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Follow-up

If the programme is successful, as we hope, and tﬂé
participation has been meaningful for the children,we 3

hope that they will carry away many strong images and

-

that at some lateér times they might be able to recall
these images, remember scome of the situations they
were caught owp in and come back again tec some of the

problems and decisions,

pn proof of this would be the degree to which children

their awn.
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"adopt” the story and weave inte it ideas of

=

A,

The teacher could take up ldeas and concepts and use the

gtory=building technigues to elicit more ideas.

story- building

(This is just one approach.Teachers will know already

whdat works with their children.)
Language £luency and enrichment can come put of the
experience of the children and the tegcher building a

It ig alse a way of enriching the

life and understanding it.

story together.
children's depth in leooking al
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1. Take three ideas which are to be included fn the story.

7  Teacher should choose one, the children two.
3. The teacher's idea will be rentral to the story.
4. | Teacher guides the invention of the story,placing in

the three ideas. A way of guiding the stary along would be

by asking questions ("Where was the ship going?") and Dby

this means hold the separate pileces of the story rtogether.
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Every child should be encouraged to centribute sumetﬁing.
One way to do this is to ask for more details aboul zome=
thing ("What was the weather 1ike?™). Allow many opportun=-
ities for the children to contributejin this way they are
glven more responsibility for the story. If there is some
reticence or lack of confidence about answering,give the
children answer by asking a question which offers alternat-
ives ("Was the sea rough or calm?%).

5. hAccept all ansvers quickly.

6. As far as possible take up the first suggestion and
then continue with the story. The children's ideas are

the most {mpnprtanl ones as they are the ones that give a
clear sign of the level of understanding the children are
vorking at.

7. It is useful to end the stery on & calming note so

that if the children want to play-out the story there

would be a built-in device for bringing the level down from

any moments of high excitement.

Responses

Because some of the issues in the Programme are complex
and difficult, and because the setting will be new tao
many children, a teacher may feel it important to talk to
the childen about aspects of the Programme in order to
assess what learning had cccurred and what had been the

children's emotional,intellectual and physical experiences

and involvement.
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EMOTIONAL - talk could be about how they felt

at certain points; about what they had to deo
ete, Also, what were their feelings about the

characters? Their feelings at the end? Would
they have liked something different?

INTELLECTUAL - explore some of the issues that the story

dealt with,trying to discover how much the children had under-

stood the issue of women doing the werk on a ship; the reasons

-

for the Mate's dispuise; the reasons for the stowaway's actions
and reasons for some of the conflicts that arese. The Captain's
orders could be talked about: why he made themjwhether they were
neceasary and why; whether any were bad and 1f it was right to ga
against them., This could also include talking about rules,
gerting the children to talk about some rules they know {in class
and at home ecc.} and why thEy.arE made etc. What can bhe done 1f
a rule is a bad one? Fairness iz ancther concept that comes wup
in the Programme., Can the children recall occasions when this

happened? What was fair or unfair? Who said se? What do the

children think?

PHYSICAL - 1let the children recall and describe some of the
activities they were invelved in. What did they like doing? Did,
they understand what they were asked to do? Did they understand
why they were delng it? [f they were shown a skill, cam they

still do it etc?

CONFLICTS - there are a number of conflicts and  character
clashes in the Programme. We hope that these provided real

learning and- education experignces,so it would be important to
i

talk to the children about them to discover what they learned.




In connection with the concept of rules

and female/malas roles, the following
questions are suggested as starting-points for ralk.

Teachers will know how far Co take such questions If @
they decide to use them.

(NB: we appreciate that there 15 a danger chat such questions

could lead to answers that confirm the stereccypes, but we feel
that the children should be asked to talk about this aspect of

the Programme. )

Who is in charge at home? Why?

Who makes the rules?

Does someone different take charge of different things at home?
Who 1 im charge in the kitchen? Why? |
Could anvone else do this?

Who decides what time you go to bed? Do vou have a say im this?
Who decides where you live? ebtC. s

Who goes out to work? Could thiz be differepnt?

What kinds of work do men do? Why?

What kinds of work do women do? Why?

Could both do these jobs?

What do vou want to do when yoe grow up?

Could 8 boy (or a girl) do that?

Food

This is an extract from a description of life on beard an ocean

liner in the 1890's: |

"Here is a summary of the ten meals a day offered to first-class

pASSEengers:




BEFORE BREAKFAST: grapes,melons etc.

BREAKFAST :"Almost anything on earth”

Ila,m. :Pint cup of soup :

Hoon igandwiches carried about decks IfT
1 p.m, :Lonch ~
3 p.m, :Trays of ices |

4 pom, iTea

5 p.m. :Toffee ar aweetg carried round onr Erays

7 p.m. iDinner

9 p.m. sSupper

R R EE S RS LS b

ACTIVITY: Make drawings of the items in the meals listed.
Draw a menu of a fair day's food for "The Delphin's
CTEW.
TALKE: How does the list compare with the the treatment you
received as crew aboard "The Dolphia™?

Why did the liner passengers get so much to eat? Do

you think the people working on the ship would get as mueh?

bo you think Captain Torpner would pass around trays of
ices and sweets? Why?

Why did Captain Turmer keep the Food locked up? And the
water? Was that right? What would have happensd if he had net
locked everycthing up?

Do you think Captain Turner had the same food as the crew?

Why did he cut the crew's rations? Was he right to do this?

What would he a fair day's [ood? Would the Captain get
more food than anyoene else? Why/why not?

Is some food more impartant than other food? '

What happens to vou if you den't get enough to eat?




Art Work

We believe that teachers will see the
opportunities in the general theme of Sea
and Ships for variocus kinds of art work.

¥hat could be done will depend of the rescurces if?;
available, but the following are just a few 5uggﬂﬁliﬁn$:hi

1, A collaborative project: "wall-painting" - sea scene 3
2. Bcepnes from the story

1. Making pictures for a book.

Written Work

Again,the teacher will know the level of writinmg skills in
Lhe group. Ferhaps a book could be made incorporeting some

of thefwork.
4 LETTER This is difficult but teacherz may like to try this
activity with & group.
At the end of the Frogramme the company will leave
the children with the 1dea tChat they might help

them {(i.e.the characters they have met). This help

would be to write a "eroup letter” to the Admiralty.

(It could be sent to the Half Moon!) The letter

should be illustrated with thelr own pictures. The
Captain will be reporting to the authorities that

the crew of "The Dolphin" had mutinied. The children's

leceer will aim to put a2 defence of the crew's actions.
Associated Areas

There are numerous associated areas for follow-up work, but
which are not directly connected with the Programme,
nonetheless,teachers might think it useful to look at some

of the following with their children: other vovages,other
sea storles,poetry,modern ships,modern ports,music,lifeboats,
lighthouges,fish,sea-birds,the beach,water-safety,storles of
pirates,islands, seacraft of other countries etc.
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A Sea Legend : THE GREAT FISH OF HAUI

(The Legends of the Maoris of New -Zealand
include some wonderful sea stories. Teachers
might like to adapt this one for telling to
their children).

The legends nf the Maoris of HNew =Zealand include some
wonderful sea stories. Here iz one about the legendary Maori
hero, Maui the half-god, which describes the creation of the
islands of Wew Zealand.

Maui as a young boy wanted to join his brothers on a fishing
trip. Declaring him too young, the brothers planned to
leave at crack of dawn while Maui was asleep. BEut unknown
to them, before sunrise, Maui slipped down to the water’s
edge and hid himself under a pile of netting in the prow of
his brothers® cance. With him, Maui carried the jawbone of
an ancestor which he planned to use as a giant fish-heok.

Unaware of their hidden stowaway, as dawn broke the brothers
guietly pushed their cance from the beach and paddled out
into the ocean. As they threw out their lines to begin
fishing, the laughing Maui leapt up from his hiding place.
The brothers were furious and decided to return at cnce and
put Maui ashore. But Maui, with a steely authority the
brothers had not known before, forbade them and ordered them
to take the cance further out.

At long last Maui gave the order for the exhausted brothers
te stop paddling. He took out the jawbone and scratched
himself with it till he drew blocd to use as bait. Then,
attaching the jawbone to a stong line, he dropped it down
into the deep depths of the sea. Down, down it sank till it
touched the wery botton of the ocean.

Water lapped the sides of the gently rocking canoe when
suddenly the whole boat shuddered as a huge fish swallowed
the Jjawbone. With superhuman strength Maui slowly pulled
the struggling creature up from the bed of the sea, from the
kingdom of his father, the sea god Tangaroa.

After a tremendous fight, the encrmous fish floated to the
surface of the sea, where it lay motionless == the Great
Fish of Maui. Its skin became wrinkled in the hot sun,
wrinkles that were to become mountain ranges and wvalleys.
Other bumps and ridges were created by the brothers as they
ran excitedly across the fish's back, slashing it with their

Weapons.

{Story adapted from MYTHS & LECENDS OF

=

MAORILAND by A.W.Reed) P’[ il




The sea and ghips have proved a very rich

inspiration for all kinds of music. Schools
may well have song books which include shantieg
and other sones of the sea. The Programme included s
hornpipe: other examples could be found. Just a few
suggestions of other music are: Overture teo "Fingal's Cave",
Benjamin Britten's "Sea Interludes" Erom "Peter Grimes":
Debussy's "La Mer"™. Rod Stewart’'s "Sailing"; "Swimming Scong" on an
LF "Eate & Ann McGarrigle®.

For teachers who might like te use the tune, we have included the
mugsic for two hornpipes."The Waterloo Hornpipe" was useéed in the
Programme and comes from a publication of 1829.The Byrne of
"Byrne's Hornpipe" is thought by some to refer to a blind Irish
fiddler who was hired by Capt.Bligh to play aboard "The Bounty"
on the vovage that led to the famous mutiny.

WATERLOO HORNFIFE
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Role- Play

This is a story with simple role play to loock at
female/male imeges; fairness and unfairness.

Tell the children that the story takes place in a town. It is smaller ﬂ??x;

than London but,like London, it is not near the sea.

Get the children to talk about some of the things in the town; houses,
flats,shops,cinema etc. They could think up a name for the town.

BUT THERE IS5 MO SWIMMING-POOL. In the hot weather the people really wished

there was one,
Until one year a swimming-pool was built for the pecple of the town.

HOW DO THE CHILDREN THINK THE PEOPLE FELT ABOUT THIS?

INVOLVEMENT: Explain that you would like them to imagine they live in that
town and the children of the town were allowed to go to the pogl for Jp to

swim and to paddle for as long as they Liked.

It wae not just an ordinary pool. It had a special roof which could open in
the summer. There were places arcund the pool where you could rest and sunbathe
and have picnics. There were palm trees,music,water-slides,inflatables,a wave
machine etc...,LET THE CHILDREN ADD WHAT THEY'D LIKED TO MAKE THE PERFECT POOL!

ACTIVITY: Ask them to queue up to go into the pool. Let them imagine they

have their 3p's ready and going in for the First time. GSET i.|P POOL AREA;

THE ENTRANCE ETC. How are they feeling? What are they going to do etc...?
Declare the pool open;let them in one by one. Let them imagine changing and
going in the water to paddle or swim. GSome lay under the treesjothers sunbathe;
roll around on the inflatables etc. Some picnic. WHO IS SWIMMING? WHO IS
PICNICING? etc. ESTABLISH THE POOL AND THE CHILDREN'S ACTIVITIES IN IT.

UNTIL,after a long day,people began to get changed and leave to go home.Everyme
had had a preat day.

THE STORY MOVES ON
The summer holidays come. The children go to the pool every-

day. Tt was one of the hortest summers ever,so they looked forward to going

to the pool everyday.
Mii\
A
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THE SWIMMING-POOL (2)

UNTIL...the second week of the holidays...on a Monday,
someching happened. The uswal person was not there to take the : - :
children's 3p's. But THE OWNER, Mr/Hs Bloggs,stood cutside with a big |
notice.

(EXPLAIN ,AT THIS POINT,THAT THE TEACHER is going to be Mr/Ms Bloggs. That ®
when the teacher puts on a hat (or jacker or whatever the tescher has to hand),
she/he 1s being that person. Also,the teacher will hawve the notice. )

ASK THE CHILDREN TO BECOME THE CHILDREN OF THE TOWN AGATIN.

THE WOTICE.... this should be large and should read:

NO BOYS

As soon as the teacher becomes Mr/Ms Bloggs,start the drams..

Get the children to queue up again and come forward with th r 3p's. Begin
rejecting the BOYS. Ask them 1f theey can read the notice.

Tell them that they are not being allowed in because boys are always noisy and
always want to fight and argue. Do they agree? Are there any boys who don't
fight? Girls are never neisy =are they? They are never rude,are they?
Girls aren't rough,are they? Doen't fight? Boys do things like
climb trees and make nuisances of themselves,don't they? Girls
couldn't climb trees,even if they wanted to, could they?

THE AIM HERE IS TO KEEP CHALLENGING ACCEPTED IMAGES OF MALE/FEHMALE
BY QUESTIONS AND PROVOCATIVE STATEMENTS.

ALLOW THEM TO ARGUE. BUT DON'T NECESSARILY GIVE IN AND LET THE BOYS
INT} THE FOOL.

AT SOME FOINT TAEE OFF YOUR HAT (or whatever),STOP BEING MRE/MS BLOGGS
and THE TOWN'S CHILDEEN AND GO ON TO DISCUSE THE SITUATION.

SUGGESTED AREAS: what did they think about what Mr/HMs Elnéga did?
Was it fair? How did the boys [eel? How did the girls feel? What
would they have felt 1ike if it had been . a NO GIELS sign? UWhat did
hey think of the things the owner was saying about bovys an gi&ip?

fw

continued, . .

S




THE SWIMMING-POOL (3)

Did the owner have the right to let in whoever he/she 2
wanted? ﬂ
What could they do abour 1it?

I= there anyone they could get to help them? -
Would it be possible to get Mr/Ms Bloggs to change his/her mind?

Are there any thinpgs they know of that only boys or only girls
%

are allowed to do? Iz it fair? Why does it happ—en etc...

Could it be changed? Would they want to change it?
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Physical Activities k-

SEA GAME (1!

This is a lively movement game and the children Enjé!
responding to the various "commands". With a large group

it is useful to set ¢onstraints,such as "you must move

without touching anyone else".

SIMFLE COMMAND MOVEMENT

PORT move La left

STARBOARD move to right

FORE move to front

AFT move to back

WEIGH THE ANCHOER sideways pulling

{huilh in idea of heaviness)

CAPTAIN'S COMING still - attention

SCRUB THE DECES kneeling - scrubbing
actlions

UP THE RIGGING armg stretched up;

grasping action;legs
"elimbing action

Introduce commands gradually; build up to using them all. Vary

the commands

SEA GAME (2)

This 15 & much more lively and energetic game and ideally needs

space. One child is chosen as the "albatross" (with same role as
in "tag") - other c¢hildren should not know who this is.Introduce
the following =signals,telling the children to meve arcund freely

a5 Lhe signal indicates. :

SEA: slow-motion, heavy movements as if underwater

SAND: on the spot:;feet "running" as i[ slipping,or running

hackwards
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WIND: quick swirling movementa forwvard

LAND: still,balancing on one leg;hand in

"lookout" position.Veoice:"Land Ahoy!"

Once signals are established tell group about the albatross
which is flying around te pick them out: who is it? where is
it? will it catch me? If it does,l'm out. Continue the

signals and shout "albatross" at certain times. There will he
@ hectic time as the children run to aveid being caught.Follow

this with one of the calmer gignals,such as “"sea".

ISLAND

For this,find either & large piece of cleth or large sheets of
pab&r.:ut in an "island" shape. Place this on the ground. Tell
the group that some people want to live on the island. Ask the
children to talk about what would be needed to set up home. Why?
Frops and objects in the class could be improvised. If the idea
18 a stimulating one for the chilren, some of them might want to
play-out a story about the island., The island might be incorp-
orated into the story of "The Dnlph?n" or into the stowaway's

story.
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ACTIVITY: "LIFEBOAT"

AIM: to explore decision making. On what basis %
do we make decisions and resolve difficult ,

problems? ggr‘
(This acrivicty was originally designed for lst year juniar54i

We present it here 5]igﬁt]y gimplified. Teachers might like
to consider it [or their classes.)

SETTING -UP THE ACTIVITY
DPivide the class into small groups. (Not more than 10 to each

group). Using mats or chalk circles on floor, define as many
areas at one end of the classroom/hall as there are groupsa.

Within each group give the children a specific occupation role of
varying status e.g.doctor, judge, footballer,worker in a clothes
factory,worker in a supermarket, housewife, pop-singer etc.) Keep
the categories and number of roles the same for each group. (The
idea of "occupation roles"” may well be far too complicated for the
children, so the children can play the game simply as themselves.)

THE STORY

Tell each group that they have to imagine they are on board a
ship that has hit some rocks and that the water is flooding in
below deck. Most of the lifeboats have been damaged by the rocks.
There are only ¥ number (the number of groups) of lifeboats which
can still be wsed; one for each group.

THE PROBLEM

But the lifeboats are onlyy big enough for & people (1if the groups
have fewer that 10, then make the lifeboats take fewer than 6),
together with food and water for this number. (Other complicatien
could be added here: enough food for a8 maximum of & days and land
jg at least 7 days away.) Point out the"lifeboats" (the mats or
the chalk circles].

PLAYING THE GAME

Each group member has to argue as to why she/he should he one of
the ones to go on the lifeboat and share the food. A group
decision must he made as to what they should do. (THIS DOES NOT
HAYE TO TNCLUDE DECIDING EXACTLY WHO GOES OR MOT.) Set a
realistic time limit for the decisgion{s) to he reached. THIS COULD
EE LINKED WITH TELLING THEM THE SHIPF I& GOING DOWN FASTER AND
FASTER AND WILL SINK IN,SAY,§ MINUTES.) EACH GROUP THEN SHOWS

WHAT THEIR DECISION I5.

continued over....




"Lifeboat" continued:

DISCOSSION

' =
With the children staving in their groups,but bringing :
all the groups together for a full class discussion (so
that each group can see¢ how each group got on and went A

about their difficult task) the following questioneg are
offered as guidelines ifor thé discussion: L

How did each group decide who went into the lifeboat?

Were decisions fair or nat?

Whe went? What other mctions were taken?

How easy/hard was it tc make a decision(s)}?

What happened te the rest? How did they feel about not going
in the lifeboat? What did they do?

Was everybody involved in deciding who went or not - or just
one or two peoplel?

YIf the idea was used) did -people with different jobe use that
to influence any decisions?

Did friends choose each other? Did you want to leave pecple
behind you weren't friendly with?




