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1. Introduction  

 

 Spelling, grammar, punctuation: The Tools of Creativity  

We want to draw on our extensive experience of using theatre to spark – and build - stories, 

to ignite a connection with a character, to give birth to a host of imagined landscapes and 

environments to inspire children to write. And, once children want to write, we want to 

continue to draw on theatre-based games and techniques, to substantiate children’s 

understanding of specific grammar and punctuation conventions.  

Creativity happens when there is a need to express ideas in the outside world, so that they 

become something felt or heard, seen or experienced – as a painting or a drawing, a story, a 

piece of art, a film:  a “product” that can help us reflect our experiences, help us understand 

who we are and to develop a sense of our understanding of the world. 

Whether they are drawing, or making things, learning to speak or writing stories, children are 

knee deep in producing work that helps them understand their experience. Children are 

innately creative because their chief business - their fulltime occupation - is to develop an 

understanding of the world and to constantly engage in a reflection of it.  

When it comes to written language, vocabulary, spelling, grammar and punctuation are the 

tools of creativity. Children need to know how to use the tools in order to build stories that 

are compelling and engaging; stories that help them to express their reflections on the world. 

If children do not know how to use these tools, then they will not create the best stories they 

can. If children, however, do not have a story to tell – they will be far less inclined to pick up 

the tools in the first place. The creative instinct and the blocks of language have an equal 

status in the building and telling of stories.  

Word Up is a resource to help teachers, help children to consider the tools of creativity in 

regard to written language – spelling, vocabulary, grammar and punctuation – alongside the 

facilitation of creative thought and action. The process starts with children in a room, playing 

games that animate an exclamation mark, separate one homophone from another and take 

on the role of a possessive apostrophe, then progresses to enabling these children to travel 

back in time, take on characters and journey through new environments and ultimately 

brings the children back to the desk, pen (or pencil) in hand, bright-eyed and ready to write. 

And re-write.  

Open the box. Pick up the tools. Start creating.   

 

Marigold Hughes 

Associate Producer – Theatre Centre 
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 What’s in the box? 

Word Up happens in two places; a real box and a virtual one.  

Bright Ideas: the box includes props that will help you to bring the stories to life – hats that 

conjure up character and treasures that transport you to a tomb; prompt cards to guide you 

through improvisations and exercises and all sorts of things to make the lessons spring to 

life.  

Site Ideas: the box includes advice on how to approach activities and how to place the 

programme within the school day and the school curriculum; interviews with classroom 

teachers, children and a playwright – all talking about how they have benefited from using 

the approaches outlined in the toolbox and how to get the best from it and video tutorials for 

the facilitation of the workshops; there is a plan for each stage and session outlined in the 

programme and worksheets for each session.  

 Videos 

Video Tutorials  

The session plans provided in the resource pack will offer a detailed breakdown of all 

activities. The following exercises will be accompanied by video tutorials:  

 Punctuation zip zap boing (Unit 1, p.11)  

 Imagined landscapes (Unit 2, p.12) 

 Prefix game (Unit 9, p.17)  

 Homophone game (Unit 16, p. 23) 

These videos can be found on the resource page of Word Up on our website here. 

Howard Carter – Introduction  

The video introduction recorded for the session for Howard Carter (Unit 3, p.13) can also be 

found on this page.  

Interviews with Children  

Additionally, there are several video interviews with children which are also available on the 

site. The children are talking about the ways in which drama enriched their story building, 

how proofing and planning improved their writing and the importance of using punctuation 

within their writing. These video interviews could be shown to your class before embarking 

on the programme of activities.  

Interview between Rachel Barnett (Playwright) and Marigold Hughes (Associate 

Producer of Theatre Centre)  

In this interview, playwright Rachel Barnett talks about the benefits of taking a creative 

approach to spelling, grammar and punctuation and how this process works within a 

classroom.  

 

http://www.theatre-centre.co.uk/education/resources/word-up/
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2. How to use the resource  
 

 Possible placement within school 

How you use the resource is entirely up to you, but we would suggest the following options:  

Literacy hour: The programme of sessions could be used on a daily basis, within literacy 

hour, delivered by the class teacher. Facilitating the programme within this timeframe would 

ensure that the momentum of the work is maintained and that pupils retain information and 

learning between sessions. Each session has been designed to last approximately an hour.  

Standalone activity: In the case of designated “off timetable” school days such as 

enrichment week, or in the launching of a topic -  or if there is an opportunity to dedicate a 

number of days exclusively to literacy - the programme of sessions could be delivered 

intensively over three days by the class teacher.  

Small group work: The sessions could function as a literacy intervention, targeting children 

who are under achieving.  The programme could be delivered by a teaching assistant, for 

whom the pack could act as a training resource.  
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 Literacy Curriculum Targets 

The following targets are taken from the literacy curriculum for Year 4, but will also cover 

relevant points of learning for Years 5 and 6. The resources cover all the points below and 

these targets can be added into children’s books to evidence what has been covered in this 

programme.  

Spelling  

 I can use the prefixes in-, im-, il-, ir-, sub-, inter-, super-, anti-,auto-. 
 

 I can understand and add the suffixes -ation, -ous. 
 

 I can add endings which sound like ‘shun’ spelt -tion, -sion, -ssion, -cian e.g. 
invention, tension, discussion, magician. 

 

 I can use the possessive apostrophe correctly in words with regular plurals e.g. girls’, 
boys’ and in words with irregular plurals e.g. children’s. 
 

Composition  
 

 I can plan my writing by talking about the important parts to have in a story, poem, 
explanation or non-fiction piece, and I can redraft this work a number of times. 

 

 I can rewrite my work, making improvements by saying the work out loud, using the 
best words I know and the best sentence structures I can. 

 

 I can use paragraphs to organise my writing so that blocks of text flow and ideas are 
grouped together. 

 

 I can draft and rewrite work that creates settings, characters and plots that excite the 
reader by using my best vocabulary, and I can adapt my work depending on the 
audience. 

 

 I can assess my work, and that of others, and suggest improvements. 
 

 I can edit my work by changing the grammar to improve the way my work reads. 
 

 I can proof-read my writing for spelling and use of punctuation. 
 

 I can read my work out to a group with confidence and make sure it sounds 
interesting, controlling tone and volume so that its meaning is clear. 
 

Vocabulary, Grammar & Punctuation 

 I can make my writing interesting by using adjectives and other descriptive methods. 
 

 I can use paragraphs to organise ideas around a theme. 
 

 I can use apostrophes to mark plural possession e.g. the girl’s name, the girls’ 
names. 
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3. Breakdown of activity 

As follows is an at-a-glance breakdown of the activity with the programme of sessions. The 

details of each section and a thorough breakdown of the activity of each session will be 

explored in the following section.  

Category  Details  Space  

Game  These activities are warm-up games  Non-classroom space 
i.e. hall, activity room 

Active Storybuilding Physical, practical activities that immerse the children 
in actively building stories.  

Non-classroom space 
i.e. hall, activity room 

Written work Children are seated at their desks for these activities Classroom  

 

Session  Unit no. Activity  Duration  

Session 1 

1 Punctuation Zip Zap Boing                         VIDEO TUTORIAL AVAILABLE 20 mins  

2 Imagined landscapes                                  VIDEO TUTORIAL AVAILABLE 15 mins  

3 Watch video-based performance           COMPUTER/PROJECTOR NEEDED  5 mins  

4 Guided improvisation 20 mins 

Session 2   

5 Who’s your reader - improvisation?             15 mins 

6 
Recap on characters from improvisation and choose a 

character 10 mins 

7 Build a past, future and present for characters 15 mins  

8 The storyhill structure   20 mins 

Session 3  

9 Prefix game                                                VIDEO TUTORIAL AVAILABLE 25 mins  

10 Re-cap on story. Recap on story hill  15 mins  

11 
Re-cap on characters. Re-do past, present and future of 

characters  15 mins  

Session 4 12 Suffix Game  20 mins  

13 Character worksheet on past, present and future 40mins 

Session 5 
14 Possessive apostrophe game 20 mins  

15 Writing a diary entry as the character  40 mins  

Session 6 16 Homophone game                                      VIDEO TUTORIAL AVAILABLE 20 mins  

17 Magic floor                                                   20 mins 
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18 Location worksheet 20 mins  

Session 7  

 

 

19 Punctuation Zip Zap Boing 15 mins 

         20 Story worksheet  20 mins 

21 Draft story  25 mins  

Session 8  

22 Prefix game 10 mins  

23 Draft Story 30 mins  

24 Edit in partners 30 mins  

Session 9 
25 Punctuation Zip Zap Boing 15 mins 

26 Re-draft 45 mins  

Session 10 

27 Punctuation Zip Zap Boing  10 mins  

28 Share Stories 50 mins  
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4. Word Up 

 

 Introduction to topic  

At pilot stage, the topic will be Temples, Tombs and Treasures. The topic is a popular 

choice for schools choosing to follow the International Primary Curriculum and can also be 

explored directly through the National Curriculum, by looking at the subject of Ancient Egypt 

under Hi2/2.3 Ancient Civilisations.  

In looking at the topic, children will journey from the discovery of King Tutankhamen’s tomb 

in Valley of the Kings in 1922 to Egypt in 1323, in order to explore the circumstances of King 

Tut’s death and the treasures of his tomb.  

 What’s the story?  

Howard Carter is trapped in Ancient Egypt and it’s up to the children to rescue him. They 

travel back in time to the days just after King Tutankhamen’s death, meet extraordinary 

characters and discover their stories, and then escape back to our own time to write down 

everything they saw on their amazing adventure. Will they meet a Pharaoh, or help a slave 

escape? Will they eat a date or a locust? There are so many discoveries to be made when 

they discover the amazing world of Tomb Travel! 

 The approach  

The approach can be broken down into the following sequence of components:  

Games 

  

Active 

Storybuilding 

  

Planning  

  

Proofing 

  

Writing 

 

The approach applies both to the overarching sequence of the week, but elements of each 

stage can be present in a single day or even in a single session.  
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Stage One: Games 

Games provide children with an entirely accessible means of accessing a subject or a point 

of learning. Each of the games within the resource “hits” a specific point of grammar or 

punctuation. These games provide a fun, physical, experiential way of understanding the 

technicalities of language, which can then be reinforced in the classroom.  

 

Stage Two: Active storybuilding  

Active storybuilding offers an alternative method of generating creative writing in the 

classroom. It takes story making away from desks and allows for a shared and live 

experience which initiates a deep and genuinely creative response both through drama and 

writing. Following and ‘living’ a well-structured story, guided by an in-role facilitator, the 

pupils experience and participate in all the key dramatic moments of the story whilst also 

developing their own characters and journeys. Active storybuilding relies on a teacher or 

facilitator taking the children on a dramatic journey through the story, subtly pin-pointing key 

moments and discoveries which will then be referenced when the children return to their 

desks to capture their experience through writing.  

 

Stage Three: Planning  

Children return to their desks to start planning. At this stage, children plan their writing – 

using worksheets – and then do a draft version of the piece of writing they are developing.  

 

Stage Four: Proofing 

“Writing is re-writing”: planning and proofing is a crucial part of the process. All of the writing 

that the children will produce will be planned through worksheets. In regard to the final story, 

the children will produce a number of drafts before working on the final version. Children will 

be asked to proof their own work as well as that of others.  

Stage Five: Writing  

Working from their original planning sheets and their first draft – and having noticed and 

corrected the majority of errors – children write their “final” piece of writing. Throughout the 

programme, children will create several pieces of writing leading towards a final story. Each 

piece of writing created goes through this process.  
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SESSION ONE  

 

1 

 

Punctuation Zip-Zap boing         (20 mins, including completion of worksheet)                                VIDEO TUTORIAL AVAILABLE 

  Aim To give students an experiential understanding of different punctuation, by using their bodies to make the shapes of 
punctuation marks and to see the role that punctuation plays within a sentence.  

Resources  R1: Punctuation Zip Zap Boing: Commas - Worksheet , Pens   

Introduction  Explain that Punctuation Zip Zap boing is a lively, energetic game that will help children to remember how to use certain 
punctuation marks within a sentence.  

  1 Children stand in a circle. There are a series of different instructions that children are given - all of which relate to 

passing an action around the circle, changing the direction of the circle or adding additional movements around the 

circle. When the game is first played, only the comma, fullstop and exclamation mark should be used, the more the 

game is played - the more punctuation can be added. Actions are as follows:   

2 Comma: The comma is the basic action, the index finger of the right hand is curved into a comma, this is passed around 

the circle from person to person; the rest of the actions change the direction of movement in the circle.  

3 Full stop: Children punch the air in front of them with their right hand and the comma switches direction.  Explain to 

children that a full stop is used to end a sentence, which then results in a change of direction.  

4 Exclamation Mark:  The children jump up, with their arms outstretched into the air, in parallel and shout "Yippee!" 

Explain to children that an exclamation mark signifies energy, surprise and emphasis.  

5 Bracket: The child creates a side bracket with their arms, with one arm stretching into the air and the other towards the 

ground - the child next but one - to the left hand side, also creates a bracket with the arms. The child in the middle does 

a twirl. The children on either side of this child are creating a pair of brackets that places her/him in the middle. Explain 

to the children that brackets are used to carry additional pieces of information within a sentence.  

SESSION PLANS  
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6 Colon: The child punches the air in front of them with and the "turn" skips one person. A colon is used to separate parts 

of a sentence, for example when making a list etc 

7  Worksheet: At the culmination of the game, hand out the worksheet and give the children five minutes to complete it in 

order to consolidate their learning.  

 2 Imagined landscapes   (15 minutes)                                                                                               VIDEO TUTORIAL AVAILABLE 

  Aim  To enable children to physically enter into an imaginative environment and to place themselves in role within this 

environment. The activity will prepare the children for the guided improvisation.  

Resources No resources necessary  

Introduction Explain that you're going to play ‘Stop and Go' a simple game where the children must walk around the room when you 

say 'Go' and stop when you say ‘Stop’. (Don't tell them anything else at this point!) 

  1 When the children are happy with Stop and Go tell them that the next time you say Stop they have to freeze as though 

they're in an enchanted forest - they can be anything they like in this forest - they might want to be a tree, an enchanted 

tree, a fairy, an evil goblin, whatever they want. Remind them (and this is important) that freeze means freeze 

everything, especially voices and that only the person who you tap on the shoulder is allowed to talk - otherwise the 

game doesn’t work. 

2 Once the children have entered into the mime, choose a child and tap them on the shoulder. Ask them questions 
depending on what they’ve chosen to be, take their choices very seriously and greet them in role … (Essentially you’re 
doing speed ‘hot seating’) 
e.g. Child: I’m a tree. Teacher: Oh wow. Do you enjoy being a tree? What’s the best bit? … I understand there are some 
enchanted trees in this forest, are you one of those? You are! Amazing - I’ve always wanted to meet a magic tree.  
Push the children to come up with choices about their characters, prompt them if they get stuck or are reticent. 
Choose maybe 6 or 7 children to interview in this way. 

3 Spool through several environments - include: medieval castle, pirate ship, space ship / alien planet, etc. 

4 Finish up with topic specific location 
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3  Video Message from Howard Carter   (5 mins)                                                                                                   VIDEO CLIP ON SITE  

  Aim:  To inspire and excite the children and to give them an audio visual stimulus for their adventure  

  Resources  Video clip on site  

    Play Clip: The archeologist Howard Carter is trapped in time and he is making a plea for the travel to travel to Egypt in 

1992 to uncover the tomb that he has just discovered. He sends the children off on a mission.  

4  Guided improvisation (20 mins)  

  Aim  To inspire the children with a sense of a place, time and situation that can inspire the writing of their story.  

Resources  R2: Story script, B1: Laminated prompt card  

    The following instructions can be substantiated by using the script in the resources.  

  1  Let’s go and rescue Howard Carter. Who was he again? 

  2 Spread out and look for the entrance to the tomb. We are archaeologists after all (ROUTINE) 

  3 We found it! DIG DIG DIG (INCITING INCIDENT) 

  4 Uncover the steps. Do we go down them? (RISK) 

  5 Find the door, it’s sealed (CRISIS) 

  6 Break down the door (pause for a moment to debate THE CURSE) (CLIMAX) 

  7  Discover all the treasure  (FALSE RESOLUTION) 

  8 Discover the beetle and travel back in time (CRISIS) 

  9 Get arrested (CLIMAX) (Teacher becomes the overseer)  
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  10 Explain to the guard and have a feast (RESOLUTION) 

  11 Travel back to our own time (CONCLUSION)  

SESSION TWO  

5  Who's your reader?  (15 mins)                                                                                                                                 

  Aim  To develop the children's understanding of who their reader is and encourage them to adapt an appropriate tone and 

manner of address  

  Resources  No resources necessary  

  Introduction  Explain that when you a writing a story, a newspaper story or a letter - it is very important to think about the reader i.e. 

the person that will be reading what you have written. The way people write depends on who is going to read their work. 

For example, explain that if the children are writing a story for a Year 1 child - their story would be very different to a 

story that they had written for a teacher. In this exercise, explain that you are going to explore how to choose the right 

tone for the right person.   

  1 Ask the children to get into pairs.  

  2 Ask them to choose an A and a B  

  3 Ask A to play the role of a parent and B to play the role of a child  

  4 Ask B (the child) to tell their parent that they had a fight with someone at school today. Ask for a volunteer pair who can 

help model this activity for the rest of the class.  

  5 First of all, do this in pairs - with everyone doing it at the same time. After a few minutes, choose some B's to show what 

they have been doing to the rest of the class. Ask everyone watching to see how the child speaks to their parent.  
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  6 Next, ask the A's to swap with the B's. Ask the B's to play the role of a teacher. The A's play the role of the child. Ask 

the A's to tell the B's that they got into a fight at school. Again, start it with everyone doing the pair work and then 

choose a few pairs to show what they have been doing to the rest of the class. Ask the children to spot if they can see 

any differences in the way that they talk to their parent and the way that they might talk to their teachers.  

  7 Next, ask the B's to swap with the A's. Ask the A's to play the role of David Cameron. Explain that David Cameron is 

the Prime Minister and that he must be spoken to very formally. The B's take on the role of the child. Ask the B's to tell 

the A’s that they got into a fight at school. Again, start it with everyone doing the pair work and then choose a few pairs 

to show what they have been doing to the rest of the class. Ask the children to spot if they can see any differences in the 

way that they talk to their teachers to the way they are talking to David Cameron.  

  8 Ask the pairs to swap for a final time. Ask the B's to play the role of a child from reception and the A's play the role of a 

Year 4 child (i.e.themselves!). Ask the A's to tell the B's that they got into a fight at school. Again, start it with everyone 

doing the pair work and then choose a few pairs to show what they have been doing to the rest of the class. Ask the 

children to see if they can spot any differences between the way in which they talk to the prime minister and the way 

they talk to a very young child. Recap on the importance of knowing your reader and knowing which tone to adopt.  

6  Recap on characters from improvisation and choose a character (10 mins)  

  Aim  To enable children to remember the characters from the guided improvisation and to choose a character to focus on 

from this point forwards. 

  Resources  No resources necessary  

  Introduction  In the improvisation, we met a lot of characters - now we are going to remember these characters and choose a 

character that we would like to take on. 

  1 Ask the children to recap on the characters they have met and what their role was in the story 

  2 Ask the children to choose a character that they would like to focus on.  

7  Building a past, present and future for characters (15 mins)  
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  Aim  To help children to create interesting characters with memories, hopes and fears. 

  Resources  No resources necessary  

  Introduction  Explain to the children that you are all going to go back to the "marketplace" in Ancient Egypt to remember some of the 

characters that you met and bring them to life a little bit more.  

  1  Set the scene 

  2 Define who all the characters are in the marketplace i.e. market traders, slaves, pickpockets, Pharoah’s… 

  3 PRESENT: Who are you? What are you doing? How old are you? What was the last thing you ate? 

  4 PAST: Imagine you are holding something of meaning to your character. What is it? Why is it meaningful? 

  5 FUTURE: Your character has a secret. What is it? Who are they keeping it a secret from? 

  6 What does your character want? 

  7 What’s stopping your character from getting what they want? 

  8 How is your character going to struggle to get what they want? 

8 The Storyhill Structure  (20 mins)  

  Aim  To develop children's understanding of how stories can be structured to make them interesting and engaging.  

  Resources  R3: Story Structure   

  Introduction  Explain that all stories have a pattern behind them and in order to make stories that keep the reader interested, it is 

important to learn how to structure them. The storyhill structure enables children to go beyond the simple "beginning", 

"middle" and “end" and to create a story which is character focused and dynamic.  

  1 Read through the story structure with the children, starting with the routine and culminating in the conclusion.  
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  2 In order to develop a child's sense of the story structure, ask the children how they think the different parts of the 

improvisation they did in Session 1 connects to each part of the structure – using the information below as a guide. Hand 

out the story structure sheet, so they can follow the structure whilst it is being discussed. Explain that they can make 

notes on the sheet.   

    Routine: The archeologists went on a dig  

    Inciting incident: The found they entrance to the tomb  

    Risk: They uncover the steps to the tomb – do they decide to go down them?  

    Crisis 1: They find the door – it’s sealed.  

    Climax 1:  They break down the door – pausing for a moment to think about the possibility of a CURSE  

    False Resolution: They discover all of the treasure!  

    Crisis 2: They discover the beetle and travel back in time.  

    Climax 2:  They get arrested  

    Resolution: They explain what has happened to the guard and then they have a feast.   

    Conclusion: They travel back to their own time.  
 

SESSION THREE  
 
9 Prefix game: 25 mins (including completion of worksheet)                                                                  VIDEO TUTORIAL AVAILABLE 

  Aim:  To improve children's understanding of prefixes, specifically the prefixes in-, il-, ir-, sub-, inter- , super-, anti- , auto-  
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  Resources   R4: Prefix Worksheet, Pens 

  Introduction  Ask the children to explain what a prefix is i.e. a unit that can be added to the stem of a word to determine its’ meaning.  

Explain that you are going to do an activity which will help the children remember what a number of different prefixes 

mean and how to remember their meanings through physical actions and gestures.  

  1 Explain the meaning for each prefix: in-, il-, ir-, (used to turn something negative i.e impossible, irreplacable, illegal) sub-, 

(meaning below, submarine, substandard)  inter- (used to explain something that goes inbetween i.e. interactive), super- 

(used to explain something that is above or bigger something else i.e. supermarket, superstar)   anti- (used to explain 

something that is against another thing or action - anti-social, anti-war), auto- (used to make signal something that 

operates by itself i.e. automobile, automatic)  

  2 Teach actions for these prefixes and practice them.  

    In-, il-, ir, im-: Cross arms in an X  

    Sub: Point downwards  

    Inter: Lace fingers together  

    Super: Point upwards  

    Anti: Hold out your hand in front of you with palm outstretched  

    Auto: Point to your self  

  3 Next, explain that you are going to play a version of "freeze tag". Someone is "it", they have to walk around the round 

and tig someone; that person has to freeze in one of the actions (above) and they can only be un-frozen by someone 

saying a word that contains the matching prefix i.e. if someone is tagged, they could make a cross with their arms, then 

they can only be unfrozen if someone can tag them and say a word that contains In-, il-, ir, im i.e. impossible. You can 

either play the game as a whole group or with a big group circle, with 6 or so people playing and the others watching.  
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4 Worksheet: At the culmination of the game, hand out the worksheet (R4) and give the children five minutes to complete 

it in order to consolidate their learning. 

10  Re-cap on story. Recap on story hill (15 mins) 

  Aim:  To refresh the children's memory of the story within the guided improvisation and how it is structured.  

  Resources  Draw the storyhill on the whiteboard.  

  Introduction  Explain that the children are going to try and remember the story, as a group, and then once again - look at it in 

reference to the storyhill.  

  1 Ask the children, as a group, to try and remember the story within the guided improvisation. Choose a higher ability child 

to start the story and then move between other children in the group to recount the narrative in its entirety. Correct any 

errors.  

  2 Referencing the storyhill on the whiteboard, move through the different points of the storyhill (starting with the "inciting 

incident" and culminating in the "conclusion") and ask the children to pick out which parts of the story correspond to the 

points on the story hill.  

11   Re-cap on characters. Re-do past, present and future of characters (15 mins)  

  Aim:  To refresh the children's memory of the characters in the marketplace and the characters they have chosen  

  Resources  No resources necessary  

  Introduction  Explain that the children are going to recap on the characters that they created a few sessions ago and think about the 

past, present and future of these characters.  

  1 Ask the children what their characters are and ask them to tell you 1) Where they live 2) What their most important 

memory is and 3) what their character's secret is. Emphasise that we are not asking the children these questions about 

their own lives, but about the lives of their characters.  
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SESSION FOUR  

12 Suffix Game (20 mins – including completion of worksheet)  

  Aim  To improve children's understanding of suffixes, specifically the prefixes- ation (Noun: action, resulting state) and -ous 

(adjective, having the quality, relating to)  

  Resource  R5: Suffix Worksheet, Pens 

  Introduction  Explain to the children that this activity is going to help them understand what a suffix is i.e.  a unit that can be added to 

the stem of a word to determine its meaning.  Explain that you are going to do an activity which will help the children 

remember what a number of different suffixes mean and will help them to remember their meanings  

  1 Explain the meaning for -ation i.e. this suffix is normally used to explain a resulting or final state of something i.e. 

creation or separation. Adding one of these suffixes to a verb creates a noun.  

2 Ask children to get into 2 groups and to sit on the floor. Explain that you are going to read out a list of verbs, one at a 

time and if the children know how create a noun by adding the suffix, they should stand up. They have the first 

opportunity to use this noun in a sentence, if no-one can within 5 seconds – then this is passed onto the other team. The 

verbs are as follows: specialise, create, inform, elevate, converse, degrade, animate, circulate, separate, 

obliterate, stagnate.  

3 Explain the meaning for -ous; i.e. this suffix is used when a word has a quality of something or it relates to that thing i.e. 

courageous or adventurous. Adding one of these suffixes to a noun creates an adjective.  

4 Keeping the children in the same groups, explain that you are going to read out a list of nouns, one at a time and if the 

children know how create an adjective by adding the suffix, they should stand up. They have the first opportunity to use 

this adjective in a sentence, if no-one can within 5 seconds – then this is passed onto the other team.  The nouns are as 

follows: adventure, courage, outrage, poison and fame.  
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5 Worksheet: At the culmination of the game, hand out the worksheet (R5) and give the children five minutes to complete 

it in order to consolidate their learning. 

13  Character worksheet on past, present and future (40 mins) 

  Aim  To embed understanding of the physical work that the children have done on developing a past, present and future for a 

character  

  Resource  R6: Building a Character – Worksheet  

  Introduction  Explain to the children that now they have created their character, it is time for them to really make about who their 

character is, what they have done and what they want. This worksheet is preparation for the children writing a diary entry 

about their character.  

Recap on the spelling, grammar and punctuation games that have been undertaken so far: punctuation zip-zap boing, 

the prefix game and stationary, stationery. In their worksheet, ask the children to use at least two prefix words, a 

pair of homophones and at least one colon, one exclamation mark and one question mark.    

  1 Children complete worksheet  

SESSION FIVE  

14 Possessive apostrophe game (20 mins – including completion of worksheet)  

  Aim  To enable children to improve their usage of possessive apostrophes  

  Resource  R7: Possessive Apostrophe Worksheet, B2: Laminated words and apostrophes  

  Introduction  Explain to the children that they are going to be working in small groups with jumbled up words/apostrophes and they 

will need to work together to put the words in the correct order.  

  1 Explain how the use of possessive apostrophes differ with regular plurals i.e. girls' and irregular plurals e.g. children’s.  
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2 Take the first sentence: "Look at those scarab beetles’ shells!" (which is broken down into eight units for the purposes 

of the exercise i.e. 1) Look 2) at 3) those 4) scarab 5) beetle 6) s 7) ' 8) shells!) and ask for eight volunteers 

3 In front of the rest of the class, each of the eight children are given a laminated word card and they have to get 

themselves into the correct order. A countdown can be given for this. If the children do not get themselves into the 

correct order, the children watching can spot the mistakes and help to rectify them.   

4 Take the second sentence: "Would you like to look to inside the Pharaoh’s tomb?", which is broken down into 

eleven units i.e. 1) Would 2) you 3) like 4) to 5) look 6) inside 7) the 8) Pharaoh 9)' 10) s 11) tomb?" Ask for eleven 

volunteers and repeat exercise as outlined above.  

5 Take the third sentence: "What do Egyptian children's clothes look like?", which is broken down into nine units 1) What 

2) do 3) Egyptian 4)  children 5) ' 6) s 7) clothes 8) look 9) like? Ask for nine volunteers and repeat exercise as 

outlined above.  

6 Worksheet: At the culmination of the game, hand out the worksheet (R8) and give the children five minutes to complete 

it in order to consolidate their learning. 

15 Writing a diary entry as the character (40 mins)  

  Aim  To give children the opportunity to write from the perspective of the character and to fill out the imagined life of the 

character.  

  Resource  R8: Diary Entry  

  Introduction  Explain that the children are going to write a diary entry, taking on the "voice" of their character. Explain that there are 

prompts on the diary template to help them to order their diary entry.   

Recap on the new spelling, grammar and punctuation game: the possessive apostrophe game. In their diary, ask the 

children to use at least two different prefix words, a different pair of homophones and a colon, an exclamation 

mark and a question mark and at least one possessive apostrophe.    



23 
 

  1 Children complete worksheet  

SESSION SIX  

16 Homophone Game: (20 mins – including completion of worksheet)                                                 VIDEO TUTORIAL AVAILABLE 

  Aim  To enable students to physically experience the difference between different homophones and create a more embedded 

understandings of the difference.  

Resource R9: Homophone Worksheet, B3: Homophone sentences. B4: 3 sets of larger cards, each with an individual 

homophone 

Introduction Ask the children what the word "homophone" means (words that sound the same but have different meanings) and ask 

them for some examples. Then, explain that you are going to play a game that will help children remember the 

differences between homophones.  

  1 Place two hoops on the ground   

2 Choose 6 children to play the game at one time.  

3 Place the homophone sentence in a hat/alternative receptacle. Pass the hat to a child not directly participating in an 

activity (i.e. who isn’t one of the six children) and ask them to choose a homophone. They read it out. You will have Set 

1 of the larger homophone laminated cards. Once the smaller card has been selected by the child, take the two 

homophones that correspond to the sentence i.e. whether and weather and place one in each hoop.   

4 Then, read out the homophone sentence i.e. how do you think this cold weather will affect us?” and ask the children to 

go and stand in the hoop which they believe has the correct homophone. The children who get it right, can keep on 

playing - ask the children who do not choose the correct homophone to sit down.  

5 Move onto the second list of homophones, with the second set of laminated cards and bring new children in to keep the 

group at 6.  
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 6 Move onto the third list of homophones, with the second set of laminated cards and bring new children in to keep the 

group at 6.  

 7 Worksheet: At the culmination of the game, hand out the worksheet (R8) and give the children five minutes to complete 

it in order to consolidate their learning. 

17 Magic Floor     (20 mins)                                                                                                                                           

  Aim  To help bring the settings of the children's stories to life: to provide them with a wealth of descriptive language and to 

enable them to imagine being part of the locations described in their stories.  

  Resource  No resources necessary  

  Introduction  Explain that stories need to have settings which are descriptive, absorbing and vivid. Readers are much more likely to 

become interested in a story if they can really imagine where the action is taking place. This activity is designed to help 

you think about your setting and how to describe it.  

  1 Ask the children to choose a location - i.e. desert, forest, marketplace  
You can also go more abstract - like - imagine crossing a floor made of jelly, sand, glue, snow, etc.  

  2 Ask for a volunteer (or small group of children) and explain to this child / group that they need to go the far end of the 
room  

  3 Explain to the child / children that they are going to cross the room and that everyone else is going to provide a 
soundscape 

  4 Ask for suggestions from the rest of the class as to what sounds they are going to provide 

  5 Ask the volunteer child to cross the floor - showing us in their face and body how they feel about being in this particular 
location - start with just a few children making noises and then encourage a lot of noise from the seated children, and 
then conduct them to get louder and quieter 

  6 When they reach the other side of the floor ask them how they felt, what they could see, hear, smell, taste, feel, and 
what the weather was like 

  7 Choose another couple of locations are repeat the exercises. The children watching the main participant can also ask 
questions about the setting.  

18 Planning – Location worksheet (20 mins)  
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  Aim  To enable children to promptly transfer all of their discoveries onto the page and create a strong setting for their story  

 Resource  R10: Location worksheet     

 Introduction  Explain that the children are going to think about the setting of their story and – using all of the thoughts and ideas that 

they had in the previous exercise – that they are going to complete this worksheet. Emphasise that the more detail that 

they put into this worksheet, the more vivid their location will be – which will make their final story much more 

interesting.   

In their location planning worksheet, ask the children to use at least two different prefix words, a pair of 

homophones and a colon, an exclamation mark and a question mark and at least one possessive apostrophe.    

 1 Children complete worksheet 

SESSION SEVEN  

19 Punctuation 

zip zap 

boing 

Please see Unit 1, page 10 (15 mins, including worksheet completion)  

Use R11: Punctuation Zip Zap Boing: Full Stops Worksheet 

 

20 Planning - Story worksheet (20 mins) 

  Aim: To give children the opportunity to incorporate all of the material they have created, including their learning around punctuation and 

grammar, their improvisations and drama activities, in addition to their writing work – into constructing a story about the character they 

have created.  

  Resource  R12: Story development worksheet  

  Introduction  Explain that the children are going to write a story entry, about their character and that this worksheet is going to help 

them plan what they are going to write.   
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 1 Ask children to draw upon their completed worksheet to draft their stories. If possible, this should take place in a quiet - 

or ideally silent - classroom.  

21 Draft stories (30 mins)  

 Aim  To enable children to use the structure provided in the story worksheet to draft their story  

 Resource  Completed story worksheet 

 Introduction  In the first draft of their story, ask the children to use at least two different prefix words, a pair of homophones and a 

colon, an exclamation mark and a question mark and two possessive apostrophes.   

 1 Ask children to draw upon their completed worksheet to draft their stories. If possible, this should take place in a quiet - 
or ideally silent - classroom.  
 

SESSION EIGHT 
 

22 Prefix game (10 mins) 

Please see Unit 9, p.17   
 

23 Draft story (30 mins)  

 Aim  To enable children to use the structure provided in the story worksheet to draft their story  
 

 Resources Completed story worksheet  
 

 1 Ask children to draw upon their completed worksheet to draft their stories. If possible, this should take place in a quiet - 
or ideally silent - classroom.  

24 Edit in partners (30 mins)  
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  Aims To enable children to inhabit the role of "expert", to enable them to learn from each other's mistakes in their own work 

and the work of their peers.  

  Resource  Children's stories  

  Introduction  Explain to the children that in order for their stories to be read and enjoyed - the spelling, grammar and punctuation in 

their writing, must be as good as possible, to make sure the readers aren't interrupted by mistakes and enjoy the story 

as much as possible.  

  1 Pair the higher ability children with lower ability children, equip them with a red pen/pencil (or whatever you use to mark) 

and ask them to spot each other's mistakes. As they are doing this, go around the class and monitor the corrections that 

are being made.  

  2 Once the editing process has been completed, look over the corrections to make sure that they are free from error and 

make any further corrections necessary.  

SESSION NINE  

25 Punctuation Zip zap boing (15 mins)  

Please see Unit 1, page 10  

Use R13: Punctuation Zip Zap Boing: Exclamation Mark – Worksheet  

26 Redraft stories  (45 mins) 

  Aims To enable children to learn how to make improvements to their work and to understand the process of making their 

writing as good as it can be.  

  Resource  R14: Final Story  - Template, The children's story plan and corrected first draft 
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  Introduction  Explain to the children that the first draft of a story is never going to be the best version of itself. Tell them the famous 

phrase, "writing is rewriting" and that in order to write the best story possible, they have to learn from the mistakes of 

their previous draft and build upon this to create their final draft.  

Additionally, ask the children to use at least two different prefix words, two homophones and a colon, an 

exclamation mark and a question mark and two possessive apostrophes.   

  1 Set the children to work on creating the final draft of their story - drawing upon their story plans and their corrected first 

draft.  

SESSION TEN 
 

27 Punctuation zip zap boing (10 mins)  

Please see Unit 1, page 10 

R15: Punctuation Zip Zap Boing: Brackets And Colons - Worksheet 

28 Share stories  

  Aims To enable children to celebrate and share their own work and hear the stories that their peers have written  

  Resource  The children's own stories  

  Introduction  Congratulate the children on producing some interesting pieces of writing and on their focus throughout the activities. 

Ask them to respect other people's stories by not talking and to listen out for ideas that they could use in the future.  

  1 Ask the children to set in a circle and ask for volunteers to read their stories. After the children have completed the story-

reading session, they receive a certificate with their name on it.  


