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Storytelling Tutorial-Teacher's Notes 

0 Introduction: 
This animated tutorial demonstrates and takes you through the 
process of combining information, both factual and imagined, to 
create a story. 

The factual information might come from a visit to one of our 
palaces or through work you have done in the classroom. 
Historical research must be done beforehand so the children can 
draw on it as they create the story using their imaginations. 

We recommend that you create a new palace story with your 
class as you watch the tutorial in 3 parts. After seeing the 
Beginning, brainstorm the ingredients you'll need to start your 
story Note these on the board before continuing the process 
with the Middle and the End. 

Watch the final story, 'Feast Fit for a Rat' to see how the 
brainstorming is pulled together into a story. Next set your class 
the task of pulling together and writing up the story that you 
have been working on. This can be done individually, in pairs or 
in groups. 

To help us choose what information or content to put in a story 
we use CATS - Characters, Actions, Time and Setting. The story 
is built layer by layer by asking questions about each of the 
CATS ingredients and ensuring we have included the right facts 
and all the necessary imagined descriptions to create a fully 
rounded narrative. 

The Tutorial has been split into 3 components: 

Beginning 
Middle 
End 

Each section contains questions and descriptions of what 
content needs to be included. 



Storytelling Tutorial - Beginning 

• The Beginning is where we introduce CATS:
This gives us the starting point for the story. It also introduces
the problem that will occur in the Middle.

"This is where we introduce when and where our story takes 
place, meet our main character and get a suggestion of what 
might happen in the story" 

This is when all the decisions are made for the content of the 
story but very little occurs within the narrative. When creating 
stories with your class, this would be where the researched and 
imagined material is laid out to set the tone, theme and create a 
world for each story. 

Main character: 
For example, facts we know about a character: 

"William Hester was the first Royal Ratkiller at Kensington Palace, 
the Palace was full of rats, he was employed from about 7690 by 
King William and Queen Mary, he wore a coat embroidered with 
the Queen's initials and Crown, and with rats and wheat sheaves 
and that he got a new coat every year." 
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But we don't know what he looked like, so 
the children create this part of the story using 
their imaginations: 

"He's kind of scruffy Disgusting fingernails. 
Messy Tall. Short hair that is black and really 
greasy Dirty hands because he catches rats." 
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January 7694 "Saturday night last was a great entertainment 
made for the prince of Baden at Kensington where was dancing 
and gaming, and a great supper; and banquets of sweetmeats 
all common to such as were admitted to be spectators. And I 
was informed by one that was present, that hee supposed there 
could not be less than 7000 persons, but it was 5 of the clock in 
the morning before some of them could get home" 

(The official illustrated history of Kensington Palace by Edward lmpey) 

But we don't know what the room looked like and what was served 
for supper, so the children create this part of the story using 
their imaginations. 

Questions to consider in the Beginning: 

Setting 
• Where are we? -
• What does it look/sound/smell/feel like?

Characters 
• Who is here?
• What do they look/sound/smell/feel like?
• Why are they here in the Palace?
• What do they do?
• Who else is here?

Time 
• When does the story take place?

Action 
• What are the characters doing?
• Do they want or need something in particular?
• What questions or problems might arise?



Storytelling Tutorial - Middle 

• Middle contains the Action:
The problem occurs (possibly 3 times), we find out what the
experience of the problem is like for the characters and witness
the hero trying to solve or deal with it. There is no resolution yet.

"The middle of a story is where all the big stuff happens. It is 
where we learn about the problem and describe how the 
characters react to it. Just like in the Beginning, in the Middle we 
still need to describe who the people are, what they are doing, 
when it is happening and where they are." 

Questions to consider in the Middle: 
Action 
• Why and how does the problem happen?
• What are the consequences of failing to resolve the problem?

Setting 
• Where does anything happen?
• Does the setting change?

Time 
• When does the problem take place, how many times and for
how long?

Characters 
• Who else is involved?
• How do characters feel about the situation?
• How are things experienced (emotion), and what do they do
about it?



Storytelling Tutorial - End 

0 End offers us the conclusion:
Here, finally, the hero overcomes the problem/ reaches their 
destination/ other hardship is conquered. 

"The ending of a story is where the hero fixes the problem, so that 
everyone can live happily ever after. Sometimes they use a clever 
trick." 

Questions to consider in the End: 
Action 
• What does the hero do differently this time to solve the problem?
• What is the benefit of overcoming the problem?
• What lessons have been learnt?

Setting and Time 
• Where and when does this take place?

Characters 
• How do the different characters feel?

How to make a story: 
Stories are great for engagement, whether with 
historical information, particular characters, events, 
buildings or any other subjects. They work particularly 
well when those involved in the story, whether in the 
making, sharing, hearing or reading, are fully 
imaginatively involved. 

The most effiecient way to engage the imaginations of all concerned 
is through the use of precise, high quality description. The things 
that can always be described are the CATS, and the best ways to 
describe them are through the five senses. 

Examples of descriptions from the finished story: 
• Draughty wind-swept rooms and damp floors
• A huge smelly, fat, hungry and greedy dark brown King-Size rat

with twitching whiskers and a single white patch across one eye
• Touch his smooth hands
• Hester cleaned his fingernails, brushed his short, black, greasy

hair, washed his dirty, rat-smelling hands and went to the Palace
• The warmth of the smoky fires
• A meaty, piping hot sausage roll
• Behind fishy dustbins, between creaking floorboards, under

feather soft beds


