can use the agreed charter to become more firm.  

 

5. Someone verbally attacks your facilitation: There will often be a background to this, the key 

here is not to react like fo  like  ith a  a usato  to e. Ne e  take the ha ge pe so all . 
‘athe  e plai  ou do t a t to distu  the sessio  a d offe  to dis uss thi gs p i atel  du i g 
a break. If you actually did make a mistake, acknowledge it, apologize and continue. 

 

6. Someone presents inaccurate information: If misinformation or a statement or opinion 

(misrepresented as fact) is voiced, invite other participants to correct the misinformation or 

classify it as opinion. For example in the case of the Northern Irish Troubles, if someone were to 

sa : it is a fa t that the T ou les e e sta ted o  pu pose  ilita t Catholi s!  You ould 
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invite the group to discuss the accuracy – if no-one does, you should always correct the 

misrepresented fact. NEVER LEAVE IT – you will lose group respect if you do, and others who 

may feel too timid to speak up will not trust you after. In this case you might point out, there 

are many differing views that are often promoted through misinformation but this is not a fact – 

if someone in the g oup halle ges a fa t a d ou do t ha e the a s e , o it to looki g 
into it. Don't leave the group with any misinformation.  

 

7. The focus of discussion drifts from objectives: It is always good practice to allow a little room 

for conversations to drift into different areas. If there is a prolonged period where the 

conversation is off focus, however, gentle, suggestive phrases that invite the group to comment 

on the focus can steer the discussion back organically – fo  e a ple: This is i te esti g ut are 

the e o e ele a t the es fo  othe s?  / Is this issue i po ta t fo  othe s?  ulti atel  ou 
a  state: Pe haps e ill etu  to this ut fo  o  e eed to get a k to the fo us  

 

8. Group parti ipa t states this is poi tless!  or asks what’s the poi t i  all this?  Never get 

into a debate about whether the sessions will make any difference or are important - you 

ould 't e fa ilitati g the  othe ise. I stead poi t out ho  e e o e s life a d e pe ie e is 
important and valuable, that stories are hu a it s a  of aki g se se of itself!  

 

9. You realise you dislike a participant: You are a facilitator - but human - and entitled to personal 

likes and dislikes. However, you must also keep in mind that as a facilitator, your neutrality is 

essential to the success of any storytelling session. Acknowledge your feelings to yourself, but 

never let them become obvious, or become reflected in how you deal with anyone. 

 

10. Have fun: laugh, cry and value the sessions! 

 

Note: It is helpful to practice responding to challenging situations by role playing them with others. 

As you gain experience as a facilitator you will discover additional responses to these and other 

situations and will develop your own style. 
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Principles & 
Objectives 

 

•To facilitate the sharing of memory and experince in a mutually supportive storytelling 
environment 

•Support interaction and discussion between generations  

• To discuss experiences of past and present conflicts and the impact on everday life.  
 

 

 

 

 

 

Endgame Outputs 

•Written accounts, literary style: stories, poetry, storyboards 

•Video, song, interactive multimedia 

•On-line resouces: Haatch, The Land 

Good practices to 
be promoted 

•The Golden Rule: treat others as you would like to be treated yourself 

•Allow a speaker the time and space to share their story 

•Interruptions kept to a minimum 

 

 

 

Unwanted practices 
to be discouraged 

•Agressive or abusive language or behaviour 

•Constant interruptions 

•Creating disruptive noise / unduly talking over others 

 

 

 

 

 

Agreed Charter 

Signed: 
 
 
 
 
 
N.B. This Charter template should be printed out on an A3 or larger scale  

 



iRemember 

 

10 

 

6. Storytelling Ice-breaker Game 1: Short and Long Strings  

Introduction: This is an ice-breaker activity that is also very useful in a storytelling scenario to help 

different participants get to know each other a little better, and to get individuals introduced to 

speaking in a group setting. It can also help start off interesting conversations and help to get 

dialogue going between intergenerational participants. The game can be run several times to get 

different people talking. The central idea is that strings of different lengths are hidden in a box with 

only their ends showing out of pre-prepared holes - individuals must randomly choose a string and 

as they slowly wind the string around their finger they must introduce and talk about themselves: 

their life, family, history, likes, dislikes, hobbies etc. The longer the string the longer they have to 

talk. Whe  the st i g is full  out of the o , a d a ou d a  i di idual s fi ge , only then can they 

stop. The fun lies in not knowing how long each person will have to talk for, but it also introduces 

participants to each other.  

 

Preparation: This activity needs preparation work before the storytelling session begins. Purchase a 

large ball of string, or multiple balls of string of different colours. With a pair of scissors cut strings 

of different lengths — try not to make any too short, perhaps the smallest 12 inches (30.5cm), and 

the longest 40 inches (just over 1 metre), with varying lengths in between. Then get a small box 

(shoe box is ideal) and putting the strings of different lengths inside, cut holes and allow the ends of 

the strings to hang out in equal lengths (about 2 inches or 5cm). Use a lid or a cover to hide inner 

string length. 

 

Playing the Game: The participants are split into small groups of 3, 4 or 5 (to match the amount of 

strings).To play, ask the first volunteer from a group to choose any piece of string that is hanging 

from the box. Ask this participant to begin slowly winding the string around their finger whilst 

talking about their life. You can have headings such as life / family / home / likes / dislikes / 

schooldays / favourite place etc. on a flipchart or screen to help those having to speak for longer 

times focus on what to say. There is a lot of fun generated through individuals and a listening 

audience waiting for the string to run out – but also a lot of key information is passed around. When 

one individual is finished, ask the next participant to choose a string and repeat around the groups. 

Remember after one group has finished, reload the box secretly so that the string lengths are 

unknown. 
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7. Storytelling Ice-breaker Game 2: Fact or Fiction  

Introduction: This is an ice-breaker activity that builds confidence in terms of individuals speaking in 

a group setting whilst also introducing participants to the art of storytelling. This activity also helps 

participants to bond whilst allowing them to learn interesting facts about each other. Ultimately the 

game can really help introduce participants young and old to each other in a very unique and 

creative way. The key idea is that individuals are invited to think of an interesting fact about 

themselves, and to present this fact along with two untruths or fictions. Others must try to guess 

hat the fa t  is a d hat the fi tio s  a e. 
 

Preparation: This activity needs very little preparation work before the storytelling session begins, 

but some preparation can facilitate a smooth game.  Having an example prepared with a fact and 

two fictions about yourself to demonstrate how the game works is always useful. It is often a good 

idea to start with a facilitator as it helps relax participants while they try to work out the fact. A 

means by which scores can be shown is also useful, as this can be run as team against team.  Finally 

a series of interesting possible fictions pre-prepared can help in the event teams or individuals 

struggle to come up with these, but teams should always be encouraged to come up with their own 

fictions first. 

 

Playing the Game: The participants are split into small teams of 3, 4 or 5. From here, in secret, they 

introduce and discuss interesting facts about each other. Next they help each other make up 

fictions. They write these down, and keep the fact secret. The facilitator can move around the room 

and help in the process, whilst encouraging the teams to elaborate or give more details about the 

fact and fictions (get participants to tell little stories). When teams are ready they face each other 

and take turns to try and fool each other. A good teambuilding and bonding strategy for the 

facilitator to use is to get members of each team in turn to read out about another member of that 

team. For clarity an example follows: Imagine one team is made up of three participants: Maria, 

Raul, and Davit. Let us say that Maria has really acted in a film before – this is her fact. Now the 

tea  ha e to help he  o e up ith t o elie a le  fi tio s. Fo  e a ple: Maria has a licence to 

fl  a s all ai aft  a d Maria once dug up a rare gold coin dated to 100 BC and sold it to a 

useu . The fa ilitato  should encourage the team to add to these, by giving further details 

efo e eadi g out. Fo  e a ple o  the t uth Maria has acted in a film before, it was 5 years ago 

now, it was a low budget film and Maria was cast after the director thought she looked perfect for 

the pa t et …  a d si ila l  add false detail to the fi tio : Maria once dug up a rare gold coin 

dated to 100 BC and sold it to a museum, she has always had an interest in archaeology, the lucky 

fi d happe ed du i g a t ip a a  ith f ie ds et … . The team decide who will read the fact and 

who will read the fictions, so in this example the team might give the fact to Raul or Davit to read 

out, and even though it is about Maria she might read a fiction out to confuse the other team.  The 

opposition have to try to identify the fact, and the facilitator might allow one or two questions. If 

the team trying to guess get the fact straight away they get 2 points, if they get it right in the 2
nd

 

guess they get 1 point and O if they fail to get the truth. The play then switches to the opposing 

team. Scoring the teams is not necessary but it can make things more fun and help get everyone 

enthused – a facilitator could even introduce a token prize for the winners such as cream buns. 
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8. Storytelling Ice-breaker Game 3: I Remember, I Wish  

Introduction: This is an ice-breaker activity that foregrounds the I Remember concept and 

introduces participants to storytelling and speaking in front of others. Again, this builds confidence, 

whilst allowing individuals to learn about each other. The activity facilitates intergenerational 

bonding. 

 

Preparation: This activity needs very little preparation work before the storytelling session begins, 

but a good, comfortable space and chairs seated in a semi-circle can help encourage bonding. Also 

facility to play relaxing music and lights turned down low can help create mood and provide 

comfort for participants. 

 

Playing the Game: The facilitator tries as much as possible to relax individuals by placing chairs in 

the middle of the room reducing to soft lighting and playing soft music. The facilitator then asks all 

to sit in contemplation of their own past, to remember specific moments. The facilitator asks that 

no one speaks, and that each reflect internally. Then the facilitator instructs that each consider 

what they would wish for in their own lives, or for the country of their birth, (this can relate to the 

conflict of a region). 

 

As the low music plays the facilitator then invites volunteers to share what they remember – the 

facilitator can lead this – olu tee s a e asked to sta d up a d egi   sa i g I e e e …  – the 

activity usually gathers pace as when one participant hears another speak they tend to join in. After 

the 1
st

 I e e e …  phase pa ti ipa ts i  the sa e a  a e asked to sta d up a d egi  ith I 
ish…  to e eal a hope fo  the ti e ahead. This sessio  a  e o ga ised so speake s a e i ited 

from left to right along the chair arrangement. 

 

All this encourages intergenerational bonding and opens up participants to telling stories of their 

past, and their passions.  
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9. Active Listening:  

A ti e liste i g i ol es gi i g full atte tio  to the speake , it is i po ta t that the a ti e liste e  
is also perceived to be listening closely - otherwise the speaker may conclude that what they are 

talking about is dull or of no value. Active Listening is conveyed to the speaker by using both verbal 

and non-verbal strategies or messages such as by simply voicing appropriate interest (verbal): 

I edi le! , es, I u de sta d , so e  sad , oh, that s a eautiful sto  o  o -verbal)  

maintaining eye contact, sympathetic head nodding, emotional mirroring (all explained in more 

detail below). 

 

By providing such responses or  'feedback' the listener makes the speaker feel valued, more 

confident in their story, more at ease and most importantly more open to share personal, 

emotional and important stories. Listening is the most vital component of interpersonal 

communication and dialogue.  

 

Listening is not something that is a result of not talking as another talks (that is hearing), listening is 

an active process.  Active listening in particular is not simply giving attention to the speaker, but 

eall  tu i g i  ith oth e al a d o -verbal signs of interest and attention.  

 

Those sharing memories or recalling experiences really respond to listeners that demonstrate 

a ti e liste i g . 
 

Verbal & Non-Verbal Active Listening: Listeners may naturally or instinctively display verbal and 

non-verbal active listening. It is of very useful, nonetheless, for those listeners of a shared story or 

experience to be aware of steps they can take to promote their active listening skills – and to 

develop these skills. These include the 8 strategies that follow – the first two are verbal, the final 6 

are non-verbal: 

  

1. Verbal Confirmations: It can be very reassuring to a speaker when a listener acknowledges 

important, emotional or key points in a shared memory or story through mood-appropriate 

verbal confirmations such as a azi g! , Oh, that ust e e te i le fo  ou , hat a 
eautiful o e t i  ou  life  et . – These should come naturally, but being aware of the 

practice can help.  

 

2. Timely questions or verbal prompts: Often someone sharing a memory or story touches on an 

emotive or key moment, it can show real interest for a listener to ask a speaker to develop that 

pa t of the sto . The liste e  a  use ph ases su h as: Ho  did that ake ou feel?  o  a  
ou tell e a little o e a out that?  

 

3. Eye Contact:  Eye contact with a speaker can help create and promote a focussed and attentive 

listening environment, especially when combined with other techniques (see below). It is worth 

noting, however, that sustained eye contact can be intimidating for more reluctant speakers – a 

good a ti e liste e  should get a se se of a speake s o fo t le els ith e e o ta t. If e e 
contact needs to be broken with a shy speaker, nodding with eye contact lowered can still 

convey attention. 
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4. Smiling (where appropriate): Smiles can positively relay that a listener is being entertained or 

enthralled by a speaker. Combined with affirming nods, smiles can be powerful in confirming 

that a speaker is being listened to and understood. Of course, if there is a harrowing or sad 

aspect to a relayed account, smiling would be replaced by facial empathy (see below). 

 

5. Signs of Empathy: If a shared memory has an upsetting or tragic aspect to it, displaying a 

harmony of emotion with the speaker, by acknowledging the sorrow through facial expression 

can really help the speaker. If the speaker becomes too upset, always be ready to pause the 

session and offer comfort whilst acknowledging the power of the story.    

 

6. Posture: Posture can send very strong messages whilst listening or during interpersonal 

discussion. Ann attentive listener tends to lean slightly forward or sideways whilst sitting 

perhaps whilst resting the head on one hand. Negative posture would be a listener leaning fully 

back and away from the speaker. Other negative body shape would include crossed arms or 

legs. A o e ope  postu e o e s a se se of el o e fo  the speake s sto .  
 

7. Mirroring: Automatic reflection/mirroring of any facial expressions used by the speaker can be a 

sign of attentive listening.  These reflective expressions can help to show sympathy and 

empathy in more emotional situations.  Attempting to consciously mimic facial expressions (i.e. 

not automatic reflection of expressions) can be a sign of inattention. 

 

8. Resisting Distraction: The active listener will not be distracted and therefore will refrain from 

fidgeting, looking at a clock or watch, scribbling on paper, looking at others in the room. The 

sole focus should remain on the speaker. 

 

 

Note: A good listener will also get a feel for the speaker quite quickly and sense if they are building 

trust or if they dislike anything about the active listening process (maintaining eye contact for 

example) – a good, attuned active listener will modify strategies in accordance with the signals 

emitted by the speaker. 

10. Good Practice for Storytelling Interviews: between Young People and Speakers of 

an Older Generation 

When preparing an interviewer, particularly a young person, to sit with a speaker in a storytelling 

and shared memory environment, specifically in the context of a conflict or post conflict scenario, a 

facilitator should always remind those posing questions and giving prompts to practice Active 

Listening. Other suggestions for good practice are to focus the interviewer on the following:  

 

1. Always come prepared to capture and record the story, either through audio or simply by 

writing things down (Advance permission will always have been organised to record). 

2. Always assume the speaker wants to share emotion and a personal, touching story. Never 

prepare for an interview as if it will be small talk. This will come across to the speaker.  

3. Take things at the pace of the speaker, but encourage the speaker to talk about feelings, 

memories and experiences.  

4. If a speaker, through shared memory, is offering emotional or possibly tragic sentiments, do not 

shy away from them. Be brave and embrace the deeper emotions with the speaker. 
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5. Support and comfort a speaker who becomes emotional (see Active Listening). 

6. If a speaker begins to shy away from emotion, give them time, but try to refocus them by saying 

"It is clear this is emotional for you, but it is a beautiful and important story, can you stay with it 

and say a little more?"  If the speaker is clearly not willing never force the issue. 

7. Allow silence to be a friend if emotion is in a shared memory, let silence sit in the air – a speaker 

often needs a moment or two to allow connection to a memory. 

8. If a speaker is spending too much time on small talk or general conversation, do not be afraid to 

steer them back onto an important focus by using prompts (see possible prompts/questions 

below). 

9. Always try to move the speaker from general points to detail. Ask for more detail if the speaker 

begins to move on from an interesting scene or moment in the story. The more detail the better 

– ask for the sights, sounds, smells, emotions, finer descriptions of interesting parts of the 

shared memory see Pa ti g Pi tu es ith Wo ds  esou e .  
10. Look for symbolic, poetic and colloquial language – facilitators in different regions should be 

tuned in to these, for example a native Romanian or Armenian, may be very aware of the idioms 

of the region - capture these! These can be key to a story, and help create an authentic story. 

11. Encourage a speaker to talk about his or her self, personal emotions and memories, and not 

focus too much on others in their story. 

12. Other than introductions and one or two polite exchanges, resist the temptation to place focus 

on your own life, or your own emotional reactions to a story or a theme you recognise. This is 

the speake s story, they must be central to the process. 

Prompts or Questions to help Speakers share their Memories and Stories 

Often in a storytelling/shared memory environment the speaker may be unsure as to how to begin - 

specific prompts and questions can be really useful to focus a speaker. When asking such questions 

the interviewer should always be practicing active listening and attending to the good practice 

strategies mentioned in the previous page. Please note: All of these questions (particularly Q4 – Q7) 

may be adapted to be more specific to a given region.  

Possible Prompts/Questions: 

1. How was the time of your childhood different from today? (ask for specific details) 

2. What were your school days like? 

When you were younger, what were your dreams? What did you want to do with your life?  

The next 4 questions can be made specific to the region the shared memory is connected to – 

but here, by way of example, they are in the context of the Northern Irish Troubles: 

Have you been personally affected by The Troubles or by sectarianism? 

3. Is there a specific memory you have about the Troubles? If the answer focuses on the big 

facts concerning a headline tragedy such as Bloody Sunday or the Shankill Bombing – ask for 

pe so al efle tio s: Ho  did the da  egi  fo  ou? What do you remember about that 

day? What about the days that followed? How did you feel? How do you feel now looking 

back?   

4. For you what is the real tragedy of the Troubles? 

5. Do the echoes of the days of The Troubles still reach you today? 

6. Can you describe a difficult time in your life and how you coped with it? What did you learn 

about yourself and others?  

7. If you had the power, what would you change about the past? 
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Fictional Map: 

Blefuscu and Lilliput 

8. Tell me about happy days in your life so far? 

9. What gift would you most want to pass on to the next generation? 

10. Who are the heroes you have known in your life? What are your memories of them? 

 

Note: Remember, the above are only suggestions, script questions that may be specific to the 

conflict of a region. 

11. Conflict Scenarios 

 

Scenario 1: Gulliver’s Travels Task 

Introduction: Gulli e s T a els is a lassi  sati i al o el  I ish autho  Jo atha  “ ift. It has lea  
efle tio s o  the politi al situatio  i  “ ift s o  ti e a d is still ele a t toda . O e of the 

major satirical themes in the book is the egg dispute between the Lilliputians who insist that boiled 

eggs must be cracked open from the little end, and Blefuscudians who believe strongly that boiled 

eggs must be cracked open from the big end. These differences between Big-Enders and Little-

Enders, is down to interpretation and understanding of a reference in their common holy scripture 

as to the proper way to eat eggs.  This conflict of ideas cannot be resolved and leads the countries 

into war against each other. There is a long history of attacks and killings between the countries. In 

their history Blefuscu attacked and conquered Lilliput, the Lilliputians later rebelled and won 

independence. Each are deeply suspicious of the other and hold deep grudges as to the past. 

Lilliputians and Blefuscudians could have benefited so much from ending the war. They could have 

opened up trade again with each other, supported each other - but the war raged on to the 

detriment of all. 

 

 

 

 

 

 

Discussion topics for Groups to Consider:  

1. Is the conflict between the two groups ridiculous? Why? 

2. What could possibly be the reasons that the Big Enders & the Little Enders have such 

strong immovable views on which end to crack an egg? 

3. Is the issue of which end to open an egg the real issue? If not what is it? 

4. What could be done to avoid war and get the countries working together? Remember 

this dispute relates to their holy beliefs and is thus very sensitive. 

Role Play: participants should be divided into 2 groups representing the Lilliputian and the 

Blefuscudian governments, their task, using communication and back and forth representatives, is 

to broker a peace but to keep face and keep their people happy. Each government must try to have 

the other acknowledge great wrongs – the sacred Egg issue should be dealt with sensitively – 
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remember this equates to religious beliefs. The absurd nature of this war and the egg dispute 

mirrors real life problems faced by many countries and peoples: ideological, theological, age-old 

disputes and histories often get in the way of real peace building. Jonathan Swift in part was 

satirizing the disputes of governments in his own time and the conflict between Catholics and 

Protestants – but, of course, the themes are still true today. Get groups to consider how the 

absurdity of the Egg dispute might mirror aspects of real life modern disputes and conflicts – 

conflict scenarios may be created to reflect specific issues 

Scenario 2: Ru e  a d his Father’s Car Task  

Introduction: A Conflict arises between a teen boy and his father: Ruben (18) has just got his 

d i e s li e se a d asks his father if he can borrow the family car that night. The father is obviously 

not happy about this, and demands to know where Ruben is going and why the car is necessary. 

Ruben explains how he wants to take two of his teenage friends to the movie theatre which is too 

far to walk. The father explodes with outrage - most of his annoyance seems centred on having 

three loud teenagers running around unsupervised in his car – he hints, without saying it straight 

out, that a e ‘u e s f ie ds ight e d i ke s, a d the e a  e d i ki g i  his a . He 
indicates also that Ruben has no experience of driving and will have to wait a long time before 

borrowing the family car - he finishes with a firm NO!  

Ruben explodes back and points out his father is unfairly judgemental, and never gives him the 

benefit of the doubt – he ends by storming off saying he ll e e  e i  his fathe s a  agai , that he 
will walk everywhere from now on. The father and son relationship is at the point of breakdown. 

Discussion Questions for Groups to consider:  

1. Why did the conflict get so heated so quickly? 

2. How could this conflict be resolved, after both parties have exploded in anger? 

3. Would a mediator be needed? If not, who could make the first move to resolve the issue? 

What could they say? 

4. How could this conflict have been avoided before it got too heated? What could Ruben have 

said to convince his father? What could the father do to get a happy outcome for him? 

Role Play: Divide participants into two groups. This can be done randomly or individuals can decide 

which viewpoint they wish to represent: Ruben or his father. Considering the discussion points 

above, groups try to resolve the issue, keeping both parties reasonably happy. Role-play relates to 

individuals becoming Ruben and the father, and perhaps a mother / older sibling figure as mediator 

and run the dialogue or communication between them. The argument itself between Ruben and his 

father could be played out also to set the scene. 

A good strategy in this role-play is for groups to actually write down / create the dialogue (a 

script) that could lead to a resolution and act it out.  

12. Painting Pictures with Words: The Language of Storytelling 

A facilitator should always allow, in the first instance, the natural and open sharing of a memory or 

story as the speaker wishes to relay it. It can, however, be really useful and beneficial for 
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storytellers to be aware of strategies that can help enhance a tale in the telling. With this in mind a 

facilitator should encourage participants, after their story in original form has been shared and 

recorded, to think about looking for moments and stages of to breathe life into or to add 

descriptive detail to the story whilst holding on to the all-important, original, local voice. In 

particular, it is empowering participants to make them aware of the power of words to describe, 

recreate a time and place, evoke emotion and draw a listener or reader in.  

Descriptive language obviously seeks to describe something (a place, person, object, emotion, or 

situation) but the real power of descriptive language is that it creates pictures and evokes emotions 

oods  i  a eade s mind and brings the world of a story or shared memory alive – especially if 

the story is of a time gone by. The key point here is that participants should be made aware that the 

crucial thing with storytelling language is that it has the power to bring a story or memory alive 

rather than simply offer a cold factual account of a place, time or event.  

13. Key strategies to improve storytelling:  

1. “how do ’t tell: so, fo  e a ple, i stead of si pl  sa i g it was a beautiful day  use la guage 
to show the eaut  of the da . Thus i stead of it was a beautiful day  the la guage of the sto  
ould e There was not a cloud in sight, and the clear, refreshing glow of the morning washed 

over the town. The sun, high in the sky, beamed down upon everyone and everything.  

This technique can be used for all aspects of storytelling for example to set the scene of a time 

go e : Thus i stead of Derry city centre looked different in the 1970s to what it does now  – 

the la guage ould sho  this: Ba k i  the 97 s Derry’s ity e tre as ot do i ated y shi y 
new cosmopolitan stores, shopping centres, or cultivated pedestrian zones, instead the aging 

wooden docks, the towering shirt factories and the security strongholds with check points, 

barbed wire and iron gates were common sights   

The sa e show do ’t tell  app oa h a  e used to e oke ood, te sio  a d e otio . So 

i stead of I noticed that the young soldier at the checkpoint looked nervous  the la guage 
ould e: There as a oti ea le u ease i  the you g soldier’s eyes, he did ’t appear to e as 

a defender of a nation but rather as a little boy lost: a boy in need of home and a hand to lead 

him from his sentry post. As the sounds of cars screeched across the city, I noticed how a 

er ous ess fra ed hi .  

Participants when invited to consider their own work should be advised that important 

moments in a shared memory or story could benefit from this kind of descriptive attention.  

2. The Narrative Voice: This is the voice that relays the tale being told. One major decision a 

storyteller has is to ask is through whose eyes and from whose point of view will this tale be 

told? There are many styles of engaging narrator and a storyteller should be made aware of 

paying attention to the tone of their narrative voice (i.e. is it comical, conversational, clinical, 

contemplative etc.) 

 

There are many differing modes of narrative voice – major narrative modes are: 

 

 The 1
st

 person narrator: although limited to a single perspective, this narrative mode can 

intensify emotion and help a reader to relate to character – the 1
st

 person narrator can also 
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offer an intimate, conversational tone, as well as emphasize the humanity of a life lived in 

the midst of unfolding events. 

 

 The 3
rd

 person narrator: aspects such as plot / character / character description /dialogue 

etc are presented from a oi e, o  poi t of ie  outside  of the story. The 3
rd

 person voice 

can limit itself to the thoughts, feelings and perspective of one main character – or be more 

Godlike  a d sho  a ide  all-knowing perspective that might delve into the thoughts of 

more than one character. 

 

Other Types of Narrative Voice: 

 

 Framed, Split and Multi-narrators - stories told from more than one perspective. An example 

ould e Joseph Co ad s Heart of Darkness a d B a  “toke s  Dracula 

 Unreliable narrator - a narrative voice that may not, or is unable to give all the facts due to a 

lack of clarity or a desire to mislead. An example would be J.D. Salinger's Catcher in the Rye 

o  Ke  Kese s One Flew over the Cuckoo Nest  

 Narrator on the Shoulder of the Hero – a voice from a character in the story, that is not the 

main character but who is telling the story of the protagonist and unfolding events - an 

example would be John Watson in the Sherlock Holmes stories 

3. Multi-sensory presentation of imagery – we all experience the world through 5 senses, 

encourage storytellers to include more than just visual images, try to have stories relay the 

sights, sounds, smells, taste , touch of the world being presented. For example a visual only 

p ese tatio  of ‘o a ia s Da u e Delta ight ead: the dark ridges of mountains and the 

green hills looked over the Black Sea and a land of wildlife and colour  – a multi-sensory 

p ese tatio  ould add o e tha  isuals: the dark ridges of mountains and the green hills 

gave way to a precious wilderness  where the land felt soft underfoot, and a deafening chorus of 

wildlife that seemed to call out to the distant ships on The Black Sea  – this description contains 

sights, sounds and touch. 

In Storytelling language there is a 6
th 

kind of imagery: kinaesthetic imagery (a term that just 

means the imagery of movement). This too helps to bring stories alive by showing things in 

o e e t: the rolling clouds over the town / shadows and soldiers moving silently through 

back alleys  et . 
4. Virtual Camera: E e  sto telle  has o t ol of a i tual a e a  that can show a reader or 

listener wide shots and close ups – panoramic scenes, then close up details. For example: Wide 

shot: The peace march made its way through the streets of the old town, voices filled the air 

with cries for justice  

Close up: The peace march made its way through the streets of the old town, a child in the 

ro d held his father’s ha d tightly oti i g the passio  i  his father’s ries for justi e  

It can be very effective to combine and switch between these. A participant sharing a memory 

could be encouraged to start out with a wide view of the day / scene / time period but then 

close in on very specific details – it is often the fine, personal details that make a story engaging.  

5. Word Choice: This sounds like an obvious idea, but actually focussing storytellers on their choice 

of words can really help them improve a piece. Encourage participants to think about words, 

particularly the describing words used in an original version of a story.  Changing one or two 

words in a key sentence can ha e a d a ati  effe t. Fo  e a ple: i  the follo i g When the girl 
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spoke of her father there was sadness in her voice  – this does capture a mood but just by 

ha gi g the o d sad ess  the e otio  is aised: When the girl spoke of her father there was 

tragedy in her voice  

 

6. Sentence length: varying sentence length is a story can help make the tale engaging. Short 

sentences o k ell to o e  te sio  a d ood: I waited, holding my breath. I heard 

footsteps approach. My heart was pounding in my chest. I k e  ti e as ru i g out.  Long 

sentences a  e used to eate e  des ipti e s e es: Ar e ia’s Yere a  ith its gra eful 
old world buildings, elegant streets, shops and squares lies in an ancient, almost mystic valley, 

guarded by imposing snow-capped ou tai s.   

14. Figurative Language:  

It can be helpful to alert participants early as to the clear difference between literal and figurative 

language asking them to discuss the difference. Using examples, underline how literal language 

means exactly what it says, while figurative language creates mood and effect to bring a story to 

life.  

Major Types of figurative language and techniques used by creative writers below: 

Metaphors and Similes are both comparisons that use existing or common knowledge to offer an 

insight. 

1. A Metaphor makes a direct connection by using words such as IS or WAS to offer an insight 

that helps a reader understand the comparison. Examples include: 

 My mother was my light upon those dark times 

 My brother is my compass in life 

 Time is money 

 His love was a shield against despair  

A etapho  a  also use the o d of  to ake the o pa iso  - examples include: He had a heart 

of stone / she had the cutting wit of a sharp blade. 

2. A Simile compares two things usi g the o ds like  a d as  E a ples include: 

 Her eyes were as bright as the midday sun 

 The rain fell like teardrops from the sky  

 They were as innocent as the morning snow  

 He had a mind like a computer 

REASON USED - The reason why metaphors or similes are used depends on the context – for 

e a ple the si ile He had a i d like a o pute  is used to u de li e i tellige e a d speed of 
thought, the etapho  M  othe  is  o pass i  life  ela s the guidi g atu e of the othe  
character.  

3. Hyperbole: is an exaggeration that emphasizes a point – Examples are: 



iRemember 

 

21 

 

 It was an endless wait. 

 You could have knocked me over with a feather. 

 For the millionth time stop exaggerating 

REASON USED – Hyperbole is ALWAYS used to emphasis or underline or draw exaggerated 

attention to something 

4. Personification: Personification gives human qualities to non-human things. This can be 

through action / emotion (the clouds cried), or physical description (the fingers of the frost). 

Other examples:  

 opportunity knocked on the door 

 the cruel war raged on, touching all with tragedy. 

 the sky smiled down on the day 

 the eyes of the night were watching me. 

REASON USED – Personification is ALWAYS used to bring something to life or make it seem it has 

intention or consciousness. 

5. Alliteration: Alliteration is a repetition of the first consonant sounds in three or more in 

close proximity. Some examples are: 

 The snake slid across the sand 

 We waited and wondered when the others would wake 

 The shadow of the ship shifted on the water 

REASON USED –ALWAYS used to offer flow to language or show movement 

6. The Power of Three (or The Rule of Three): offers three nouns, verbs, adjectives of brief 

phrases in a row 

 Past, present and future 

 The sun, the moon and the stars 

 He tripped, stumbled and fell 

The Power of Three is often used in speeches or famed declarations  

 "Life, li e t  a d the pu suit of happi ess  U“ De la atio  of I depe de e  

 "Government of the people, by the people, for the people." (Abraham Lincoln) 

REASON USED –ALWAYS used for momentum or flow in language. 

7. Onomatopoeia: Onomatopoeia is the use of words that sound like their meaning, or mimic 

the sound being portrayed.  Here are some examples: 

 The burning wood hissed and crackled. Other examples are words such as - beep, whirr, 

click, whoosh, squelch, slap swish, zap, boom, munch, smash, whack, quack, meow, oink, 

and tweet. 
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REASON USED - Onomatopoeia is ALWAYS used to appeal to the sense of sound of the reader or to 

give a piece of writing a multi-sensory presentation. 

Note: Storytelling strategies such as those above should never be imposed upon a story to 

replace the natural voice / tone / language of a shared memory. Used in the right way, 

however, a story or shared memory can be enhanced with these strategies to release the 

true power and beauty of a tale and bring it alive. Finally participants should be encouraged 

to employ unique figurative language (not clichés) 

 

15. Module 1 Sessions Plan 

 

Lesson Plan 1 

 

Module 1 
Title:  Storytelling and Narrative:  

Delivered through Shared Memory & Lived Experience 

Session 1 Title: Introductions and Icebreakers 

Duration 2 hours 

Delivery method  

Blended 
Face to face Distance learning Training on the job 

   Yes   

The focus here is on welcoming participants, putting them at their ease through the use of 

ice-breaker activities, getting them to find out more about each other. The session also 

promotes intergenerational teamwork and discussion. 

Learning objectives 

 To give participants an introductory understanding of storytelling as a means to 

document the past and lived experience. 

 To promote the value of teamwork, planning, creativity and dialogue.  

 To generate bonding, trust and respect between individuals despite background or 

age. 

Intended learning 

outcomes:  

 

LO1: Understand the strategies and approaches underpinning the creation of a safe, neutral 

and mutually supportive storytelling environment  

LO2: Demonstrate an awareness of the worth of shared memory and intergenerational 

dialogue 

LO3: Demonstrate an awareness of approaches and methodologies in the facilitation of 

discussions and exercises that will inspire intergenerational shared memory and storytelling 

Session Detail: 

 

The time sequence for 

these steps is flexible, 

but a break should be 

factored in between 

icebreaker activities – 

and another before the 

refection session. 

Lesson Item: Method(s): Required Resource(s): 

Introductions This is really a brief casual facilitator-

led introduction to welcome all 

participants, to impart in a relaxed 

manner the main ideas behind the 

sessions to follow. Also to relay how 

storytelling can be a wonderful way 

to share memories, experiences, to 

revisit the past and even to promote 

healing and understanding. 

Flipboard / Whiteboard 

PowerPoint 

The facilitator can use a 

PowerPoint or a pre-

prepared hand out with 

main points, in a clear 

bullet point style that is 

accessible and easy to 

follow. Keep it simple! 

Icebreaker game 1: 

Long and  Short 

Strings 

Divide the participants into small 

groups and refer to the info sheet 

supplied in this pack on 

I e eake s  to u  this a ti it . 

Pre-prepared materials 

strings (coloured) cut to 

different sizes 

A box with holes.  
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Groups could be divided by age or 

gender, or randomly. 

Flipboard / Whiteboard / 

Paper to record names, and 

other interesting facts 

about participants. 

Icebreaker game 2: 

Fact or Fiction 

As before: divide the participants 

into small groups or teams, and refer 

to the info sheet supplied in this pack 

o  I e eake s  to u  this a ti it . 
Groups could be divided by age or 

gender, or randomly 

 

It can be like quiz-style game if teams 

are sat behind desks facing each 

other – and a scoring system is 

introduced (see Icebreakers info)   

 

Movable tables and chairs 

can be useful here, so that 

groups can gather in their 

own space, prepare their 

fact or fiction presentations 

and later face each other in 

a quiz style set up. 

Participants, with 

permission, should be 

encouraged to take note of 

interesting facts that arise 

about individuals, so that 

they become more familiar 

with each other.  

Icebreaker game 3: I 

remember, I wish 

Create a relaxing mood, with chairs 

in a semi-circle, and ask participants 

to consider their own pasts, and the 

hopes they hold for the future. 

Chairs in a semi-circle, soft 

lighting, facility to play 

relaxing music. Participants 

should be encouraged to 

pay close attention to each 

other as each speaks. 

After games 

discussion  

Participants should be invited to 

reflect upon the activities, and all the 

information that has come about 

concerning individuals. A facilitator 

can then, using information 

recorded, ask the group to recall key 

fa ts a out ea h othe : Ca  a o e 
recall which participant stated…? – 

Discussions can be encouraged 

between participants on interesting 

facts that have been shared.   

Participants, with 

permission, should be 

encouraged to take notes 

of interesting facts raised – 

as well as recording which 

aspects of the activities 

they enjoyed most. 

Evaluation methods Face to face 

Tutor evaluates participation and aspects such as enthusiasm, 

teamwork, input, planning and communication (and positivity). 

Participants self-reflect  

 

 

Didactic materials 

 

 

Face to face 

 Flipboard / Whiteboard 

 A hand-out on main iRemember Storytelling points and main 

concept 

 PowerPoint slides 

 Pre-prepared cut strings, box 

 Scoring facilities 

 Movable tables and chairs 

In-class assignment 1: Participants take part in Icebreaker activity: Short and Long Strings. This gets them used to 

talking in a group setting 

In-class assignment 2: Participants take part in Icebreaker activity: Fact or Fiction. To play this game effectively 

requires planning, teamwork and creativity – all relates to storytelling and speaking in a 

group.  

In-class assignment 3. After Icebreaker reflection: participants should reflect upon the games played, and discuss 

the new facts they know about each other – this all is a great way for a group to bond.   

Methodology  Free and guided discussion, game play activity, teamwork, planning, reflection, note-taking 

Additional Notes:  
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This session is designed to help make individuals relaxed, to introduce them in a gentle, fun way to speaking about 

themselves in a group. One or all of the ice-breakers may be used, or an individually conceived ice-breaker in their 

place. Assessment is focussed primarily on tutor / facilitator observation on teamwork, organisation, input, 

communication, planning, creativity and initial storytelling skills. The self-reflection of the participants is also 

noteworthy here. Facilitators / tutors should try always to promote fun in the icebreaker activities – a good tip is for 

the facilitator to go first in both icebreaker games, whilst making sure key points are highlighted and learning 

outcomes are met. Participants should be encouraged as much as possible to get involved with the games, indeed 

these icebreaker games are designed to be a gentle, easy and enjoyable way of getting all involved and talking - but at 

this early stage if someone is obviously uncomfortable do not push them, rather involve them privately one on one 

asking their name, and other general facts – let such individuals relax a little more and take their own time to become 

more fully involved.  

 

 Lesson Plan 2 
 

Module 1  
Title: Storytelling and Narrative:  

Delivered through Shared Memory & Lived Experience 

Session 2 Title: Creating An Agreed Working Charter 

Duration 1 hours Initially (then ongoing) 

Delivery method  

Blended 
Face to face Distance learning Training on the job 

   Yes Yes  

This focus will fall on the worth of creating an agreed charter between all participants and 

the facilitator about the nature of the sessions to follow.  The first main aspect of such a 

charter is so that the aims, objectives and final outputs of the project and the storytelling 

sessions are made clear for all to see. The second key aspect relates to everyone agreeing on 

ground rules going forward. Agreeing on ground rules from the very start can help inspire 

confidence and a storytelling environment where trust is the key. The lesson is based upon 

empowering participants through guidance to create and take ownership of their own 

charter 

Deliverer Tutor   

Learning objectives 

 To underline the importance of clarity of aims, and agreed ground rules in a storytelling 

/ shared memory project.  

 To nurture the concept that the participants are empowered to shape their own 

learning and sharing environment and experience 

 To develop awareness of the value of diversity, of respecting and listening to the 

perspective and input of others (especially in a conflict or post conflict scenario where 

views may be in opposition). 

Intended learning 

outcomes: 

LO1: Understand the strategies and approaches underpinning the creation of a safe, neutral 

and mutually supportive storytelling environment. 

LO5: Make participants aware of the range of mediums and technological platforms 

available for the archiving, presentation and performance of their narrative accounts.  

Session Detail: 

 

The time sequence for 

these steps is flexible, 

but the majority of 

time should fall on 

participants discussing 

and agreeing upon 

The Charter.  Breaks 
should be included as 

Lesson Item: Method(s): Required Resource(s): 

Introductions and the 

imparting of clear 

information 

concerning the nature 

and desired outcomes 

of the storytelling 

sessions, and the 

various platforms 

their final stories 

This opening discussion would make 

very clear the aims and objectives of 

the ongoing shared memory and 

storytelling sessions. Clarity is the 

key here, and facilitators need to be 

open about desired outcomes, 

partners, and all stakeholders. Also 

key during this discussion is to make 

clear that no one 

Flipboard / Whiteboard 

Either the facilitator or a 

participant can be 

nominated to record key 

points 

 

A PowerPoint slideshow 

highlighting information as 

to the aims, objectives and 
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the facilitator deems 

appropriate 

could be showcased 

in. 

 

This opening 

discussion should be 

interactive with the 

facilitator allowing 

participants to offer 

their thoughts and 

responses. The tone 

should be informative 

but reassuring. 

(partner/participant / facilitator / co-

ordinator) has more rights than 

anyone else and that all are granted 

equal respect. It should be made 

clear here also that everyone has the 

right to their own stories and tales – 

and that they retain the right to 

approve everything they are part of 

before it goes into the public 

domain. 

desired outcomes of the 

storytelling sessions could 

be useful here also. 

The creation of a 

working charter 

agreed between all. 

Part One.  

This section can begin with a general 

interactive discussion about the 

worth of ground rules related to 

creating a positive and mutually 

supportive storytelling environment.    

Facilitated discussion 

possibly working from the 

template provided - see 

pa k u de  Ag eed 
Cha te  as a guide to 
produce a charter of 

expectations. 

The creation of a 

working charter 

agreed between all. 

Part Two 

Divide participants into groups 

(mixed groups of ages, genders, 

strangers etc. if possible) and ask 

each group to discuss and come up 

with points under two headings:  

1. Positive practices to be promoted 

2. Negative practices to be discouraged 

When groups have been given time 

to discuss their own points, allow a 

member from each group to read 

out and present their main positive 

and negative practices.   

Flipboard / Whiteboard 

And /or a desktop  / laptop 

 

Either the facilitator or a 

participant can be 

nominated to record key 

and matching points that 

recur across the groups. 

These recurring points will 

form the basis of the 

Ag eed Cha te  

 

If points arise from one 

group in isolation of other 

groups have everyone 

discuss or even vote on the 

merit of the point raised to 

decide if it should be 

included in the Charter. 

The creation of a 

working charter 

agreed between all. 

Part Three 

After various presentations of points 

and discussion, get the group to 

begin to draw up the Charter, and 

agree on what should be included. 

Although this can be a fun exercise it 

is very important also as it can set 

the standard for all other sessions to 

come.  

 

If access to the internet and a printer 

is available a facilitator might get the 

group to print off images, and using 

glue attach to the charter for 

example a thumbs up image for 

positive practices. 

 

A section should always be left in the 

charter to add points. The finished 

Coloured pens / markers 

(ask the group to be 

creative deciding for 

example to use red marker 

or for unwanted practices) 

and a large poster size 

paper – or use the template 

supplied.  

Possibly a desktop / laptop 

/ printer. 

 

The participation, 

teamwork and input of 

each individual can be 

recorded for assessment 

purposes. 
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charter should be visible at all future 

sessions and referred to when 

needed – this can be a great aid to a 

facilitator. 

Evaluation methods 

Face to face  Teamwork evaluation, individual self- reflection,  

Distance learning 

 Distance learning engagements, suggestions / self-reflections sent 

back and input on the charter creation assessed – although this is 

difficult to run via distance learning, an agreement charter between 

the facilitator / tutor and distance learners could be set up with a 

developing charter being sent back and forth. 

Didactic materials 

Face to face 

 hand-outs  

 Charter template  

 PowerPoint  

 Internet 

 Poster paper / pens / glue 

 printer 

Distance learning 
 Distance learning platform, online  materials, video/audio 

presentations, tutoring, online hand-outs 

In-class assignment 1: Consider the value of a supportive learning environment and a working charter – record key 

points and main ideas. 

In-class assignment 2: Participants in smaller groups discuss and produce key points of possible charter  

Empower the groups to work on the actual wording that will appear on the agreed 

Charter Bringing together all key points from all groups  

In-class assignment 3. Choose points, wording, and design of an agreed charter for storytelling sessions to come. 

Methodology  
Guided and free discussion, teamwork, collective and active learning, self-empowerment, 

creative poster / charter design. 

Additional Notes:  

This session is designed to underline the importance of creating a supportive storytelling environment, and to 

empower participants to create ground rules to help inspire positive shared discussion. The session also greatly aids in 

promoting trust, mutual respect and teamwork. The entries on the template charter are by way of example, the group 

should agree and devise their own. 

 

Assessment can be based on levels of engagement, input and reflection of individuals and groups. 

 

Try to encourage the creation of a charter from the group, rather than impose ideas upon them. Try to get the group 

to anticipate problems and to think of strategies to meet possible future issues. For example in the unlikely event that 

a heated exchange arises, everyone might agree that the individuals involved be taken to different parts of the space 

to be calmed down, and the matter to be discussed calmly by all after a cooling off period. If this is in the charter and 

all sign it, this gives control to the facilitator ased o  the g oup s o  ules. 
 

Lesson Plan 3 

 

Module 1 
Title:  Storytelling and Narrative:  

Delivered through Shared Memory & Lived Experience 

Session 6 Title: The Nature of Story: Modes of Storytelling 

Duration 2 hours 

Delivery method  Blended 
Face to face Distance learning Training on the job 

   Yes   
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This session will explore the nature of stories and the value of shared stories, especially 

personal stories emerging from a conflict or post conflict setting. This will include a focus on 

Life Writing. The session will also foreground the different genres / modes of storytelling, 

not just written accounts but also storyboarding, song, film and digital /online resources 

such as the Land / Haatche.  

Deliverer Tutor   

Learning objectives 

 Participants become aware of the key components of good stories: imagination, 

emotion, arc of story, narrative voice etc. 

 Participants learn about different modes and styles of story, particular focus will fall on 

Life Writing: using creative techniques to enhance a personal account, and the 

importance of archiving, digital preservation through mediums such as Haatche. 

 Participants learn of the power of story as a means to preserve culture, point out 

injustice, express nostalgia, record lives in conflict, and record personal memories in 

creative and engaging ways. 

Intended learning 

outcomes: 

LO2: Demonstrate a developed awareness of the power and worth of narrative emerging 

from shared memory and intergenerational dialogue (related specifically to conflict and post 

conflict lived experience) 

LO4: Demonstrate a practical understanding of the methods and strategies used in the 

development, recording, and archiving of storytelling under the umbrella of shared memory 

LO5: Demonstrate and utilise knowledge of the range of mediums and technological 

platforms available for the archiving, presentation and performance of narrative accounts.  

Session Detail: 

 

This session will 

depend on making sure 

participants know in 

advance to bring in old 

photos or objects that 

are special to them. 

Lesson Item: Method(s): Required Resource(s): 

The opening part of 

the session involves a 

detailed introductory 

discussion on the 

nature of storytelling, 

how it requires 

imagination, an 

attention to narrative 

voice, emotion, 

structure – and how 

it may contain 

biographical, 

historical elements 

etc.  

It is often good here to have 

participants discuss what stories can 

do – how they can preserve culture, 

underline identity, point out injustice 

etc Discussions should touch on all 

the various forms of storytelling: 

from oral tales, to written accounts 

to song, to storyboarding to film, to 

online resources such as Haatche. 

Discuss the power of all these, have 

groups come up with the strengths 

and uniqueness of each. 

Movable Chairs and table. 

 

Computer, projector, 

screen, PowerPoint (for 

examples of Storytelling 

forms) 

 

 

Activity: From Story 

to Story – adaption 

from one story 

medium to another.  

 

This section could be 

introduced by 

reading a famous tale 

related to the region 

and then showing a 

film adaptation of 

that tale.  

Participants are broken down into 

smaller groups, and are presented 

with a famous written story that 

would be very well known in the 

region in question (The Enchanted 

Pig from Romania or Maria, the 

Wicked Stepmother, and the Seven 

Robbers from Italy for example), and 

are then asked to adapt a section of 

that story into a different form – a 

storyboard, a script, a poem etc. 

They should then present / perform 

their work and discuss how they 

went about holding on to the key 

elements of the tale. Key here is also 

a discussion that promotes a clear 

understanding that stories should be 

performed to underline the power 

and emotion. 

Computer, projector, 

screen, PowerPoint. 

Internet / DVD Player / 

White Board 
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Activity:   Participants could next be 

encouraged to take one of their own 

accounts or a famous account 

elated to thei  o  egio s a ea of 
conflict and discuss which medium 

might best work as an adaptation or 

a new version  

Paper and pen / Computer, 

projector, screen, 

PowerPoint. Internet / DVD 

Player / White Board 

 

 

Evaluation methods Face to face 
Tutor evaluates participation and aspects such as engagement, 

creativity, and communication - Participants self-reflect.  

 

 

Didactic materials 

 

 

Face to face 

 Flipboard / Whiteboard / PowerPoint / Internet / DVD 

 Movable chairs & tables 

 Notebooks and pens 

In-class assignment 1: Participants under guidance explore the nature of story and the various mediums that can 

present and archive stories. 

In-class assignment 2: Participants engage in the adaptation of a story from one medium to another and present 

their thoughts on the process. 

In-class assignment 3. Participants turn their attention to their own memories, and discuss the worth of archiving 

a d p ese i g sto ies of i di iduals a d of a egio s past, a d the po e  of digital 
laboratories of memory as a story resource.  

Methodology  Guided discussion, adaptation of one story medium to another, storytelling 

Additional Notes: A facilitator could have a single story in various mediums ready in advance – and have an account 

elati g to the egio s o fli t A e ia, Ital , Po tugal, ‘o a ia, “pai  o  No the  I ela d). 

 

Lesson Plan 4 

 

Module 1 Title:  Storytelling and Narrative: Delivered through Shared Memory & Lived Experience 

Session 8 Title: Painting Pictures with Words 

Duration 3 hours 

Delivery method  

Blended 

Face to face Distance learning Training on the job 

   Yes 
Yes (in a reduced 

form – see dida ti  
notes) 

 

The focus here is on encouraging participants to reflect on how to really bring a story to life 

by taking the time to describe places, faces, mood, emotion and fine details. The key idea 

here is painting pictures with words, to draw a listener into the world of a story.  

Deliverer Tutor   

Learning objectives 

 To familiarise participants with strategies that can enhance shared stories in the telling.  

 To promote an understanding of the art of storytelling and the power of words 

 To give participants experience of interview scenarios, and the concept of revisiting and 

editing a story  

Intended learning 

outcomes: 

LO2:Demonstrate a developed awareness of the power and worth of narrative emerging 

from shared memory and intergenerational dialogue (related specifically to conflict and post 

conflict lived experience) 

LO3: Demonstrate a developed awareness of approaches and methodologies in the 

facilitation of discussions and exercises that will inspire intergenerational shared memory 

and storytelling 

LO4: Demonstrate a practical understanding of the art of storytelling, as well as the methods 

and strategies used in the development, recording, and archiving of storytelling under the 
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umbrella of shared memory 

 

Session Detail: 

 

The time sequence for 

these steps is flexible, 

but the majority of 

time should be devoted 

to facilitating 

storytellers practice 

language techniques. 

Breaks should be 

included as the 

facilitator deems 

appropriate. 

Lesson Item: Method(s): Required Resource(s): 

What makes an engaging 

story? 

Facilitated group 

discussion on what 

strategies can enhance a 

particular shared memory 

or story to make it even 

more engaging.  

 

Features such as the role 

of a narrator, the virtual 

camera, structure and 

planning, the careful 

creation of imagery 

feature. 

 

The key questions can be 

formed around the 

notion of - what is it that 

draws a listener in to a 

memory being shared or 

a tale being told? 

Flipboard / Whiteboard 

PowerPoint 

Show examples of how language 

can enhance a story. 

Key point discussion on 

strategies and good 

practice in storytelling 

and the writing down of 

memory. 

With reference to the 

Pai ti g Pi tu es ith 
Wo ds  see pa k  
underline ideas that a 

teller of a tale or shared 

memory might use to 

help draw a listener into 

the world of their story. 

By turn discuss each sub-

heading from the 

Pai ti g Pi tu es ith 
o ds  esou e: sho  

do t tell , Multi-sensory 

p ese tatio , Vi tual 
a e a  et . ut allo  

the group to introduce 

and discuss their own 

ideas. Use examples to 

demonstrate key points.  

A key point hand out on Painting 

Pictures with words can be 

complimented by a PowerPoint 

presentation. Extracts from 

atmospheric, emotive or 

descriptive works can be used to 

demonstrate the power of words.  

 

Paper and pens. 

Participants should be encouraged 

to write down key points and 

strategies raised. 

Written or Spoken 

Exercise:  

N.B. This exercise works 

better if individuals try 

writing things down, 

however, the facilitator 

can be the scripter and 

write onto a poster board 

or a PowerPoint or PC 

screen. 

 

Request volunteers to 

talk a little about the past 

- (explaining it will be a 

gentle and relaxing 

process), then ask some 

prompting questions such 

as Whe e did ou g o  
up?  the olu tee  is 
likely to offer a very 

straightforward answer. 

Write this down. Next 

ask fo  o e details as 
it a el o i g pla e?  - 

lose ou  e es a d t  

Pens, paper, Flipboard, 

whiteboard, PC. 

 

Movable tables and chairs can be 

useful here, so that pairs can be 

placed together during activity.  
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to remember very 

specific details about this 

place when you were a 

hild  – hat sights, 
sounds, smells etc come 

to mind  when you think 

of this pla e?  – as the 

volunteer answers the 

question begin to use 

their words and details to 

create (write down) an 

engaging and detailed 

description – when you 

have done so – read both 

out (the straightforward 

and the detailed) and ask 

the group to compare 

both. This can be used as 

an introduction to asking 

individuals to have a go 

on their own about 

aspects of their own lives. 

For example asking them 

about their school days, 

and remind them to: 

sho  do t tell, gi e 
sights, sounds, smells, 

emotions, wide shots 

versus close ups etc. - 

(see Painting Pictures 

resource) 

 

As part of this exercise - 

ask participants to work 

in pairs, especially if 

perhaps some 

participants would rather 

speak than write.  Always 

try to place a writer with 

a speaker and record 

descriptive memories – 

this is a valuable in terms 

of getting experience 

with shared memory 

interviews. Help the 

process by supplying 

prompt questions: 

 

1. How was the 

world different 

when you were 

younger 

2. When you were 

younger, what 

were your 

dreams? 
3. Tell me about 
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happy days in 

your life so far?  
(See prompt resource 

for more) 

 

After exercise discussion  Encourage participants to 

share the vignettes (or 

little descriptive stories) 

they have created – the 

facilitator should praise 

all the efforts and 

comment on the value of 

the work. Participants 

should be invited to 

discuss how they felt 

about using detail and 

storytelling techniques to 

share their memories. 

Participants should be encouraged 

to take notes of key points raised – 

and all should be reminded that 

with memories / stories of their 

own (ones they have already 

shared or emotional memories 

they have) using these techniques, 

whilst keeping the original 

character of the story – can really 

enhance the sharing or telling of a 

tale. 

Evaluation methods 

Face to face 

Tutor (through observation, moving through the group as they 

work, or revisiting written material) evaluates participation and 

aspects such as enthusiasm, teamwork, communication, written 

or spoken accounts, and creativity ideas. 

Participants self-reflect  

Distance learning 

Evaluation of distance learning could be based upon a written 

reflection submitted by the participant on storytelling 

techniques and how they may have improved a story.  

 

 

Didactic materials 

 

 

Face to face 

 Flipboard / Whiteboard 

 A hand-out on strategies that promote active listening 

(contained in this module pack) – this, however, should be 

handed out after the initial discussion.  

 PowerPoint slides 

 Movable tables and chairs 

Distance learning 

 Distance learning can use this session by relaying key ideas 

via online, emailed materials, video / audio, forwarded 

PowerPoint Presentation, online hand-outs – and re-sent 

attempts at detailed stories. 

In-class assignment 1: Participants discuss their own ideas of what makes an engaging story. 

In-class assignment 2: Usi g ke  poi ts f o  Pai ti g Pi tu es ith Wo ds  pa ti ipa ts should sho  a o ki g 
knowledge of storytelling techniques to enhance an existing story or shared memory (or one 

yet to be told) 

In-class assignment 3. Written and spoken activity, working in pairs, application of Storytelling techniques, self-

reflection, and interview techniques. 

Methodology  
Free and guided discussion, group work, teamwork, application of key ideas in practical 

scenarios. 

Additional Notes:  

This session is designed to show that it is vital to preserve the original character and local, colloquial nature of a shred 

memory or story – such stories can be enhanced and brought to life using storytelling strategies.Assessment is 

focussed primarily on tutor evaluation and observation, but the self-reflection of the participants is always vital so that 

the key points of the session and the application of the storytelling strategies can be taken forward. 

Facilitators / tutors should encourage participants as much as possible to get involved with the speaking and the 

writing aspects of the session. It may also be useful to have pre-prepa ed aspe ts see Pai ti g Pi tu e ith Wo ds 
Resource) ready on PowerPoint or hand out form – this a  i lude a  e a ple o e i g the fa ilitato s o  
memory of childhood – a straightforward version, then a detailed, emotional, descriptive and atmospheric version. 
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Lesson Plan 5 
 

Module 1 
Title:  Storytelling and Narrative:  

Delivered through Shared Memory & Lived Experience 

Session 3 Title: Active Listening 

Duration 2 hours 

Delivery method  

Blended 

Face to face Distance learning Training on the job 

   Yes 
Yes (in a reduced 

form – see notes) 
 

This particular focus seeks to underline the value of active listening with a storytelling group. 

To promote active listening is to create an environment that engenders mutually supportive 

storytelling and shared memory. If an individual within a group sees active listening in 

progress, they are much more likely to perceive the group, an interviewer and / or the 

facilitator, and more importantly the process as supportive. This in turns allows for trust to 

build and for the storytelling and shared memory process to gather momentum.   

Deliverer Tutor   

Learning objectives 

 To develop skills in and appreciate the worth of active listening. 

 To demonstrate how not giving due focus and support to a speaker can result in a 

storytelling session that is unproductive or compromised. 

Intended learning 

outcomes: 

LO1: Understand the strategies and approaches underpinning the creation of a safe, neutral 

and mutually supportive storytelling environment  

Session Detail: 

 

The time sequence for 

these steps is flexible, 

but the majority of 

time should fall on the 

role playing exercise. 

The ethos in this is fun, 

but serious points 

should be highlighted 

and noted. Breaks 

should be included as 

the facilitator deems 

appropriate. 

Lesson Item: Method(s): Required Resource(s): 

What is active 

listening? 

Facilitated group discussion on what 

makes a good listener, and what 

makes a bad listener.  This ideally 

should begin with unprompted 

responses, based on what the 

participants instinctively feel about a 

god versus a bad listener. 

Flipboard / Whiteboard 

Either the facilitator or a 

participant can be 

nominated to record or 

write down interesting 

points that arise from 

discussion. 

Key point discussion 

With focus on giving 

a speaker a proper 

forum to speak and 

the value of active 

listening.  

Usi g the ha d out o  A ti e 
Liste i g  i  this pa k  – in a 

discussion, compare the instinctive 

thoughts of the participants recorded 

earlier to those mentioned in the 

hand-out. Draw attention to those 

points which match (this engenders 

positivity and confidence). See if any 

new points have arisen. Go through 

the hand-out on sub-topics Such as 

e e o ta t  a d postu e  a d get 
the group to discuss the worthiness 

of these aspects of active listening. 

This is in preparation for the role 

playing component of the lesson.   

Hand-out o  A ti e 
Liste i g   
 

The above can be 

complimented by a power 

point presentation 

containing key points taken 

from the hand-out. Video 

sequences of a good versus 

a bad listener could also be 

included. 

Flipboard / Whiteboard 

As before either the 

facilitator or a participant 

can be nominated to record 

or write down interesting 

points that arise from key 

point discussion. 

Role Play  1. The participants are broken down 

into smaller groups, the division will 

be based on some being allocated as 

Movable tables and chairs 

can be useful here, so that 

groups can gather in their 
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active listeners and others as bad 

listeners. The split should be as even 

as possible. 

2.  Request that volunteer speakers 

come forward from the groups. They 

can recount any tale, memory or 

existing story – relax the perspective 

volunteer speakers by underlining 

that the focus is on the listeners in 

this exercise. 

The facilitator should be prepared to 

act as the speaker in each case, in 

the event participants are reluctant 

to come forward to speak at this 

early stage. 

3. The idea is that a group nominated 

as a ti e liste e  should p epa e 
one member to display all the 

strategies and good practices 

p e iousl  oted u de  A ti e 
Liste i g  

“i ila l  a g oup o i ated as ad 
liste e  should prepare a member 

to act that way (even in an 

exaggerated or funny way). 

4. When groups have nominated 

their role playing member and have 

prepared, the speaker should be in 

the chair, and the role playing 

participant (active or bad listener) 

should sit in the chair opposite. As 

the speaker begins to talk, the role 

playing should begin. In turn an 

active versus a bad listener should 

come forward. If possible the 

speaker should be changed at least 

once. 

own space and discuss their 

strategies.  

 

A central space that is 

clearly visible to all should 

be prepared with two 

chairs facing each other. 

This is for the speaker and 

the role playing listeners. 

 

Participants should be 

encouraged to take notes 

of what they see and feel as 

the role playing unfolds. 

After role-playing 

discussion  

Participants should be invited to 

discuss how they felt taking part in 

and viewing the role play. Speakers 

should be asked how they felt with 

active versus bad listening. As part of 

the discussion the value of active 

listening as demonstrated in the role 

playing should be highlighted, with 

emphasis on how a group practicing 

active listening helps everyone feel 

valued.  

Participants should be 

encouraged to take notes 

of key points raised. 

Evaluation methods 

Face to face 

Tutor evaluates participation and aspects such as enthusiasm, 

teamwork, and communication of ideas (and positivity). 

Participants self-reflect  

Distance learning 
Evaluation of distance learning could be based upon a written 

reflection submitted by the participant. 

 

 

Didactic materials 

 

 

Face to face 

 Flipboard / Whiteboard 

 A hand-out on strategies that promote active listening 

(contained in this module pack) – this, however, should be 
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handed out after the initial discussion.  

 PowerPoint slides 

 Movable tables and chairs 

Distance learning 
 Distance learning platform, online materials, video/audio 

presentations, online hand-outs. 

In-class assignment 1: Participants  discuss their own concept of what makes a good versus a bad listener 

In-class assignment 2: Usi g ke  poi ts f o  A ti e Liste i g  fo us do u e t, guide a dis ussio  a ou d diffe i g 
points of good practice in active listening, participants should take note of these 

In-class assignment 3. Role playing reflection: participants should reflect upon the results of the role playing 

activity with a view to underling the worth of active listening in a storytelling environment. 

Methodology  Free and guided discussion, role play, teamwork, note-taking 

Additional Notes:  

This session is designed to underline the worth of active listening as not only good practice, but as a means to create a 

mutually supportive shared memory and storytelling environment where speakers can feel comfortable and valued in 

the sharing of their experiences, feelings and stories.  

Assessment is focussed primarily on the self-reflection of the participants, and the ideas and points raised as regards 

active versus bad listening. Teamwork, communication and organisational skills can also be taken into account. 

 

Facilitators / tutors should try to promote fun in the role playing aspect, whilst making sure key points are highlighted 

and learning outcomes are met. Participants should be encouraged as much as possible to get involved with the 

speaking and the listening role playing element. Those participants not actually role playing should be encouraged to 

become advisors to the role playing member, to offer ideas and strategies to enhance the role playing.  

 

Lesson Plan 6  
 

Module 1 
Title:  Storytelling and Narrative:  

Delivered through Shared Memory & Lived Experience 

Session 4 Title: Interview Skills and Experience 

Duration 2 hours 

Delivery method  

Blended 
Face to face Distance learning Training on the job 

   Yes   

This session seeks to familiarise participants with interviews and afford experience in a 

shared memory interview scenario, particularly when issues surrounding conflict may arise.  

Deliverer Tutor   

Learning objectives 
 Participants gain experience from interview style dialogue and exchange. 

 To promote an understanding of how storytelling can emerge from interview. 

Intended learning 

outcomes: 

LO3: Demonstrate a developed awareness of approaches and methodologies in the 

facilitation of discussions and exercises that will inspire intergenerational shared memory 

and storytelling.  

Session Detail: 

 

The time sequence for 

these steps is flexible, 

but the focus is on 

practical experience. 

Lesson Item: Method(s): Required Resource(s): 

Leading on from and 

building on Active 

Listening, this session 

will afford 

participants 

experience in 

interview skills – or 

being interviewed 

Introductory lecture / discussion, this 

may draw on Active Listening / 

Charter lessons but the focus is on 

underlining an interview / speaker 

relationship is a partnership, and the 

desired result is to get the power of a 

story recorded and preserved.  

Here it should be made clear that an 

Flipboard / Whiteboard 

PowerPoint 

 

Audio portable recording 

device if possible such as 

the one below: 
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(particularly when 

such interviews are 

likely to be 

emotional)   

interviewer must come prepared to 

record, either with an audio 

recording device / pen and paper / 

laptop 

Practical experience: 

 

Here a facilitator by 

way of example can 

choose to be the 

interviewer, then the 

speaker, asking 

another member of 

the group to pair up 

and make the 

interview 

partnership. This 

always helps others 

ease into the process.  

With efe e e to the Ag eed 
Cha te  a d A ti e Liste i g  
sessions remind all of the key 

principles - then volunteer as either 

the interviewer of the speaker and 

allow the group to see an example of 

the process. Encourage them to 

comment. Next, select interviewer 

and speaker partnerships - sit each 

group away from each other in a 

comfortable neutral space.  

 

The  usi g the Good p a ti e fo  
I te ie s  a d P o pts  esou es 
(see pack) ask that the interviews 

begin – make it clear that the key 

role of the interviewer is to support 

and encourage the speaker and to 

help the speaker embrace and 

discuss the details and the emotions 

of a shared memory.  

 

Hand-outs / notebooks & 

pens / Audio recorders: 

 

Movable tables and chairs 

so that pairs can gather in 

their own private areas.  

 

Interviewers should be 

encouraged to follow the 

A ti e Liste i g  a d 
Good P a ti e  guideli es 

and to gain experience of 

recording / writing down 

aspects of a story that a 

speaker offers. 

N.B. The Ag eed Cha te , A ti e Liste i g  & Good P a ti e fo  I te ie e s  esou es 
are vital here and should be made available to all interviewers, especially younger 

interviewers dealing for the first time with possible emotional stories.  

After interview 

discussion.  

Interview partnerships should be 

invited to gather again as a group to 

discuss how they felt, and to raise 

any issues that came up. 

Interviewers should be asked to 

consult their notes or recordings and 

consider whether they have properly 

captured what the speaker offered – 

whether they have successfully got 

the best of the session – initial 

results of the interviews may be 

shared.  

Participants, especially 

interviewers should be 

encouraged to reflect on 

how they think they did. 

Speakers can reflect on if 

they were made to feel 

relaxed and supported, and 

if the interviewers were 

encouraging and showed 

real interest. This feedback 

from speaker to 

interviewer is vital.   

Evaluation methods Face to face 

Tutor evaluates participation and aspects such as interview skills, 

active listening, recording of stories, enthusiasm and 

communication - Participants self-reflect.  

 

 

Didactic materials 

 

 

Face to face 

 Flipboard / Whiteboard 

 Movable (preferably comfortable) chairs & tables 

 hand-outs  

 Notebooks and pens 

 Audio recording devices 

 PowerPoint slides 

In-class assignment 1: Participants discuss and consider interviewer / speaker partnership and good practice. 

In-class assignment 2: With lose atte tio  to the Cha te , A ti e Liste i g , & Good P a ti e  esou es, a d 
possi l  e plo i g the Questio s / P o pts  esou e pa ti ipa ts take pa t i  p a ti al 
interview exercises. 

In-class assignment 3. Self-reflection: participants should reflect upon their experiences of the interview activity, 

and consider if their recording of shared memory captured what the speaker was relaying. 

Speakers reflect on how they felt within the interview partnerships. 
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Methodology  Guided discussion, practical interview experience, recording of shared memory, reflection. 

Additional Notes:  

This session is designed to give practical experience of interview-style sessions to gather shared memories or stories. 

Facilitators should try as much as possible to have young people interview older people about their memories of the 

past – if, in these sessions, emotional responses occur, explain that it should be embraced and celebrated – as an 

indicator of a powerful, important story.  

 

Lesson Plan 7 
 

Module 1 
Title:  Storytelling and Narrative:  

Delivered through Shared Memory & Lived Experience 

Session 5 Title: Conflict and Communication 

Duration 2  hours 

Delivery method  

Blended 
Face to face Distance learning Training on the job 

   Yes   

This session seeks to use fictional conflict scenarios, role playing and scriptwriting, to get 

participants thinking about how important communication, dialogue, sharing stories and 

hearing other views can be in a conflict and post conflict scenario.  

Deliverer Tutor   

Learning objectives 

 To engage participants in critical thinking and problem solving  

 To promote an understanding of how powerful communication, dialogue and 

storytelling can be. 

Intended learning 

outcomes: 

LO2: To develop an awareness of the power and worth of narrative. 

LO3: Develop an awareness of approaches and methodologies in the facilitation of 

discussions and exercises that will inspire storytelling.  

Session Detail: 

 

The time sequence for 

these steps is flexible, 

but the focus is on 

teamwork and role 

play. 

Lesson Item: Method(s): Required Resource(s): 

The opening part of 

the session is an 

introduction to either 

both or a choice of 

one of the Conflict 

scenarios (see pack) 

Usi g the Gulli e s T a els  &  

Ruben and his Fathe s Ca  
resources – with attention to 

discussion questions. 

Divide the participants into smaller 

groups, and have them consider 

these question and propose 

resolutions.  

 

Flipboard / Whiteboard 

PowerPoint 

Movable table & chairs 

 

 

 

Role Play: 

 

For both these divide participants 

into two groups.  

 

Fo  Gulli e s T a els ha e   one 

group represent the Lilliputian 

government and the other the 

Blefuscuian government. With 

previous discussion in mind have 

representatives from both 

governments conduct talks to try to 

broker a peace. Both governments 

have to save face, yet acknowledge 

the past – the Egg problem must be 

Hand-outs / notebooks & 

pens  

 

Movable tables and chairs 

so the governments / 

camps can gather for 

Gulliver Task &  Ruben and 

Father Task 
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dealt with!  

 

Role-playing could involve official 

discussions / peace talks between 

groups etc. 

 

For Ruben and father task, ask 

individuals to decide which 

viewpoint they wish to work from 

Ruben or his father,  

 

Role playing could involve getting 

individuals to play Ruben and the 

father, and perhaps a mother / older 

sibling figure. The idea is to resolve 

the issue with both parties 

reasonably happy   

After role play 

discussion 

Participants should be encouraged to 

reflect on how they think they did, 

and what relevance they think these 

scenario have for real life. 

 

Evaluation methods Face to face 

Tutor evaluates participation and aspects such as interview skills, 

active listening, recording of stories, enthusiasm and 

communication - Participants self-reflect.  

 

 

Didactic materials 

 

 

Face to face 

 Flipboard / Whiteboard / PowerPoint 

 Movable (preferably comfortable) chairs & tables 

 hand-outs  

 Notebooks and pens 

In-class assignment 1: Participants discuss and consider conflict scenarios and discussion questions in groups. 

In-class assignment 2: Role playing, critical thinking and problem solving 

In-class assignment 3. Self-reflection: participants should reflect upon their efforts to resolve these conflicts. 

Methodology  Guided discussion, role play, teamwork, reflection. 

Additional Notes:  

This session is designed to underscore the power of dialogue and communication in conflict, but fun is the key, try to 

role play as much as possible – put special emphasis on the absurdity of the Gulli er’s Tra els war – and what it may 

reflect in real conflicts.  

 

Lesson Plan 8 
 

Module 1 
Title:  Storytelling and Narrative:  

Delivered through Shared Memory & Lived Experience 

Session 6 Title: Photographs and Mementos as Inspiration 

Duration 3  hours 

Delivery method  

Blended 
Face to face Distance learning Training on the job 

   Yes   

This session seeks to use participant photographs a d pe so al o je ts as lau h pads  o  
inspirations for storytelling (in the absence of personal items a tutor my call up images of an 

i di idual s o  to  / st eet / a ea hethe  it e i  A e ia, Ital , ‘o a ia, “pai , 
Portugal or Northern Ireland)  
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Deliverer Tutor   

Learning objectives 

 Participants become aware of how objects and photos can powerfully connect us with 

memory, which in turn can give rise to stories 

 Strategies to tap into memory, and unlock the past in Storytelling. 

 Participants gain experience of interview scenarios in a storytelling environment 

Intended learning 

outcomes: 

LO3: Demonstrate a developed awareness of approaches and methodologies in the 

facilitation of discussions and exercises that will inspire intergenerational shared memory 

and storytelling.  

Session Detail: 

 

This session will 

depend on making sure 

participants know in 

advance to bring in old 

photos or objects that 

are special to them. 

Lesson Item: Method(s): Required Resource(s): 

The opening part of 

the session involves a 

brief introductory 

discussion on the 

power of 

photographs and 

personal objects to 

unlock memory.  

It is often good in this activity to have 

chairs arranged in a circle – or 

photographs can be pre-scanned 

onto an overhead projector or 

through PowerPoint. 

Movable Chairs and table. 

 

Not necessary but useful: 

Computer, projector, 

screen, PowerPoint. 

 

 

Activity: telling the 

story behind the 

photo or object:  

Place all photos and objects on a 

central table (or with photos on large 

screen). Allow each individual to lift 

theirs and tell the story behind it – 

initial stories should be fairly brief  

 

Activity: Interviews:  Divide participants into smaller 

groups, no more than 3 per group, 

make sure at least one member of 

each group is willing to record or 

write everything that is shared down. 

Now each participant in each group 

should be interviewed about their 

photo or object and as much detail 

as possible be gathered.   

When this is done the interviewers in 

turn tell everyone what they have 

learned from the storyteller about 

the chosen photo or object, and the 

story behind it.   

Paper and pen / recording 

device. 

Interviewers should be 

encouraged to follow the 

A ti e Liste i g  a d 
Good P a ti e  guideli es 

and to gain experience of 

recording / writing down 

aspects of a story that a 

speaker offers. 

Evaluation methods Face to face 

Tutor evaluates participation and aspects such as interview skills, 

active listening, recording of stories, enthusiasm and 

communication - Participants self-reflect.  

 

 

Didactic materials 

 

 

Face to face 

 Flipboard / Whiteboard / PowerPoint 

 Movable chairs & tables 

 Notebooks and pens 

 Recording device 

In-class assignment 1: Participants present their own object and give a brief background 

In-class assignment 2: With lose atte tio  to A ti e Liste i g , & Good P a ti e  interview style shared memory 

sessions are conducted about the objects. 

In-class assignment 3. Results of the interviews are presented with greater detail about the object or photo and 

the importance to the storyteller 

Methodology  Guided discussion, interview, storytelling 

Additional Notes: 

It is good that someone other than the owner of the object present the final version, because this will benefit the 

interviewer and the storyteller, to witness the results of the process and reflect upon their role. 
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Lesson Plan 9 
 

Module 1 
Title:  Storytelling and Narrative:  

Delivered through Shared Memory & Lived Experience 

Session 7 Title: Behind the Headlines 

Duration 3  hours 

Delivery method  

Blended 
Face to face Distance learning Training on the job 

   Yes   

This session seeks to show participants that their story is important, every voice, every life 

lived in the maelstrom of large events is valuable.  

Deliverer Tutor   

Learning objectives 

 Participants critically consider the value of every story, every voice behind headline news 

events.  

 Strategies to tap into memory, and unlock the past in Storytelling. 

 Participants engage in critical and creative thinking 

Intended learning 

outcomes: 

LO3: Demonstrate a developed awareness of approaches and methodologies in the 

facilitation of discussions and exercises that will inspire intergenerational shared memory and 

storytelling.  

Session Detail: 

 

It is important to 

underline that it is up 

to each individual 

whether they wish to 

share personal and 

private memories in 

this format - especially 

stories of tragedy. 

These could be kept for 

more intimate 

interview sessions – 

but this is down to the 

individuals  

 

The key here is to tell 

brief stories of ordinary 

people as major events 

unfolded.   

Lesson Item: Method(s): Required Resource(s): 

Headline news: 

Discuss with 

group how 

when major 

events, 

tragedies, and 

conflicts happen 

– it is the big 

scale aspects 

that get the 

headlines.  

Ask participants 

to think of 

major news 

events they 

have lived 

through, 

experienced or 

watched from a 

distance. 

Interactive discussion: 

As part of this discussion you can 

use examples such as the story of 

Anne Frank to show the power 

and worth of an individual tale 

told in the midst of a huge event. 

Note books & pens 

 

Activity: create a 

newspaper on 

the theme of 

Behi d the 
Headlines  

Divide participants in smaller 

groups (no more than 3 or 4 per 

group) and ask them to create a 

fictional newspaper (a poster 

style front page with additional 

e s  pages) that feature their 

stories and memories related to 

headline stories –  

Each group must come up with 

the title of their newspaper that 

elates to the o ept of Behi d 
the Headli es  and lay the work 

Poster Paper / pens / markers 

 

If possible laptops and a printer (to 

use large fonts etc.) and access to the 

internet for research and images If 

this is unavailable – coloured markers 

etc. 
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out newspaper style – with 

Headlines and sub-headings –  

After activity 

discussion.  

Groups should present their 

Newspapers and offer the 

human stories behind the 

headlines  

Participants should be encouraged to 

reflect on how they could develop this 

idea to offer more detailed stories 

under the same concept. 

Evaluation methods Face to face 
Tutor evaluates participation and aspects such as creativity, enthusiasm 

and communication - Participants self-reflect.  

 

 

Didactic materials 

 

 

Face to face 

 Flipboard / Whiteboard 

 Movable chairs & tables 

 Poster paper / coloured markers / paper glue 

 Laptops / printer / internet 

In-class assignment 1: Participants discuss and consider the idea of human stories behind headlines and conflicts – 

and thus the worth of their own individual stories 

In-class assignment 2: Design and create a Newspaper style Poster 

In-class assignment 3. Present the work to other groups. 

Methodology  Guided discussion, individual storytelling, creative teamwork 

Additional Notes: If as part of this individuals are happy to share some very personal or emotional material embrace 

that, and encourage the individual to record and capture this in much greater detail 
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15. Training path - Section Two: Storyboarding 
 

Introduction 

The second section of the iRemember Methodology is about Storytelling, Storyboarding and the 

support of free software for the implementation of a storyboard. This particular aspect of training is 

broken down into two Modules made of a total of 5 sessions. The delivery method will be mostly 

online in order to make the whole methodology more sustainable and feasible, and under our ethos 

of continuous learning will complement the first section of methodology and look towards the final 

section 3.  

 

 

iRemember Methodology  2 

Storytelling, Storyboarding and the use of the CeltX free software 

 

Mod Title Description H. Delivery 

1 From storytelling to storyboarding  8  

 

 

 

 

Sess. 1 

 

 

 

Introduction to storytelling and 

storyboarding: key elements 

A brief introduction to storytelling. 

The role of the storyteller and 

storytelling key elements: subject, 

levels, sequences, narrative 

structure, life writing, and 

storyboarding. 

A brief introduction to 

storyboarding 

 

 

 

 

3 

 

 

 

online 

 

Sess. 2 

 

Storyboarding in educational contexts 
Application and use of 

storyboarding in educational 

contexts 

 

2 
online 

 

Sess. 3 

 

Storyboarding techniques 
How to tell a story using 

storyboarding techniques 

 

3 

face to 

face 

2 Storyboarding with CeltX software  5  

Sess. 1 CeltX software overview Video tutorial? 
 

2 
online 

Sess. 2 Storyboarding with CeltX software Video tutorial? 3 blended 

  TOTAL 13  

16. Learning Outcomes 
 

The development of section 2 of the methodology follows on from the focus on storytelling techniques and 

activities foregrounded in the first section (Intergenerational activities design, set up and management) 

developed by the Playhouse – those moving into this section will have a good working knowledge of 

storytelling technique and these modules will enhance and augment this within a continuous learning 

pathway. This is way the Module 2 provides just a brief introduction (almost a reminder) to storytelling and 

focuses on storyboarding and its relevance in a storytelling process. This reflects also on learning outcomes: 
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Module Session Learning outcomes 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

1 

 

 

1 

Understand basics of storytelling, and the worth of life writing as a creative genre. 

Understand the history and genesis of the storyboarding method 

Understand the relevance of storyboarding in a storytelling process framework 

Understand the basic elements of a storyboard 

 

 

2 

Understand  the  importance  of  storyboarding  and storytelling  in  relation  to  an 

educational project 

Manage  the  key  elements  of  a  (school)  learning  environment  to  facilitate 

interaction between participants 

 

 

 

 

 

 

 

 

3 

Use various media and technology to convey messages and meaning 

Work  interactively,  co-operatively  and  collaboratively  to  plan  and  create  a 

storyboard 

Use the technique of brainstorming to identify a topic for your group animation 

production 

Engage in critical reflective thinking as part of the decision-making and problem- 

solving process 

Invent and incorporate unique visual symbols and movement to create personal 

meaning in art 

Appreciate the diversity of individuals, as reflected in their artwork 

Manage basic storyboarding techniques 

   
 

 

2 

1 Understand the overall functioning of the CeltX software (free version) 

 

2 
Manage the design, creation and implementation of a storyboard using the CeltX 

software 

 

17. Guidelines for Facilitators 

 

Introduction to storytelling and storyboarding: key elements 
 

 

What is storytelling? 

 

Storytelling is a communication technique which consists in narrating a story through writing or 

other sources (photo, video, etc.) in an original way in order to attract the attention of an audience, 

to convey the message of the story and to enrich such audience with new knowledge. 

The aims of storytelling are different and vary depending on the context in which it want to be 

implemented: they can be solidarity, personal, social, commercial or political objectives, among 

others. In terms of communication, the storytelling aims to involve the people that it reaches. 

 

To carry out storytelling means to get a voice to speak, to a imate  a person or persons who 

will tell us the 
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story of their life, their emotions, experiences, hardships and will bring a message through their 

narrative. This person/s comes into play through their own story, which could be also useful to 

recreate a collective memory of facts and events belonging to our or to other communities. This 

elates spe ifi all  to Life W iti g: this is the a t of telli g o e s o  sto , a d of do u e ti g 
o e s o  past using creative techniques. Approaches to creative storytelling are also documented 

on Methodology One i  Lesso s su h as The Natu e of “to : Modes of “to telli g  a d Pai ti g 
Pi tu es ith Wo ds.  The fi al fo  of Life W iti g a  e output as a ritten account, a poem, a 

film, a narration over images, a storyboard – the key is to consider how to record a tale to be told in 

its most emotive and powerful form. 
 

The creation of a storytelling 
 

The prerogatives for a good storytelling are: 

 

To be very creative, so to be able to incorporate different kinds of material by putting them 

together according to the narrative technique chosen. 

Storytelling requires imagination, inventiveness, expressive excellence. 

 

 The narration techniques of a story must take into account and be related to: 

 The objectives to be emphasized, 

 The contexts to be enhanced, 

 The temporality of the events, 

 The participants  a ailability and the documentation acquired, 

 The level of narrative depth  to be achieved. 

 

What should the storyteller do?  

 To be in contact with the emotions, because by telling stories he should arouse the 

audie e s emotions. 

 The storyteller must be able to speak first of all to people s heart as well as to their brains. 

 To respect the audience, taking into account the cultural differences of the subjects that 

will use the storytelling. 

 To be able to represent the story in great detail, just as if he were a narrative writer. 

 To be able to be effective in stimulating the actions of his audience. The storyteller must 

achieve this goal through its communication. 
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The Narrator  (“ee also Pai ti g Pi tu es ith Wo ds  esou e i  Methodolog   

 

The story involves a narrative voice or narrator, who has the function of telling the story. It can be: 

•     An internal narrator: if it is a character in the story narrated who speaks in the first person ( I  

narrator). 

•     An external narrator: if it is not present in the events narrated and speaks in the third person. 
 

 

There may be also more narrators, or rather, in addition to the first level narrator, also a second level one: that 

is, a character that the first level narrator introduces at some point of his story and who tells firsthand the 

events of which he was protagonist or witness (internal second degree narrator), or which are unknown to him 

and that he tells in the third person (external second level narrator). 

 

Subject of the story (what do you want to tell?) 
 

To develop and define what do you want to tell: 

•     What is the context that you want to tell? 

•     Who are the characters involved? 

•     What do those characters tell us? 

•     Which are their message and actions? 

• Which are the strong elements that characterize this story? What is it about? For example: 

a conflict, a hardship, a passion, a transformation, an achievement of something, a discovery, an 

emotional/affective loss, etc. 

•     Why is this story original? 

•     Which are the elements/symbols that make it original and/or that are able to tell us what it is 

about? 

•     Which passions and/or emotions do you want to transmit with your story? 

•     What do we want to show? 

•     It is an open story? Does it continue? Can it include elements/symbols of different generations? 

 

The level of the story (narrative methods) 

 

Fabula: events and/or actions put in logical and chronological order. 

 

Plot: set of the same events in the order in which the narrator disposed them. Now we compare 

fabula and plot: we realize that the order in which the narrator has organized the events in the plot 

does not always correspond to that in which the events narrated took place. In fact, there are often 

changes in the temporal order, such as: 

 Flash-back  (or  retrospection  or  analepsis):  when  the  story  goes  back  in  time  to  tell  

what  happened 

 previously. 

 Anticipation (or prolepsis or flash forward): when it is told a fact that will happen later. 

Some facts may not be told, be explained later, or left to the imagination of the reader 

(ellipsis). 

 Stories that contain other stories: a story can also contain more parallel fabula, or a story 

within the story. 
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 Ring structure: a repetitive structure or ring (in which there is a route back to the starting 

point). 
 

The next step consists in the subdivision of the text in narrative cores or parts. The narrative core: is 

a part of the story that has its own autonomy of content. It is organized around a central event and 

can contain different (micro) sequences (descriptive, dialogic, narrative, etc.). 

 

The choice of the sequences that form the story (related to the material collected) 

•     (micro) narrative sequence: includes an action 

•     (micro) dialogued sequence: includes a dialogue 

•     (micro) descriptive sequence: includes a description of places, characters, objects, etc. 

•     (micro) reflexive sequence: includes a reflection of the characters or the author 

 

The transition from one narrative core to another occurs when there is a change of place, time, 

action, when a character comes into play or leaves, when there is a change of the narrative mode 

(from narrative to dialogue, reflection or description). 

 

Narrative structure of the story: 

 Initial  situation:  the  initial  situation  is  presented  (characters,  places,  etc.);  it  can  be  calm  

or  already conflictual 

 Introduction or preamble: it is the event which sets in motion the story, changing the initial 

situation 

 Ups and downs or development: the subsequent events, which can lead to an improvement or 

a worsening of the situation 

 Spannung: the moment when the action culminates or rushes (spannung) and determines a 

change that leads to the dissolution 

 Final situation: it is the final situation of the story, which can reconstruct more or less the initial 

balance or outline another. 

 

Some elements of our own intergenerational laboratories 

 Does your story have historical/biographical/geographical references or references to the 

context? 

 Which are its original elements/symbols? 

 To what extent does it refer to the culture of the individuals who narrate it and/or to the culture 

of the community? 

 Does the individuals  arrative make the story original or not? 

 What is the connection between the characters and the elements of the story? 

 Is there something that generations different between them could learn from this story? 

 Can your story become a generational or intergenerational "photo"?  Could it be interesting and 

belongs to one or more generations? 

18. What is a Storyboard? 

 

The most basic definition of a storyboard is that it is a visual outline that can easily convey a 

series of events with a minimum amount of effort and detail on the part of the creator by 

using static panels. Imagine a really simple comic book and you re on the right track. 
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Storyboards have been around  in one way or another. 30,000 years ago, early humans 

storyboarded  thei  hunting exploits on cave walls. Egyptians perfected this kind of visual 

storytelling 24,000 years later with hieroglyphics that tell pha aohs  entire life stories. 

Of course, that probably isn t what most of us think about when we hear the word storyboard,  

which brings us back to a word we used earlier: outline. What do we mean by calling 

storyboards an outline? Well, the modern storyboard we ve come to know over the last 80 or so 

years was never intended to be the final version of something. It s a tool that people use so that 

others see how something is going to be. 

This type of storyboard was created by an animator at Disney Studios for the Three Little Pigs 

animation. Instead of using comic-book style panels for his work, he drew each picture on an 

individual sheet of paper and then pinned them all up side-by-side. This allowed multiple people to 

see them and make suggestions at the same time – perfect for brainstorming sessions and pitches 

to executives.  The format became so popular that it spilled over from animation to live action, 

where directors frequently storyboard big action scenes before shooting them to give executives a 

sense of how they will play. 

Today, with the emergence of new digital technology, the definition of storyboards has somewhat 

reverted back to its broader original meaning as a visual way to tell stories, though most of the time 

we still incorporate idea and language from film and television. This very old definition has plenty of 

new uses and tools, though, such as Power Point presentations, webpages, and computer screens. 

And storyboards have not only escaped the world of Hollywood, but started to pop up in one of 

the most seemingly unlikely places: our classrooms. 

 Storyboards today should always seek to convey certain things to your audience: 

 Who or what is in the frame? 

 If we can see characters, which way are they headed? 

 Are the characters saying anything? If so, what? 

 How much time has passed between storyboards? 

 Where is the camera in the panel, and what is it doing? 

 

Storyboards in Hollywood 

 

As we mentioned earlier, the modern storyboard was invented in Hollywood. Generally speaking, there are two 

reasons why they came into being: time and money. 

The people creating the movies and TV shows we love often found that it was too complicated and time-consuming to 

try to tell studio and network executives how they could translate a written script into  a  visual  story  –  they  needed  a  

tool that  would  allow  them  to show the  people  in  power. Storyboards made it easier for entire groups of people to 

experience the drawings at the same time. And because actually shooting the scene wasn’t often an option (way too 

expensive), storyboards seemed like a logical way to prove that a concept would work visually. Instead of being told 

about John McClane jumping off of a building using a fire hose, executives could watch it unfold in front of them in a 

series of still drawings that barely cost anything to produce. 

Because they could see how the scene would play out, it caused less confusion. And because it as ’t something 

they’d already spent thousands – or even millions – to shoot, it was far easier to give notes and make changes without 

costing a lot of extra money for reshoots. 

In short, storyboards made it a lot easier to get something right on the first try. 

 

A storyboard is a written or graphical representation of the all of the elements that will be included 

in a digital story. The storyboard is usually created before actual work on creating the digital story 

begins and a written description and graphical depiction of the elements of the story, such as 

images, text, narration, music,  transitions,  etc.  are  added  to  the  storyboard. The  elements  of  
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the  story  are  arranged  in  the storyboard in the chronological order in which they will appear in 

the story and this allows the developer to organize and re-arrange the content for maximum effect. 

Creating storyboards is an often overlooked component of digital storytelling and for many 

students, storyboarding may seem like a tedious extra step. However, storyboarding can be a 

valuable component in the creative process by allowing the developer to organize images and text 

in a blueprint fashion before the development begins. It allows the user to visualize how the project 

will be put together and help illustrate what holes exist since they can see the entire plan laid out in 

front of them. Storyboarding can also inspire new ideas as well as lets the developer rearrange 

existing resources before the final development begins and changes may be harder to make. 

The important thing about storyboards is that they give you a way to decide how you will split 

up your script into individual pieces, either with or without placeholder images, so that you can 

then get a clearer overview of your digital story plan. 

Storyboards may be created in a variety of ways, both digitally and manually on paper or artists' 

board. If storyboards are developed on a computer, a variety of software programs may be used, 

such as Microsoft Word, Excel and PowerPoint. In brief storyboards are: 

 a visual script 

 Step-by-step production guideline 

 roadmap of the project 

 series of images that simply/briefly illustrate the story key scenes and events. Storyboarding 

is NOT 

 A storyboard is NOT a frame by frame breakdown 

 It is a scene by scene breakdown. 

19. Storyboarding in educational contexts 
 

Storyboards in education 

Those who use storyboards in the classroom and other areas of education are still visualizing stories, 

of a sort, but how they do that, and for what, is something that is continuing to evolve as visual 

media becomes increasingly prevalent and teachers explore new methods of learning to incorporate 

more of their students. Physics classes use them to visualize different theories about everything 

from the Big Bang to the trajectory of a catapult. History teachers storyboard famous events to 

help students remember details and place them on a timeline. And they e fantastic for any 

subject that requires students to memorize step-by-step processes or visualize highly-conceptual 

ideas, such as life science or computer technology. 

Any writer or teacher of writing will also tell you that storyboarding can be a great help in writing a 

paper, doing an oral presentation, or outlining a story. Instead of writing only words on index cards, 

students can also incorporate drawings to help them see what the moment is about. When they are 

working on crafting the narrative,  they can shuffle the images around as needed to see if they 

work better in other areas. Even younger kids can do a version of this by listening to a story and 

then drawing a few storyboards of the main events in order to summarize it. 

From a practical point of view, teaching with storyboards can help instructors to quickly convey 

complex ideas to their students – often much faster than writing or even speaking. They can also 

help to remove barriers that might exist in schools where English may not be the primary language 

spoken by some students. 

Moreover, by engaging students to make their own storyboards and then utilizing technology to 

bring them to  life,  many  classrooms  are  teaching  students  digital storytelling  skills that  are  

likely  to  become increasingly important over time. 

http://www.opencolleges.edu.au/informed/features/15-education-technologies-check-out-2013/
http://www.opencolleges.edu.au/informed/features/30-storytelling-tips-for-educators/
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Planning Saves Time 

Storyboarding allows you to sit down and plan out all of your shots beforehand, so you don t have 

to make all of those decisions on-the-fly when you e out filming and have limited time. When you 

make the time to storyboard, you will spend more time planning each step, which is going to make 

your project look much better-composed in the end. 
 

Sharing an idea/vision 

The storyboard will be particularly helpful to the people working with you in your project, 

because then they can see a visualization of what you have in mind, as opposed to just trying to 

interpret a description. Storyboards help movie-makers get their ideas down on paper in a very 

visual and easy to understand way; this helps the director communicate his plans with actors. Even 

if you're working on a very small-scale kind of video, storyboarding can help you develop your ideas 

and think of things you might not have thought of before. You don't need to be directing films in 

Hollywood to put storyboarding skills to good use. A few ways that storyboarding skills might help 

you in the future: 

Storyboarding develops your general communication skills 

 Been able to read storyboards will help you if you ever need to hire someone to create 

something for you 

 Been able to draw storyboards may help you in your workplace, university or school 

environment if you need to propose a plan, a project or strategy to a group of people 

 Learning how to plan and think ahead will help you personally and professionally 

 

Let's try creating a short storyboard of our own. We're going to storyboard backwards. Let's watch a 

very shot clip from a movie and draw what the storyboard may have looked like. (Play a clip). You 

might need to watch the clip a few times while your drawing your storyboard. Remember:  

Film, Television & New Media: 

 Use lines and arrows to show motion or movement 

 Note that kind of shot(s) are used in the clip (take notice of the difference shots next time 

you watch a movie, TV or music video.) 

 Your drawings don't need to be amazing or very detailed...as long as someone else can 

understand the shots and movement you're trying to convey 

 If you have time, use color to make your storyboard more exciting... you don't need to 

colour everything in, just give us a feel for the mood and setting. 

20. Storyboarding techniques: creating your own storyboard 

 

Keep it simple 

Making a storyboard is pretty easy. There are lots of free templates and even storyboard creators 

out there with libraries of stock characters and backgrounds, but you can also design your own with 

minimal effort. Remember to think of it like a comic book. Individual pages have multiple panels, 

each capturing a specific visual moment of the story. Your storyboard template should follow that 

general look, with a window  for you to draw the action and a space for you to write in dialogue. 

The simplest and easiest way to draw a storyboard is to use a pencil so you can erase mistakes and 

create rough images for what s going to happen in each specific panel, but you don t have to do it 

http://www.xinsight.ca/tools/storyboard.html
http://www.storyboardthat.com/
http://www.storyboardthat.com/
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that way. Many people – even professionals – now use computer programs to create storyboards. 

Others cut out pictures that they find in magazines or take their own photos and use them. 

Don t worry about it not looking pretty. The point is to clearly convey information, so panels with 

stick figures and simple shapes where everyone understands what s going on are better than 

gorgeous drawings of people and battles that don t make sense. 

 

1. Make sure your storyboard progression is logical and coherent. Even if your video is a "who-done-

it?" your audience expects a logical progression to a conclusion. Although plot- twists are exciting, 

stories that draw conclusions from nothing are neither informative nor enjoyable. 

2. Using an attention-grabber at the beginning of your story can set the tone and get your audience 

interested. An attention-grabber can be: 

 a question 

 a scenario 

 an interesting image 

 a game 

 a finished example (as in a lesson) 

 

3. When creating a storyboard, the visual parts of the frames should be kept simple and the image in 

each frame should be one that best describes the action taking place, or concept being explained. 

The images can be simple sketches, or images from your own resources or found on the web. 

 

Learn the language 

In order to make your panels clear, it s important to have a decent understanding of camera shots 

and film language so that people can imagine how the final, moving version would look. Most of 

these are pretty straightforward, but it s worth defining them just to make sure. 

Close-up (CU) – The camera will be close to the subject. Close-up panels might focus on a 

single person s face, a license plate number, or something similar. 

Medium shot (MS) – The camera is an average distance away. Perhaps two people are eating a 

meal at a restaurant and the panel is centred on their table. 

Long shot (LS) – The camera is far away from the subject. Maybe you want to convey 

someone s isolation by showing them walk through an empty field in the distance or show how 

small they are next to a skyscraper. 

Fade (fade in, fade out) – In a fade out, the subject of the shot slowly fades away until the 

image is completely black. For a fade in, a black image brightens until we can see hat s going on. 

Dissolve –  Similar  to  fades,  but  instead of  going  to  and  from  black,  one  image  fades  and  

slowly becomes an entirely different one. 

Jump cut – Generally speaking, each panel should logically connect to the next one in a storyboard, 

but sometimes you might want to intentionally create an abrupt transition to highlight a joke or 

convey something unexpected. These kinds of transitions are called jump cuts because they often 

make movements seem jerky and disconnected. 

Pan or tilt – These words indicates that the camera is turning left to right or up and down within 

the shot. 

Tracking – A tracking shot is one where the camera itself does t turn, but it still moves to keep up 

with the action. 

POV (point of view) – This is a shot where you are seeing something from a cha a te s 

perspective, almost as though they were holding the camera. 
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Reaction – Generally used when you have an image of someone simply listening to another 

person speak. 

Zoom – This tells the audience that the camera will be moving closer 

to the subject throughout the shot. 

Angles (high, low, level) – Level camera angles are the most common 

because they are even with the subject and indicate a neutral tone. A 

high angle can be used to make subjects look weak, small, or 

unimportant; low angles do the opposite. 

 

 

Mistakes, tips, and tricks 

People most often make one of two mistakes when creating a storyboard: either they leave out too 

many details and no one can tell hat s going on, or they put in so much detail that it s confusing. 

Finding that balance is the key, and the best way to reach it is to show your storyboards to people 

who don t know the story or the lesson at all and work to fix things that confuse them. Here are 

some of the most common areas where you can go wrong and how to avoid it: 

 

Terminology. Again, the goal is clarity, which means telling just enough to make sure that your 

audience can follow the action and understand your intention. Pans, tilts, tracking shots, and zooms 

are probably the most important things to point out because they affect how people interpret the 

panels. 

Forgetting direction. When we e watching characters, your storyboards need to tell us what 

direction they re going in if it s not clear – and it often isn t. Even simple scenes can be confusing 

if the audience does t know which way is up. Include arrows that do what arrows do best – point 

us in the right direction. Where am I? Along those lines, while simplicity is great, it s important to 

include at least some geography in each panel so that the audience does t get lost. Imagine a bank 

heist sequence that goes from the bank to the streets to the back of a car and how jarring it would 

be if you couldn t tell where the characters were for even part of it. Make sure you have some kind 

of anchor that lets us know where we are even if it s as simple as an exit sign. 

What are those lumps supposed to be? You don t necessarily need a lot of artistic talent to 

create your own storyboard, but it does you no good if you can t tell what anything is. Drawing isn t 
your strong point? No problem! Try labelling buildings, cars, even people if you need to. It s 

not ideal, but at least your audience will know where they are and who s i  the panel. 

 

Introduction to Teamwork and Brainstorming 

You will create your story in collaborative teams. Your teacher will assign you to a Production Team 

of four to six people for the conceiving, planning and production stages of the studio portion of the 

stop-motion animation lessons. All teams are expected to work in a respectful and collaborative 

fashion. Each team member should participate equally and share tasks. As each team member will 

bring their own unique expertise and talents to the group, everyone s ideas and contributions to the 

project are to be considered valuable. If you work together effectively, are committed to the project 

and use your group s diversity of skills, your team s final product will likely be much better than if 

you had completed the project on your own! 

 

Group Learning Activity: Brainstorming a Topic 
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Your first task as a team is to effectively brainstorm ideas to help in the selection of a good topic for 

your animated video. Please identify relevant themes from the following list of subjects: 

 Languages 

 Math 

 Science 

 Social Studies 

 Health 

 Arts (Art, Music, Theatre) 

 Technology 

 Media Literacy (for advanced curriculums) 

 

Some popular and relevant themes identified for your age group include: 

 Bullying 

 The Environment 

 Active Healthy Lifestyles 

 Racism 

 Diversity & Body Image 

 

You may choose a topic from the above themes, or think up one of your own. A Thought Bubble 

may help you brainstorm. Once your team identifies a theme, you may want to research it on the 

Internet to help you come up with a specific idea for your animation. The idea that you select 

should be interesting and meaningful to all team members. 

Note: Please take your time when devising your topic and story for your animated video, as this 

initial decision will affect all other steps of the production process! 

 

 

 

 

 

 

 

 

 

 

21. Painting music with pictures 
 

The e e ise is ased o  e e se sto oa di g  te h i ue hi h is often applied to musical video 

clips, movies and animation. In order to understand the basic 

storyboarding process it starts from a given story with a strong 

narrative and the support of music to enhance the atmosphere 

of the story and the dramatization. 

The steps are quite simple:  

1. Play a song you like and try to recollect the story 

2. Play the at least 2 or 3 times and get into the right mood 

3. Fix the 10-12 key-moments of the song: it could be 
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sentences with a specific meaning to you, key event in the story, a intense change in the music 

(rhythm, arrangement, a guitar solo, the singing, entering of some instruments like arches, etc.). 

Write down those key-moments. 

4. Start drawing a sketch for each key-moment. You can also use images downloaded from the 

web. 

5. When finished play the song rolling the sketches you have drawn one after di other while the 

music plays. 

6. Take a picture (with your smartphone, digital camera or tablet) of each sketch and upload them 

on your PC and then try to upload them in a CeltX storyboard scheme (see chapter 4) 

 

The resources you may need are: 

 MP3 player, CD reader or PC 

 Speakers for music or headphones 

 Paper or post-it 

 Colour pencil 

 Song lyrics printed 

 Enough space to put your drawing together 

 

Hints&Tips: 

Drawing skills are not relevant at all and the focus should be on the scenes more than on the 

characters. Define a small number of sketches/pictures (up 10-12). Find a good, clear track of music, 

a narrative song by a known artist you like, something that has clear character point-of-view 

content and a strong story. The song should be short (up to 3 min.). 

22. Creating a Collaborative Storyboard 
 

Once your team has come up with a potential topic for your animation, you will need to have 

your idea approved by your teacher. Once given the go-ahead, your group will need to begin 

storyboarding. 

 

Learning activity: creating your Storyboard 

 

To help plan out your storyboard, use storybook templates found on the Internet or create your 

own storyboards from scratch. Keep your story and message simple and concise. The process will 

likely take longer than you might think. 

Note: The average length of your story will vary and depend upon topic selection and length of 

class time. Your teacher will help each class group determine an appropriate run time. 

Use a Storyboard Rubric to ensure that your team includes all information and components when 

designing and completing your storyboard. 

 

Putting your Storyboard Together 

 

One of the things you can do to help organize your digital story is to write your script out by scene 

on Post-it notes or index cards. This will help you arrange your scenes and dialogue so that your 

video flows in a coherent, logical manner. Once they are organized, number them and place them 

the order in which they will appear in the story. 
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The frames of your storyboard will represent the images or scenes that take place. These frames 

will correspond to the order of your notes or index cards. Type or paste in a description of the 

images that will appear in the storyboard template, the sound or narration that will be included, 

any music that will be playing, and any transitions or special effects that will be used for each frame 

or scene of your digital story. You can use thumbnail images of the photos you have taken with a 

digital camera or downloaded from the web, still image captures from a video, sketches you have 

hand drawn and scanned, or images you have found on sites like freeimages.com to represent 

the final images that will appear in your digital story. 

 

 
 

Another tool you may find useful for creating storyboards is Storyboard That. A free version is 

available that will give you a good idea of how the program works and educational versions also 

available that allow students to build storyboards collaboratively 

 

 

 

 

 
 

http://www.freeimages.com/
http://www.storyboardthat.com/
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23. Storyboarding with CeltX software  

 

In  the  framework of  the implementation of the  training for  teachers/tutors and  the 

Laboratories of Memories  scheduled in the iRemember project, the free software CeltX 

(https://www.celtx.com/index.html)  was  selected to  support  teachers  and  students  in  the  

design  and implementation of the virtual museums of memories  storyboards. CeltX is designed 

as a video (movie, TV) and theatre pre-production tool. As a first draft of the training path, the 

following video resources are available in English language as introduction on the general use, 

functioning and features of the CeltX free version: 

1.    https://vimeo.com/channels/celtxdemos 

 

2.    https://www.youtube.com/watch?v=Nmw2UM0zm8w 

 

3.    https://www.youtube.com/watch?v=OI1Xf2nbUZk 

 

 

 

A   full   training   was   also   developed   by     NewWayIndia,   an   educational   network   

focusing   on teaching/learning through video lessons/tutorial for a number of software, including 

CeltX. Even if these videos are focused on scriptwriting and not all of the presented features are 

available in the free version, it would be useful to have a general clear idea of the software 

functioning: 

 

CELTX SCREENWRITING TUTORIALS - 002 - GETTING STARTED WITH CELTX (PART 02): 

https://www.youtube.com/watch?v=xpABHveiZ14&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=3 

CELTX SCREENWRITING TUTORIALS - 003 - CELTX USER INTERFACE (UI): 

https://www.youtube.com/watch?v=DRnDuYHw45U&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=4 

CELTX SCREENWRITING TUTORIALS - 004 - WHERE TO USE CELTX IN FILMMAKING PIPELINE: 

https://www.youtube.com/watch?v=xpH0vY4M008&index=5&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO 

CELTX SCREENWRITING TUTORIALS - 005 - WRITING YOUR FIRST SCENE IN CELTX 

https://www.youtube.com/watch?v=tn2ybvnxCXA&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=6 

CELTX SCREENWRITING TUTORIALS - 006 - CELTX FILE MENU OPTIONS 

https://www.youtube.com/watch?v=i5imXcp2NhI&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=7 

CELTX SCREENWRITING TUTORIALS - 007 - DIFFERENT TYPES OF CELTX PROJECTS 

https://www.youtube.com/watch?v=VoTRup-tsFs&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=8 

CELTX SCREENWRITING TUTORIALS - 008 - SCRIPT EDITING (DUAL DIALOGUE & TEXT LOCK) 

https://www.youtube.com/watch?v=8T3iczBtgow&index=9&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO 

CELTX SCREENWRITING TUTORIALS - 009 - TITLE PAGE AND TYPESET PDF 

https://www.youtube.com/watch?v=D-mpARgBRgw&index=10&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO 

CELTX SCREENWRITING TUTORIALS - 010 - SCRIPT PRINTING FORMAT OPTI 

https://www.youtube.com/watch?v=EQwdQge3Mhk&index=11&list=PLI3QDX469LReq1_mNn5gs81na61 TCgKjO 

CELTX SCREENWRITING TUTORIALS - 011 - VIEW TOOLBAR OPTIONS (ADD ITEM, CELTX STUDIO, PRINT) 

https://www.youtube.com/watch?v=G74gyGavrBI&index=12&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO 

CELTX SCREENWRITING TUTORIALS - 012 - SCRATCHPAD TO TAKE NOTES & STORY IDEAS BRAINSTORMING 

https://www.youtube.com/watch?v=Y89Doy6wixc&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=13 

CELTX SCREENWRITING TUTORIALS - 013 - INDEX CARDS FOR SHUFFLING THE SCENES 

https://www.youtube.com/watch?v=7dDKvDuIiC8&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=14 

CELTX SCREENWRITING TUTORIALS - 014 - REPORTS (DIALOGUE REPORTS, ACTION REPORTS ETC.) 

https://www.youtube.com/watch?v=ftAW0lIVHVU&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index= 

https://www.celtx.com/index.html
https://vimeo.com/channels/celtxdemos
https://www.youtube.com/watch?v=Nmw2UM0zm8w
https://www.youtube.com/watch?v=OI1Xf2nbUZk
https://www.youtube.com/watch?v=xpABHveiZ14&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=3
https://www.youtube.com/watch?v=DRnDuYHw45U&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=4
https://www.youtube.com/watch?v=xpH0vY4M008&index=5&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO
https://www.youtube.com/watch?v=tn2ybvnxCXA&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=6
https://www.youtube.com/watch?v=i5imXcp2NhI&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=7
https://www.youtube.com/watch?v=VoTRup-tsFs&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=8
https://www.youtube.com/watch?v=8T3iczBtgow&index=9&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO
https://www.youtube.com/watch?v=D-mpARgBRgw&index=10&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO
https://www.youtube.com/watch?v=EQwdQge3Mhk&index=11&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO
https://www.youtube.com/watch?v=G74gyGavrBI&index=12&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO
https://www.youtube.com/watch?v=Y89Doy6wixc&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=13
https://www.youtube.com/watch?v=7dDKvDuIiC8&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=14
https://www.youtube.com/watch?v=ftAW0lIVHVU&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index
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CELTX SCREENWRITING TUTORIALS - 015 - PROJECT TEMPLATE CREATION FOR CUSTOM PROJECTS 

https://www.youtube.com/watch?v=7_8IkmD-D_0&index=16&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO 

CELTX SCREENWRITING TUTORIALS - 016 - PROJECT LIBRARY (ADD ITEM, BOOKMARK, CALENDER ETC.) 

https://www.youtube.com/watch?v=OWfCgsms4Vc&index=17&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO 

CELTX SCREENWRITING TUTORIALS - 017 - SCENES NAVIGATOR 

https://www.youtube.com/watch?v=-1WysC5RaWw&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=18 

CELTX SCREENWRITING TUTORIALS - 018 - ADD NOTES TO DIFFERENT SCRIPT ELEMENTS 

https://www.youtube.com/watch?v=pVrvybhsd9E&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=19 

CELTX SCREENWRITING TUTORIALS - 019 - ADD MEDIA TO THE SCRIPT (IMAGES & VIDEOS) 

https://www.youtube.com/watch?v=qQXLmmDP16E&index=20&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO 

 

The following video resources in English language focus on the use of the CeltX free version to design and implement 

storyboards: 

1.    https://www.youtube.com/watch?v=AzbRiUbwZnc 

2.    https://vimeo.com/31929124 

The free version of CeltX can be downloaded from the developer website: 

https://www.celtx.com/index.html 

A   .pdf   version   of   the   CeltX   manual   is   available   at:   http://cnmcountryside.com/tvclassroom/wp- 

content/uploads/2011/07/Celtx-Manual.pdf 

https://www.youtube.com/watch?v=7_8IkmD-D_0&index=16&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO
https://www.youtube.com/watch?v=OWfCgsms4Vc&index=17&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO
https://www.youtube.com/watch?v=-1WysC5RaWw&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=18
https://www.youtube.com/watch?v=pVrvybhsd9E&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO&index=19
https://www.youtube.com/watch?v=qQXLmmDP16E&index=20&list=PLI3QDX469LReq1_mNn5gs81na61TCgKjO
https://www.youtube.com/watch?v=AzbRiUbwZnc
https://vimeo.com/31929124
https://www.celtx.com/index.html
http://cnmcountryside.com/tvclassroom/wp-content/uploads/2011/07/Celtx-Manual.pdf
http://cnmcountryside.com/tvclassroom/wp-content/uploads/2011/07/Celtx-Manual.pdf
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24. Module 2 Sessions Plan 

To reach the abovementioned outcomes, the training is articulated with the following Lessons Plan: 

 

Lesson plan 1 
 

 

Module n. 1 

Title: From storytelling to storyboarding 

 

Session n.1 

Title: Introduction to storytelling and storyboarding: key elements 

 

Duration 

3 h 

 

 

 

 

Delivery method 

 

Distance 

learning 

Face to face Distance learning Training on the job 

 

-      h 

4h  

-      h 
The session is a basic introduction to storytelling focusing mainly on a knowledge transfer 

about the method and the relevance of storyboarding in storytelling. 

Learning objectives 
Get the participants familiar with the storytelling and storyboarding methodology 

 

 

Intended learning 

outcomes: 

 Understand basics of storytelling 

 Be able to identify the key elements of a storytelling process 

 Understand the history and genesis of the storyboarding method 

 Understand the relevance of storyboarding in a storytelling process framework 

 Understand the basic elements of a storyboard 

Session Detail: Lesson Item: Method(s): Required Resource(s): 

A brief history of storytelling: 

from graffiti to digital 

storytelling 

Online Presentation - 

lecture 

Pc, internet, Presentation 

slides + comments 

The role of the storyteller and 

storytelling key elements: 

subject, levels, sequences, 

narrative structure and 

storyboarding 

Online Presentation - 

lecture 

Presentation slides + 

comments 

A brief introduction to 

storyboarding 

Online Presentation – 

lecture 

Presentation slides + 

comments 

 

 

 

 

Evaluation methods 

Face to face - 

 

Distance learning 

test on session s topics, evaluation of distance learning 

engagement (number of accesses, downloads, upload, 

etc.). 

Training on the job - 

 Face to face - 
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Didactic materials 

 

Distance learning 

Distance learning platform, online materials, video/audio 

presentations, tutoring, online hand-outs 

Training on the job - 

 

Methodology                     
Case studies, online Tutoring 

 

Additional Notes: 

This session is designed as an introduction to storytelling, focusing on storyboarding. It will be a knowledge transfer 

and the assessment will be based on test and participants involvement. 
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Lesson plan 2 

 
 

Module n. 1 

Title: From storytelling to storyboarding 

 

Session n.2 

Title: Storyboarding in educational contexts 

 

Duration 

2 h 

 

 

 

Delivery method 

 

Distance learning 

Face to face Distance learning Training on the job 

 2 h  

The session is an introduction to the introduction of storyboarding in educational contexts. 

 

Learning objectives 

Get the participants familiar with the opportunities offered by the use of a 

storyboarding methodology for educational purposes 

 

Intended learning 

outcomes: 

 Understand the importance of storyboarding and storytelling in relation to an 

educational project 

 Manage the key elements of a (school) learning environment to facilitate 

interaction between participants 

Session Detail: Lesson Item: Method(s): Required Resource(s): 

Application      and      use      of 

storyboarding   in   educational 

contexts 

Online     Presentation     - 

lecture 

Presentation slides + 

comments 

 

 

 

 

Evaluation methods 

Face to face - 

 

Distance learning 

test on session s topics, evaluation of distance 

learning engagement  (number  of  accesses,  

downloads,  upload, etc.). 

Training on the job - 

 

 

 

 

Didactic materials 

Face to face - 

 

Distance learning 

Distance learning platform, online materials, 

video/audio presentations, tutoring, online hand-outs 

Training on the job - 

 

Methodology 

Case studies, online Tutoring 

 

Additional Notes: 

This session is designed as an introduction on the use of storytelling for educational purposes. It will be mainly a 

knowledge transfer and the assessment will be based on test and participants involvement. 
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Lesson plan 3 
 

 

 

Module n. 1 

Title: From storytelling to storyboarding 

 

Session n. 3 

Title: Storyboarding techniques 

 

Duration 

6 h 

 

 

 

 

Delivery method 

 

Face to face 

Face to face Distance learning Training on the job 

6h  

-      H 

 

-      h 
The session involves team working and relations buildings activities so it requires the use 

of on-site training methodologies. It could be supported by online resources. 

 

Learning objectives 

Be able to introduce the storyboarding methodology in a learning environment, 

involving 

participants and implement storyboards 

 

 

 

 

 

Intended learning 

outcomes: 

 Use various media and technology to convey messages and meaning 

 Work interactively, co-operatively and collaboratively to plan and create a storyboard 

 Use  the  technique  of  brainstorming  to  identify  a  topic  for  your  group  

animation production 

 Engage in critical reflective thinking as part of the decision-making and problem-

solving process 

 Invent and incorporate unique visual symbols and movement to create personal 

meaning in art 

 Appreciate the diversity of individuals, as reflected in their artwork 

 Manage basic storyboarding techniques 

Session Detail: Lesson Item: Method(s): Required Resource(s): 

Storyboarding          techniques: 

creating your own storyboard 

Presentation    –    lecture. 

After presentation 

discussion of the 

differences   and 

similarities 

Pc,       projector,       

screen, 

internet. 

Introduction to teamwork and 

brainstorming 

Group        discussion        – 

example    provided    with 

the teaching kit 

Post-it            or    

labels, 

whiteboard. Working 

from a template provided 

produce a rough project 

idea. Thought Bubble or 

others. 
Creating        a        collaborative 

storyboard 

Working in groups – 

produce the storyboard 

materials 

Working from a template 

provided produce all the 

needed materials for 

storyboard assembling. 

Putting         the         storyboard 

together 

Working    in     groups    – 

produce the storyboard 

Working  from  a  

template 

assemble the storyboard. 
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Evaluation methods 

 

Face to face 

 Teamwork evaluation, learners products evaluation 

 Learners self-assessment 

 Class discussion 

Distance learning - 

Training on the job - 

 

 

 

 

 

 

 

 

Didactic materials 

 

 

 

 

 

Face to face 

 hand-outs 

 slides 

 post-it labels 

 internet 

 video-projector 

 pc 

 printer 

 dashboard 

Distance learning - 

Training on the job - 

 

Methodology 

Team work, discussion, case studies, tutoring 

 

Additional Notes: 

This session is designed to show how to build a storyboard and will be very practice oriented, highly involving team 

and group work. 

 

Assessment will be based on Teamwork evaluation,  learners products evaluation, learners self-assessment and class 

discussion. 

 

Lesson plan 4 
 

 

Module n. 2 

Title: CeltX software for storyboarding 

 

Session n.1 

Title: CeltX software overview 

 

Duration 

2 h 

 

 

 

Delivery method 

 

Distance 

learning 

Face to face Distance learning Training on the job 

 

-      h 

2h  

-      h 

Short description and reasons for choosing a specific method 

Learning objectives 
Get familiar with the basic features and functioning of the CeltX software 

Intended learning 

outcomes: 

 

Understand the overall functioning of the CeltX software (free version) 

Session Detail: Lesson Item: Method(s): Required Resource(s): 

CeltX software presentation Video tutorials Pc, internet 

 Main CeltX features: 

scriptwriting and storyboarding 

Video tutorials Pc, internet 
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Evaluation methods 

Face to face  

- 
 

Distance learning 

test on session s topics, evaluation of distance learning 

engagement (number of accesses, downloads, upload, 

etc.). 

Training on the job 
- 

 

 

 

 

Didactic materials 

Face to face 
- 

 

Distance learning 

Distance learning platform, online  materials, video/audio 

presentations, tutoring, online hand-outs 

Training on the job 
- 

 

Methodology 

Case studies, online Tutoring 

Additional Notes: 

 

Lesson plan 5 
 

 

Module n. 2 

Title: CeltX software for storyboarding 

 

Session n.2 

Title: Storyboarding with CeltX software 

 

Duration 

6 h 

 

 

 

Delivery method 

 

Blended 

Face to face Distance learning Training on the job 

4h 2h  

-      h 

Short description and reasons for choosing a specific method 

Learning objectives 
Allow participants to apply ICT tools to storyboarding. 

Intended learning 

outcomes: 

 

Manage the design, creation and implementation of a storyboard using the CeltX software 

Session Detail: Lesson Item: Method(s): Required Resource(s): 

Selection of materials (images, 

text, etc.) 

Working in groups Pc, internet, printer 

Learning assembly techniques 

through CeltX 

Online videotutorials + 

onsite exercises 

Pc, projector, screen, 

internet. 

Production of the storyboard 

through CeltX 

Working in groups Pc, internet, printer 

 

Evaluation methods 

 

Face to face 

 Teamwork evaluation, learners products 

evaluation 

 Learners self-assessment 

 Class discussion 
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Distance learning 

test on session s topics, evaluation of distance learning 

engagement (number of accesses, downloads, upload, 

etc.). 

Training on the job 
- 

 

 

 

 

 

 

 

 

Didactic materials 

 

 

 

 

 

Face to face 

 hand-outs 

 slides 

 post-it labels 

 internet 

 video-projector 

 pc 

 printer 

 dashboard 

 

Distance learning 

Distance learning platform, online materials, video/audio 

presentations, tutoring, online hand-outs 

Training on the job - 

 

Methodology 

Team work, discussion, case studies, tutoring (online, onsite) 

Additional Notes: 

This session is designed with an hands on  approach. The key element will be the transfer on CeltX of the storyboard 

idea developed in Module 1. The assessment will take into account both the online and onsite activities. The online 

activities will reduce the time of onsite learning. 
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25. Training Path - Section Three: The La d  
 

Introduction 

The third and final section of the training pathway relates to final story outputs: 

the digital archiving of stories, and the up-skilling of participants in the use of 

The La d  o li e platfo . With lose atte tio  to the concept of continuous 

learning this section will build upon previous training and provide an archive 

gateway for storytelling output modes.  

 

26. Homepage 
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27. Signup 
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28. Overview 
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29. Share Stories 
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30. Explore Gates 
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31. “tories’ ele e ts 
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32. Module 3 Sessions Plan 
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Lesson plan 1 
 

 

Modulo n. 1 

 

Title: Introduction to The Land 

 

Session n. 1 

 

Title: The land: Concept and main purposes 

 

Duration 

 

 

 

 

 

Delivery method 

 

 

Online 

Face to face Distance learning Training on the job 

   

General introduction to The Land project and purposes: building a time capsule 

and archive through storytelling. 

Deliverer on line   

 

 

Learning objectives 

The main objective is to 

introduce The Land to 

give a clear view of the 

potential network of 

storytellers. 

  

 

 

 

 

Intended learning 

outcomes: 

Deepen the purposed and 

the characteristics of the 

platform as well as the 

idea that lie behind it in 

order to let the 

inexperienced users to 

have a clear idea for 

which use the platform is 

designed and drive them 

to the best use of it. 

  

Session Detail: Lesson Item: Method(s): Required Resource(s): 

Brief team introduction, 

concept and aims of The 

Land. Using The Land to 

share memories through 

space and time and 

discover place-related 

Video lesson High bandwidth internet 

connection, Flash Player 

(latest version) 

 

 

Didactic materials 

 

Slides 
● 

 

Distance learning 
● 

 

Methodology 

online lesson 

 

Lesson plan 2 
 

 

 

Modulo n. 1 

 

Title: Introduction to The Land 

 

Session n. 2 

 

Title: The Land as a global community focused on shared memories on worldwide 

places 

 

Duration 

 

 

  
Face to face Distance learning Training on the job 
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Delivery method 

 

Online 

 30   

Exploring the social sides of The Land. A guided tour to see how shared memories 

can be a successful way to build communities 

Deliverer online   

 

 

 

Learning objectives 

Unveil Stories that lie in 

the 

folds of time. How to 

use The Land to build 

communities based on 

physical places and 

  

 

 

Intended learning 

outcomes: 

Improve the 

understanding of 

the social potentiality of 

the platform and the 

possibility to build an 

online community based 

  

Session Detail: Lesson Item: Method(s): Required Resource(s): 

A brief tour of The Land 

main 

tools: Gates, Atlas, 

video lesson High bandwidth internet 

connection, Flash Player 

(latest version) 

Evaluation methods None 
 

  

Distance learning 
●      Case studies slides 

 ● 

 

Lesson plan 3 
 

 

Modulo n. 2 

 

Title: The Land, how to join and how to use it. Features overview 

 

 

 

 

 

Session n. 1 

Tools and eatures: 

1.    Signup/Login 

2.    The main Atlas 

3.    Your Profile, your Atlas 

4.    Gates 

5.    Stories 

 

Duration 

 

 

 

 

 

Delivery method 

 

 

Online 

Face to face Distance learning Training on the job 

 30   

Guided tour to explore the main features of The Land, pt.1 

Deliverer online   

 

Learning objectives 

Make clear to the users 

how to use the basic tools 

of the platform 

  

 

Intended learning 

outcomes: 

Start using The Land. 

Features overview 

  

Session Detail: Lesson Item: Method(s): Required Resource(s): 
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 video lesson High bandwidth 

internet connection, 

Flash Player (latest 

version) 
Evaluation methods 

 ●       multiple choice quiz; 

 

Didactic materials 

 

Slides 

●      Slides 

●      Website 

Methodology  

Online lessons 
 

 
 

Modulo n. 2 

 

Title: The Land, how to join and how to use it. Advanced features overview 

 

 

 

 

 

 

 

Session n. 2 

Tools and features: 

1. The Network: following Places and People 

2. The Stream 

3. Search Engine 

4. Users hierarchy 

5. Tutor s checking process: 

- report content 

- contact authors 

- edit/remove content 

 

Duration 

 

 

 

 

 

Delivery method 

 

 

Online 

Face to face Distance learning Training on the job 

 30   

Guided tour to explore the main features of The Land, pt.2 

Deliverer on line   

 

 

 

Learning objectives 

Make clear to the users how to 

use the advanced tools of the 

platform and how to use them 

to moderate the discussion 

among users. 

  

 

Intended learning 

outcomes: 

Start using The Land. 

Advanced features overview 

  

Session Detail: Lesson Item: Method(s): Required Resource(s): 

 video lesson High bandwidth internet 

connection, Flash Player 

(latest version) 

Evaluation methods 
 multiple choice quiz 

 

Didactic materials 

 

Distance learning 

●      Slides 

●      Website 

Methodology  

Online lessons 
 

 


