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* The Talk yor Writing approach enables children to read and write independently

for a variety 0T audiences and pUIposes within different sub_je.ds.

* |t enables children to imitate the keg langua,ge they need for a particular topic
orally before writing f you can't say it, you can't write itl



Why is story telling important ¢

Promotes love of stories and enthusiasm for literacy

Builds children's vocabulary and language

Participation and relationship building

Takes away cognitive load which allows for more focus on the writing

|mo.9'mati.on and creatlvitgl




Imitation- start off with fun
aclivilies fo engage the
children in a story We then
introduce the s'tur‘g map,

actions and he,l_.j wor-ds.

Innovation- once the
children have learnt the
hag construciion DJC the
text we can then have a
go a chu.n,gmg paris D_f
the story be::umi,ng

‘authors .

e
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|ndepend.en.ce- over the

fuundati.nn Years the children
will have learnt a bank U'Jc
stories and story structures. BU
the end o Jc Racz.pti,m we want
them to Jcerz.l c,nnﬁd.e.nt in the
dlffar‘e.ni types ch story and

have a go al wr'Lth,g their own.







Imitation TR s
- Letter to Mr Bear m i L
- List of items to catch a bear R AX* Oh nol
- Dinosaur fact sentences
- Role play a bear hunt *" 00 38 (), ol
- Story mapping
- Sequmdngﬂtestory * . i Oh no!
- Story mountain
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Poor W; Bear ?




Types o Stories

Rags to Riches

Wi,shi,n,g Tale

WarnLng Tale

Cnnque.r*i.ng the Monster Tale

F'Ln,cli.ng Tale

JDLLI"TLEH TEI.I.E

Lnsi,n,g Tale

T&I.E Dj: FEI‘II“"

Mae.ti.ng Tale

Character Flaw




Story Language

Story Starters Build up Problem Resolution Ending
* |n a distant land * One morning * Suddenly * Luckily * Finally
* Many years ago * One night ¢ Unluckily * Fortunately * Eventually
* Once upon a ftime * First . Unfurtunn.tzLH * So * At lnng last
* Inaland far away e Next *  After that * And so it was
* This is the story of * When * They lived happily
* While ever after

* The end

Reason

Introduces a character
in a setting or the

characters
faeangaf emotions.

The story gets going- the
characters does

som@;thmg

A dilemma is
introduced- something

EDES Wl"ﬂl’lg.

The problem is resolved.

The story ends- u.su,aLLl_,j
with everyone living

happi.ll:j ever after




Innovation




1ime to hand over the Leammg
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. Learn story with actions
s Sequence the story

3. Innovate the characters
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