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Workshop Title: Charlie and the Chocolate Factory

Aims: Helping the participants learn longer words gently, improvising performance pieces, and write (or draw) a well-described setting with lots of detail. 

Objectives: To bring literature and characterisations to life in young minds and to live a subject through creativity.

Intended Outcomes: By the end of this workshop participants will be able to: explore their creative minds and entertain themselves through performance, and make their creations real so that others can see them.

Resources needed: Charlie and the Chocolate Factory book, laminated images of the five children, laminated images of Wonka Bars, pens and paper.

	Time
	Activity 
	Details

	Ten minutes.
	Describing the Five Children Through Performance
	The participants will learn words and synonyms while describing the five Golden Ticket children who differ from personalities. Then they shall try and have a go at walking about as one of the children through their characteristics, so you would guess it is Veruca by a stomping strut with a sour face, Violet walking in a very prideful strut like she owns the place (and miming gum-chewing) or Charlie walking plainly and staring about at the wonders of the factory. The idea is to show them fun ways of describing a character instead of sitting there and just learning.
Aim: Defining characterisations through movement and understanding and to introduce big words. As children get older, they will want to learn longer words that have synonyms to a meaning.


	Twenty minutes.
	Create Your Own Wonka Bar and Create an Advert
	Willy Wonka is known for making different kinds of chocolate, especially different chocolate bars. The participants will design on a piece of paper a wrapper of their own Wonka Bars and deciding on the flavour; be it coffee, caramel, cream, biscuit crumbs or anything. Then in the remaining ten minutes they have to create an advert promoting the chocolate bar with eye-catching features and a pinch of comedy if necessary. 
Aim: Putting created inventions onto paper and expressing freely though performance as well as living up to the idea of the topic the story involves: making the impossible possible.

	Thirty minutes

	Create a Factory Room
	The participants will be assigned to draw or describe a room within the factory of their own making. So, to inspire them, it is recommended that the facilitator will read descriptive passages of the Chocolate Room and the Inventing Room through Charlie’s perspective of entering the scenes, so they will get an idea of how Roald Dahl would explain the rooms they create and to imagine that they themselves are Charlie who is dazzled at everything Mr. Wonka shows him. For a bonus (depending on spare time), they could create a naughty child who gets out of line in the room that they create, as long as it links to the naughtiness of the child. 

Q & A: did everyone enjoy the workshop and what did they learn?

Aim: To teach them everything about creating a scene within a story. In every story he wrote, Roald Dahl could see his surroundings very clearly and specifically, not to mentions smells etc. A chocolate factory would certainly have delicious whiffs about it.



Workshop Title: George’s Marvellous Medicine

Aims: Experiencing the ideas of discovering the unknown and the fun of it.

Objectives: Collaborating and working together as well portrayal of the ‘lab rat’ (below).

Intended Outcomes: By the end of this workshop participants will be able to: Understand the meaning of teamwork and imagining themselves as the professionals or specific other roles.

Resources needed: Goggles, spoon, pens, notebooks and potion phial lookalike.

	Time
	Activity 
	Details

	Five Minutes
	Potion Ideas
	This exercise will be essential to lead into the workshop as we discuss the theme the story has which is wizardry and creating the unexpected. With a potion bottle, the participants will share their ideas of many potions that they think could be done or what they know about and put it into the container, even thinking up ones that cannot really be seen in the real world. Referring from stories like Alice in Wonderland is essential, especially Harry Potter which involves school for wizards and witches. The ideas mentioned shall then be written on the board
Aim: Exercising the imagination of young minds for the later exercise. They will be brainstorming all these potion ideas in the same way of George throwing everything in for his concoction. 

 

	Five Minutes
	Video Extract
	There is a drama clip of the story on the BBC 2 channel in which George’s grandmother scares him with eerie “secrets” and comes up with the idea of making a new medicine for her as revenge for how badly she treats him. This is intended to make a lead-in to the following exercise. This clip ends with George setting off to work and that will be the cue of starting the main task of the workshop.
Aim: A fresh idea of the workshop and its purpose and to get participants in the mood, sort of like an imaginary get-together when a group meets with their leader who takes them through a plan he or she has formulated, to get back at someone and only they can save the world. 

	Twenty
Minutes
	Medicine Making
	The participants will be playing as workers for ‘George’s Medicine Factory’. The factory is run by George who is their boss and they will be given an order from him to find ingredients and list them to create their own unique medicines, as there have been complaints from children everywhere that their own grandmothers are being mean to them and scaring them. They will go around the classroom and playground, listing ingredients for their own unique mixture. In the book, Roald Dahl wrote a caution: “Please do not try to make George’s marvellous medicine yourselves at home. It could be dangerous.” Simply listing the ingredients will be a safe ethic, instead of concocting real potions.
Aim: Discovery of ideas and acting as experts (medicine makers/alchemists) through Dorothy Heathcote’s method Mantle of the Expert in which the facilitator allows the participants to be the professional experts.

	Twenty Minutes
	Experimenting on Grandma 
	A participant, in the role of Grandma, will sit down and act in character as the wicked, looney, twisted old hag who abuses George and haunts him with harrowing tales and secrets. Each of the scientists will give her a dose of the medicine they had created, and it is expected of Grandma’s actress to act out the different results of the medicine. So many examples would consist of dancing randomly, wiggling about, bouncing up and down like a frog or changing movements from strong and mighty, to weak and feeble, to loud and wacky. What they can also do is make comments that Grandma would say like demanding a cup of tea or her medicine, a similar idea to hot-seating if they know the character well, so the facilitator can give them some tips if not.
Aim: To experiment a setting of scientists having their inventions tested and for the actress to act freely and comedically and to create laughs. While these medicines would normally be tested on lab mice, this would give participants a dosage of contentedness of pranking a vile, disagreeable character like Grandma.

	Five Minutes
	Voting


	Everybody will vote on which medicine they think stands out.
Q & A: did everyone enjoy the workshop and what did they learn?

Aim: Fair sportsmanship.























Workshop Title: The BFG

Aims: To teach the participants the basics of creativity, re-enactment through characterisations and treasuring their own imagination as a fun secret.

Objectives: To motivate creativity in performance and explore beautiful frames of inner thoughts.

Intended Outcomes: By the end of this workshop participants will be able to: Think creatively through imagery, character improvisations, invent through their minds, and write about their dreams.

Resources needed: The BFG book, blank paper face masks, Sophie doll, coloured pen.





	Time
	Activity 
	Details

	Ten minutes
	Word Inventions
	This exercise is all about creativity in the mind when creating words or names. The idea comes from the character of the BFG who has a way with words in which he either mispronounces or misinterprets, such as ‘human beings’ pronounced as ‘humans beans’. So, it will be down to the participants to create their own words for the names of things like cars, shoes, school or even teachers. What may serve essentiality is going through the names of the giants who have uniquely gruesome names defining their gruesome characters.
Aim: To encourage creativity of words and names.

	Ten minutes
	Make a Giant Mask
	The participants will be given a blank paper face mask with eyeholes and go beyond their imagination of creating a giant’s face, making it look as ugly and as horrible as possible, the idea which makes others think that this is the type of monster they do not want to put themselves in front of. For an added bonus, they could even give it a name as advantage of the previous exercise and for them to think on the specific names Roald Dahl had named his own giants such as the Bloodbottler, the Fleshlumpeater and the Bonecruncher.
Aim: Putting their creativity into art, which could be helped if the facilitator reads a passage which accurately describes the bloodthirsty giants. 

	Twenty minutes
	Save Sophie
	The masks will be put to use by having the participants acting like giants by putting the masks over their faces (or masks you hold over your face with a stick). Certain participants will have the chance to be themselves as they look for a miniature doll of the story’s heroine Sophie. The participant needs to search the area for the Sophie doll before any of the evil giants find it first. If they do, the participant will lose. The idea will be for the participant looking for Sophie to get a good idea of tensity when in a tense scene such as one moment in the story when Sophie hides in a snozzcumber and is almost eaten. If the participant knows the story, he or she will get a proper taste of the tension despite it only being a game. As for the giants, they need to walk around the room searching for the doll while acting as an actual giant; how they would sound, how they would talk, how they would move.
Aim: To get participants to understand feelings of emotion if they were to experience a tense or frightening scene within a story and write it.

	Ten minutes
	Mixing the Dream
	While the giants go out to eat children all over the world, the BFG goes out to blow dreams into children all over the world. Dreams he catches in a place called Dream Country and mixes them to make creative dreams for children. What the participants will be expected to do is to pretend they caught some dreams and they must think on their own interests and make it into a treasured dream to keep for themselves without sharing it with anyone. Almost like the idea of keeping a wish to yourself after blowing out the candles of a birthday cake. 

Q & A: did everyone enjoy the workshop and what did they learn?

Aim: To show participants the fun idea of secrecy in writing, such as allowing the reader to interpret what the dream might have been. Theories.


Workshop Title: James and the Giant Peach

Aims: To teach participants to live the moment of their own creativity and tell their families what they have experienced.

Objectives: Experimenting imagination through exploration and acting one’s own story.

Intended Outcomes: 
By the end of this workshop participants will be able to understand how to jump into a story enjoy the feel of their own creative, inspired zone.

Resources needed: Pens, paper and background music for the Physical Imagery exercise.


	Time
	Activity 
	Details

	Five minutes.
	Crocodile Tongues
	Set in the beginning of the story, James is given a bag of green crystals known as crocodile tongues by a mysterious old man who tells them that marvellous things will happen if he was to own them. This is a mind exercise for participants to guess what marvellous things might happen if they were to own crocodile tongues. While the miracles in the story only includes growth like on the peach and insects, they weren’t any other specific examples. Their job is to pitch in and think up ideas on how other ways can marvellous things happen from the green crystals.
Aim: Exercising the mindful possibilities of magic handed into one’s own hands.



	Ten minutes.
	Different Giant Fruits and Vegetables
	Everyone has a favourite fruit and everyone has a favourite vegetable. Before James and the Giant Peach there was The Enormous Turnip. They will draw an image of either, be it a tomato, celery, apple, banana, orange, or even a single grape. This is meant for breaking the ice into the real exercise that subsequently follows but allowing them to bring their own favourite fruit or vegetable to life, to make it as big as the peach.  
Aim: To encourage inspiration from Roald Dahl’s story and how they would tell their own take of it, without the peach but different fruit or vegetable. Only the start of it as they will be breaking the ice of their own voyage story.

	Twenty minutes.
	Physical Imagery
	In their own space, the participants will bring their own surroundings to life by voyaging in the sky with their own giant fruit or vegetables being pulled by flying seagulls. They will be imagining themselves standing on the fruit/vegetable, walking in the accuracy of walking in it be it a squashy tomato, a squelchy orange, a hard apple or a firm banana skin and imagining their views in the sky; what they see, what they hear, what they smell – as well as possible dangers while voyaging from gravity. To aide with the exercise, music will be included to encourage the creativity of the participants. A variety of themes will be involved, happy, exciting, tense, frightening and calm, as adventures are known for excitement and perilous encounters in fairy tales.
Aim: To allow the participants to tell their own stories by physicality and venturing their own voyage in their own tale told by themselves, as well as expressing excitement or fear, as classic fairy tales like James and the Giant Peach have moments like them; happy, sad, funny and fearful.

	Twenty minutes.
	Descriptive Scenery Writing
	With that done, the participants will be expected to write a passage about their adventure and pretend they are sending it to their families. The purpose will be to see what they had experienced on their journey flying their fruit/vegetable, like they had just come home from a two-week school trip and are bursting with detail to tell their parents about their adventures – even writing to a relative who lives abroad.
 
Q & A: did everyone enjoy the workshop and what did they learn?

Aim: Describing a journey through words; what they saw, how they felt and explaining subtle detail and suspense. 



Workshop Title: The Witches

Aims: To show participants a fun way of playing safe to avoid stranger danger and demonstrating the idea of playing evil monsters in disguise so to get what they want, writing in the style of villains and giving individuals the experience of being an innocent person in danger of witches being after them.

Objectives: To get participants to perform games and ideas through common sense and caution through the style of fun.

Intended Outcomes: By the end of this workshop participants will be able to understand the creativity of villains, how to identify them, and how to describe them.

Resources needed: Instructions on how to recognise a witch, pen and paper, wigs, tempting accessories for victims. 

	Time
	Activity 
	Details

	Five minutes.
	How to Recognise a Witch
	The Witches is one of Roald Dahl’s more cautionary novels about stranger danger. The first key element to the story is Luke’s grandmother telling him about witches and their appearances concealed by the disguises of wigs to cover their bald heads, pointed shoes to hide their square, toeless feet and long gloves to hide their claws. I would give the participants lists to tick down the descriptions of a witch underneath her appearance – something like detectives which is meant to symbolise tracking down these dangerous females, almost like a modern take of the Salem Witch Trials.
Aim: An exercise like a cautionary presentation for detectives gathering information from a witness, in other words, a witchophile (someone who studies witches) so if they are to hear complaints about the disappearances of children, they will keep those details and keep an eye on suspects.

	Ten minutes (each).
	Silent Murder/ Who is the Witch?
	Silent Murder is the game in which a detective needs to find the culprit who is “killing” participants by winking at them. In this different take, the participants will all wear wigs. One of them will have to perform the habits of witches in disguise without getting caught by the others. Who is the Witch? is a game where participants wear wigs acting like lovely ladies to an innocent bystander and try to offer nice things to him/her or anything else – but only one of them is the witch. The participant must be wary, so they do not fall into a trap
Aim: To get participants to understand the hints of a stranger and be wary to play safe in the real world – putting the recognition of a witch to the test.

	Twenty minutes.
	Letters to the Grand High Witch
	Through their experiences of trying to get rid of children in their role of witches, they must think of letters to write to their leader, the Grand High Witch who gives them plans and assignments to wipe out the children all around the world. The participants must think of the best way to make their own minds full of evil thoughts of destroying children without mercy so to put themselves into the shoes of these devilish women so to impress the Grand High Witch who assigns them more evil, devilish tasks than any of them can muster.
Aim: Practice of writing letters to someone but in the style of character, in the body of a witch who thinks up anything to rid the world of innocent children whom witches dangerously hate. Also, to share their ideas with all the other witches for the following session after this one.

	Fifteen minutes.
	Sharing the Letters

	Witches all get together in a hotel to attend a meeting the Grand High Witch arranges by travelling to each region once a year to assign her minions of how to destroy children. All these witches must share their plans by sharing the spotlight by standing above them all but in character, all the witches must enjoy the wicked, evil idea and laugh and react excitedly. To make things more challenging, here is a bonus task; in the story, Luke conceals himself behind a folding screen in the same meeting room, subsequently sniffed out by the witches and turned into a mouse. One of the participants would have to find some place to hide in the area and if they are heard or spotted by a witch, the experiment proposed – whatever it may be – will be performed on the spy. 
Q & A: did everyone enjoy the workshop and what did they learn?
Aim: To get participants to share their ideas in the role of villains but also experience the intensity of the person hiding, to understand the feelings of fear of being trapped in a room full of witches. Thinking “I cannot let them hear or spot me. If they do, who knows what they’ll do to me …”


Workshop Title: Matilda

Aims: To persuade children to speak their minds and no to be shy when they have constructive opinions when writing – as well as their fun side of thinking and concocting.

Objectives: To boost their confidence of speaking up when they feel the need to point something out and what they want from school authority.

Intended Outcomes: 
By the end of this workshop participants will be able to have the confidence to talk and write their minds and feelings onto paper when assigned to be honest in their minds and write from the heart

Resources needed: Hats in the colour of white, black, blue, red, yellow and green (preferences: balls, wrist bands)


	Time
	Activity 
	Details

	Ten minutes.
	Book Miming
	The titular character is known for reading many books, children’s literature and more complicatedly written classics from Charles Dickens, William Shakespeare and Jane Austen. This little exercise will be a fun ice-break so children would mime a key moment of a classic tale they would know like Treasure Island, The Three Musketeers or Peter Pan and participants would possibly benefit by learning a new story from that session like how Matilda is always looking for a very promising book to read.
Aim: To introduce participants to books they may have never heard of before and inspire them to read them, for a book serves a great adventure.


	Twenty minutes.
	Pranks on Grownups
	Matilda is born to uncaring, hateful parents. Her father is a con artist who sells broken cars whilst her mother obsesses over beauty and amuses herself by playing Bingo in Aylesbury, leaving her small child home alone. Matilda plays some thrilling pranks to get back at them. The plan for this exercise is for the participants, as children, to gather around as a union with plans on how to get back at grown-ups who have been horrible to them. The session is only for fun and imagining the pranks to work. They can even aim pranks at their parents for giving them a lot of chores, making a fuss of messy rooms or making them eat the greens on their plates.
Aim: To get the participants’ imaginations piped up and energetic for the following exercises which involves more planning for a realistic and grounded situation. While we were children once, we soon grew up and faced problems in school and college and work. This prank session would be an excuse to get their childlike minds working before real work, relating to the theme of the story, leaving childhood to confront issues of the world. 

	Ten minutes.
	How to Make the Perfect Teacher
	There are two teachers in the story of Matilda. The evil, fearsome headmistress Miss Trunchbull and the lovely, kind-natured Miss Honey. The former abuses children emotionally and physically while the latter holds flawless qualities of a good teacher; understanding children, caring for their education and teaching them in a way that makes them comfortable. The participants will be divided into two teams: Team Trunchbull and Team Honey. Team Trunchbull will argue the best of way teaching children in strict perspectives (three months detention, homework due in every two days, expecting perfection after every lesson). Team Honey would argue the best way to educate children and with kinder suggestions (staying in class with children to help them complete a piece of work, homework due next week, repeating a lesson until children are confident enough to remember).  Teaching seems to have been rectified of many issues over the years and it would be interesting to learn from participants and their opinions on what teachers all schools should have.
Aim: To listen to children and their opinions, since young people should be allowed to speak their minds. Grown-ups, while most are friendly and caring, also need constructive criticism if necessary, so any possible flaw can be rectified.



	Twenty minutes.

	Teacher Report
	The final exercise consists of opinions again. The participants will be asked to write a report on their favourite teacher in the school, who and why. I would make an example of Matilda demonstrating why Miss Honey is her favourite teacher (she is kind, she is understanding, she helps makes sense of problems and her smile). School, from my own experiences, have at least one or two unpleasant teachers but thankfully there are more pleasant than the former. The reports would be bound to be positive, demonstrating the care they all receive through education and learning.

Q & A: did everyone enjoy the workshop and what did they learn?

Aim: To get participants to express their opinions, details and examples to show how widely admired certain teachers are in their school and experimenting the evidence as to how many teachers are lovely like Miss Honey rather than nasty like Miss Trunchbull.
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CHARLIE AND THE CHOCOLATE FACTORY

Describing the Five Children Through Performance
Through Stanislavski’s methods with the participants’ chance of bringing them to life, they must interpret the manner of the character without trying to be the character. They must pull it off in their own way, so a boy walking as greedy Augustus would be munching on something and patting his stomach, and a girl as spoiled rotten Veruca would be moving about in an angry strut and kicking something aside. The plot was made by Roald Dahl and it is down to the actor to bring his characters to life.

Wonka Bar Advert
Drama is powerful benefit for voice and verve which involves free-flow play and theatre and allows children to visit their own imagination and creating their own connections with it. Where language is concerned, it is symbolic, and they must be taught through the delivery that is expected through a project. With that tool, children will be helped through confidence of text.


Create a Factory Room
Teaching children to draw or write a scene is one that you must get them to understand by what they can see, smell, hear, feel and taste. So to help them start the exercise I will read them two passage from Charlie and the Chocolate Factory. The first in which they enter the Chocolate Room and the second when they enter the Inventing Room. By this strategy, children will be taught to right in the exact manner of Roald Dahl through his own perspective or even imagine they themselves are Charlie looking around the room they create. 


GEORGE’S MARVELLOUS MEDICINE

Medicine Making and Medicine Testing
Most of the workshop only consists of Dorothy Heathcote’s Mantle of the Expert, a methide in which the facilitator allows the participants to play the role of experts within a task. The exercises consist of the facilitators playing scientists or alchemists and others playing the “laboratory rat” which is Grandma. The people sharing the role of Grandma, it would be up to them to react to the different types of medicine they are dosed with and making the results humorous.


THE BFG
Word Creations
One of Roald Dahl’s trademarks is his unique type of language in which he mixes words, twiddles them and alters ones that exist. It’s not just The BFG he displays it but other stories like Esio Trot (tortoise spelled backwards) and The Vicar of Nibbleswicke (the final book he wrote before his passing) which tells the story of vicar Robert Lee who pronounces words backwards. This would be a fun task for participants to play about with words, as Roald Dahl stated, "very few words do make sense backwards" but that doesn't mean it's not amusing. Like The BFG, Robert Lee's unusual yet familiar use of language "added a nice crazy touch". 

Save Sophie
The idea of the mask-making and game comes from the idea of creating a character in Stanislavski’s book Building a Character on which he explains that experience is essential when creating a character, a second life in other words. So, with the ugly, gruesome giant face masks, the participants will find themselves in the second life of evil man-eating giants who go about eating children and to be as frightening as possible through vocals, as well as physicality. If successful, it would also leave an impact of intensity of the individual who is looking for Sophie before all the giants find and eat her.

Dream Making
This is inspired by a task I was given when I was about nine years old on a school trip. We were given an image of a sleeping head silhouette. Our facilitator told us to draw dreams within the silhouette. The idea of them making dreams to place in the jar seems an accurate adaptation to this exercise I took part in – as well as the idea of fun secrets to take home with them as a treasure, a secret wish to keep like after blowing the candles from a birthday cake.

JAMES AND THE GIANT PEACH

When children experience a story and its adventures, morals and themes, it will inspire to them to create their own stories. Corbett invented a type of storehouse involving the settings, the characters, and events, anything essential to tell a story. The young writers simply need to explore the storehouse to write one, made easy by experimenting on stories they already know. They’d be bound to know James and the Giant Peach or anything Roald Dahl related as to how celebrated the author is and would have an easy time venturing in the sky on their fruits or vegetables but possibly encountering threats. Christopher Booker explains in The Seven Basic Plots that the theme of Voyage and Return may seem exciting and adventurous but there is also a nightmare fuel of an entrancing fairy tale adventure: The Wizard of Oz (The Wicked Witch), Alice in Wonderland (The Queen of Hearts), Peter Pan (Captain Hook) and Pinocchio (The Whale).



THE WITCHES

These two games are drama games that are meant to entertain the participants while picking up morals such as having your wits about you and the story’s cautionary theme about taking candy from strangers, but it is education in disguise due to the fact that these two activities are games. Who is the Witch? is the type of game which may result empathy within the participants playing the witch among the normal nice ladies as they see what type of mess the victim is brining himself into but creating new ideas to maintain their characters such as if the witch was trying to destroy the child, she would act like a nice lady without giving away her habits like holding her nose or scratching her wig.

The exercises of How to Recognise a Witch and sharing the plans are involved with Mantle of the Expert. Taking them through the basics of what a witch looks like under her disguise and making them list the facts will give them the feeling as though they are the law understanding the new dangers – or, as Luke’s grandmother stated, a witchophile (a witch studier). The gathering had sharing of plans, we have the participants serving as evil sorceresses who are making many suggestions of how to destroy children and enjoy the role of evil monsters.

A touch of Stanislavski for the participant hiding through the meeting, the emotion they feel through the scene worrying they will get caught is an experience to understand the Magic If which a tool in which you question your character by personality or situation. “What if I was Luke hiding behind the screen and locked in a room full of witches? What if they catch me?”. Very likely you would be tense and your heart would be racing as witches can do anything to a small child. As for writing letters to Grand High Witch, the participants simply need to put their bodies inti the witches and grow a fiery hate for children. “What if I was a witch who hates children? What if I wanted to impress the Grand High Witch? What if I was evil enough to want to rid a nemesis?” 

MATILDA

Creating a Role is involved again for miming like the five children from Charlie and the Chocolate Factory. While it’s repeated, I find this exercise just as relevant as one if they key points of Matilda is her solid love for reading. The Participants will be given a chance to mime a key-scene from any classic story and we all have to guess what. The idea behind this is to introduce certain participants to classics they may not have read about and hopefully give them interest to read whatever that mimed story may be.

Mantle of the Expert reappears once again, this time allowing children, and children alone, to be the experts. As children, we all had flight of fancies thinking of how to get back on adults who have been horrible to us, teachers or a cranky next door neighbour. Of all the MoE’s used through the workshops this would bound to be the most interesting, as we get to listen to their own creativities on get back on adults, instead of suffering in misery.

The Six Thinking Hats are a metaphor as a way of thinking. in which you put on a hat when in a frame of mind thinking something, but swap when you think differently. So both teacher teams would have a go at wearing those hats or something else of the same colour or holding a marble. In this version they will wear the hats for a period and swap with someone else to hear their own ideas on benefitting education.
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