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LOCAL ACTION 
TRAINING COURSE “STORIES ARE US” IN GENOA 

“Stories are us” was one of the local actions of the Storytelling project Common Stories of 
Europe, at the International Library for Children “Edmondo De Amicis” from November 2013 to 
March 2014. The training course involved 15 people from different associations that already 
used storytelling in different social contexts: librarians, volunteers, educators, teachers. 
The main aim of the course was to connect people who work about the same theme, to shares 
tools and experiences, and to create with the group a new tool for storytelling. 

Through our professional contacts and the contacts of the International Library for Children, we 
have selected 15 people who participated in the training course.
We chose to implement the experience at the International Library for Children "E. De Amicis" 
because we often collaborated with the staff of the library for storytelling activity, and because 
the library is an important landmark in the city for the telling of stories and the dissemination 
of knowledge of children's literature.

The aims of the course were: 
Promote the knowledge of people who live and work in Liguria, and that in their work using the 
stories, but they had never worked together. 

Facilitate the exchange of methodologies storytelling, sharing ideas and materials 

Engage participants in the preparation of storytelling festival and meeting with the partners 

Sharing with partners the knowledge of local experiences and methodologies 

Create a practical tool, from the experience of the course, to work on the stories: the cards, 
starting with the joint collaboration of the whole group.



THE GROUP OF STORYTELLERS 

The training course was attended by 15 people from different organizations in the city of 
Genoa and the Liguria region: 

Groups of readers: Mileggiamè and Compagnia del libro, they read and tell stories to 
children and families in the public library. 

Teatro dell'Ortica, with the project POST “Prisoners On Stage” – Theatre as a link between 
inside and outside, theatre experience in prison made with the children of the School of Genoa 
Daneo. 

The association Pagiassi Genoa, which organizes clown therapy activities in Hospital in Genoa

Presidio del libro, an association which works to disseminate knowledge of children's books 
in the city of Savona. 

Narrazena, a storytelling association, that runs a storytelling meeting once a month in cafés, 
private houses and even in informal places as clothing shops. 

Theatre 21, a cultural association that works in the province of Savona, especially trough 
theatre and which carries out a project of digital storytelling with theatre (Biblioteca in Play) in 
school in Albisola.



METHODOLOGICAL MATERIALS FOR THE TRAINING COURSE 

During the training course we have worked with the group of participants using different tools: 

THE GRAMMAR OF FANTASY, Introduction to the art of inventing stories, by Gianni Rodari
In this essay, Rodari wrote about the power of imagination, creativities and about many uses 
of words. He presents numerous and wonderful techniques for creating stories, and he write 
about imagination, fairy tales, folk tales, children's stories. 

How we use this book? 

The grammar of fantasy by Gianni Rodari offers many activities to invent new stories with 
children and adults: matching two very different words with each other to invent a story, using 
errors to stimulate creativity, playing a mix characters and plots of the best-known stories, and 
many others. We use this book with the groups during training by reading some parts, and 
trying to experiment with some of the proposed activities.

PLUS AND MINUS by Bruno Munari (Corraini, Italy) 
www.corraini.com
It's a reprint of a Bruno Munari and Giovanni Belgrano collaborative game originally produced 
in 1970. It consists of 72 cards, each having a different image. Many of these images (48) 
have a transparent background and can thus be superimposed to compose other more 
complex images and stimulate the child’s creative capacities.
Bruno Munari was a designer, and artist and writer who changed the way to look at things we 
use on a daily bases. 

How we use this game? 
Plus and Minus is a great tool for making up stories without words also with adults, and be 
inspired by the graphic proposals.



Antje Damm, ASK ME, Frances Lincoln Children's Books (for the english version)
A simple little book is filled with wonderful questions designed to get conversations started 
with children. 
With a small, square format, the book features a question in black text on one page with a 
colourful photograph or drawing on the opposite page. The questions are simple and direct, 
asking children to recall memories, use observation skills or discuss their thoughts and 
feelings.This book offers a range of questions that both children and parents can answer and 
discuss, and offer opportunities for creative thinking and conversation or who are simply 
looking for some new discussion starter ideas.

How we use this book? 
This book can be used with groups of children or adults to allow people to know better each 
other. During the training this is one of the first activities of the day: in a circle, each 
participant takes the book in turn, closes his eyes and opens the book to a random page and 
responds by telling something of himself. Each answer can be the starting point for a little 
story, and to facilitate the telling of life stories.



PICTURES 

We have a rich collection of pictures, very useful for facilitate people telling or invented 
stories. 
There are many ways to use the photographs with a group: you can have them all on a table, 
ask some questions to the participants and ask them to respond, indicating one or more 
images. For example, "How are you feeling today?" or "Where would you find yourself in this 
moment?". 
Another way to use them is to ask participants to choose one and start a short story with the 
phrase: "I am ...". 
Who chose the image sets the story in the picture, identifying with one of the characters 
depicted, or imagining being in a particular place.



PLAY 40. PLAYING WITH IDEAS by Isao Hosoe (Corraini, Italy), the Play Factory’s game. 
www.play-factory.it
Play 40 is an exercise that shows the ideas that count , how they are associated with one 
another, and which hold the key to obtaining what we want.
Two packs of 40 cards. One pack has a word and a picture and the other the same words and a 
short comment on the word and picture: a tip, more detail or maybe a new approach to 
explore. Plus four blank cards. The game is not like traditional western playing cards. It is not 
based on rational thought, calculations or risk. It is a game of association using pictures, words 
and concepts. These cards serve to play with ideas and create new ones.
Designer Isao Hosoe invented the method , applying it in particular to his work with the 
Loccioni group, where everyone responsible for the creation and success of the products - 
designers, technical staff and managers - was involved in this very serious game _ entire 
factory set about finding its work objectives and the needs of its users, through playing the 
game. 

How we use Play 40? 

ALAYA: A WORLD TO DISCOVER
The two packs of cards contain a wealth of ideas and words to explore. Lay the 40 picture 
cards out on the table. One player holds the other pack and reads out what is written on the 
first card. The first person to find the picture card that corresponds to the text (with the same 
word on the other side) wins a point and picks up the card. The winner is the one with the 
most cards.

PLAY: EXCHANGE IDEAS
You need not necessarily start from a card. It may be a newspaper article, a word written on a 
piece of paper (or on one of the blank cards), a picture or an object. It represents the central 
theme of the game around which you will develop the project. For example if your goal is to 
design a new soft drinks can, take a can and put it in the middle of the table so you can look at 
it, touch it, turn it round, use it, smell it…
The 80 cards are shuffled together and dealt out in equal numbers to the players. One of the 
players writes down the ideas that come up during the game. In turn, the other players 
observe, read, touch or use the object. Then they place beside it one or more of the cards in 
their hands that they feel to be associated with it. They justify their choice to the other 
players. Each player adds a card or cards wherever they want, building horizontal vertical or 
circular thought paths. Or else they turn over one of the cards on the table.

TRICKSTER: REACTING TO THE UNEXPECTED
The cards from one of the packs (preferably the picture pack) are divided equally between two 
or more players. The game is also fun for onlookers. The first player puts a card on the table 
and describes whatever the picture brings to mind. The second player answers with a card 
they consider associated with the thoughts of the first and then develops them as they wish. 
In turn each player adds a card until they are all finished.



LE CARTE DEL VIANDANTE/ THE CARDS OF THE TRAVELER, Laboratorio Migrazioni, 
Guerini e Associati (Firenze, Italy) available only in italian language. 

An intercultural kit of 40 cards created by the Migration Laboratory “Children and new cultures” 
of Municipality of Genoa through intercultural activities with children. 

The cards are created for playing in the group to bring out personal stories, different 
viewpoints, stories and ideas on staying and going, the journey, the start and the finish, 
friendships and encounters, hopes and fears, in a comparison between children and young 
people and between them and adults. 

How we use the cards? 
We use the cards as a tool to facilitate the telling of personal stories in a group, especially 
through the questions. 
For example: "How did the word about you, or does not concern you?" 
The cards can also be used to form a domino: each participant, after having said something, 
rolled the paper on the floor. Other people will try to connect with the earlier maps, forming 
some connections. 



WHICH STORY ARE YOU?

In the last part of the training course “Stories are us”, we ask each one to choose one novel for 
tell something about himself to the group. The question was: “Tell me who you are, with a 
story”. 
From all the stories we told we choose the words most significant and with these we created a
deck of 42 cards, called 42 the meaning of life, and we translated all words in english and in
the languages of the partners. 

The theme of the cards was chosen from one of the stories told during the training, 
"Hitchhiker's Guide to the Galaxy" by Douglas Adams. In the novel by Adams, a super 
computer is in charge of providing the answer to the fundamental question about Life, 
Universe and Everything. After seven million years of waiting, his response is, in fact, "42". 

“Forty-two! Is that all you've got to show for seven and a half million year's work?” 
“I checked it very thoroughly” said the computer “and that quite definitely is the answer. I 
think the problem, to be quite honest with you, is that you've never actually known what the 
question is”. (Douglas Adams, Hitchhiker's Guide to the Galaxy.) 



“42 - THE MEANING OF LIFE”: PLAYING CARDS FOR TELLING STORIES TOGETHER 

42 – THE MAINING OF LIFE is a deck of 42 words, one for each card, which can be used in 
many ways, in small or large groups, to share stories or allow people to tell something. 
There are many ways to use them: 

You can draw a card from the deck and tell the group something about yourself related to the 
word (a story of life, a memory, a story you heard). 

You can dispose all the cards on a table and pick a few. 

You can match them to images (photos, illustrations) and invent new ways to use them. 

You can use them as a starting point for making up stories. 

You can use them combined with some questions: 
some examples are: 

“When is the last time you heard that word?"
“Do you remember a novel, or a film that talks about 
this?"
“What word (or words) when you put in your suitcase for 
a trip?” 
“What would you like to receive as a gift for your 
birthday?”

In general, they are an excellent tool you can use with 
groups of people to facilitate conversations: everybody 
has something to say about a word. You can use them at 
school, with groups of children (from 9-10 years), with 
older kids, with groups of adults or elderly people 
(associations, libraries, bookstores, hospitals, etc.), with 
working groups, for manage a philosophical coffee... or in 
a little square, in the streets, with people passing by. 

LEARNING MANAGEMENT SISTEM (LMS) 
In addition to meetings in the classroom, has been made available to the students an online 
tool, based on the platform SCHOOLOGY, https://www.schoology.com, to facilitate the sharing 
of work materials and the organization of comprehensive material (bibliography, lists of 
websites, video selection, dissemination of the content and results of the project Common 
Stories of Europe).

https://www.schoology.com/



