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The impact of Oracy

Oracy narrows gaps, enabling disadvantaged students

to fulfill thei tential
Sl Additional progress that pupils

from disadvantaged
+6 months backgrounds can make through
oral language interventions.

Source: Education Endowment Foundation (EEF) evaluation of oral language interventions.

Oracy promotes social equity, leading to a fairer society
where everyone, regardless of background, finds their
voice for success in school and in life
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Our Rationale:

To what extent does a six-week oral
storytelling intervention improve written
narrative outcomes among Year 3
students in a high — deprivation setting?
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Storytelling: The intervention

Week 1 - Basic Storytelling Connectors (Replacing "and then")

Focus: Replacing repetitive sequencing with basic storytelling structure.

One day...
Suddenly...
After that...
In the end...

Week 2 — Suspense & Surprise (Building engagement early)

Focus: Creating excitement and unexpected turns in the story

Without warning...

Out of nowhere...

Just at that moment...
To everyone’s surprise...

Week 3 — Time & Sequence Variety (Broadening story flow)

Focus: Helping children structure events more smoothly.

Before long...

Not long after...
Meanwhile...

A little while later...

Week 4 — Cause & Effect Connections (Building logical storytelling)

Focus: Making sure actions have consequences in their stories.

Because of this...
As a result...

That's why...
Luckily / Unluckily...

Week 5 — Adding Drama & Emotions (Deepening character reactions)

Focus: Encouraging characters’ emotions and reactions to situations

Just when they thought it was over...
To their horror...

With a heavy heart...
Much to their delight...

Week 6 — Refining with Foreshadowing & Reflection (Advanced techniques)

Focus: Encouraging foreshadowing, reflection, and more sophisticated
storytelling.

If only they had known...
Little did they realise...
Against all odds...

From that day on...




The Storytelling Experiment: What happened when we put Oracy first?




The Storytelling Experiment: What happened when we put Oracy first?

Storytelling: The intervention

Tools we used: l @ ,

* Interactive story dice
« Shakers

e Sentence stems

« Boxing Clever Framework



The Storytelling Experiment: What happened when we put Oracy first?

&

Sentence Starters:

www.davebirss.com/storydice

- Just at that moment,

- A little while later,

- With a heavy heart,
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Start a story

Build a story




The Storytelling Experiment: What happened when we put Oracy first?

Storytelling: The intervention

Our Data Collection:

 Quantitative: No More Marking, teacher assessments

e Qualitative: Filmed case studies, student voice
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Storytelling: Key Findings

PP pupils gained 3.8 NMM positions vs 0.6 for non-PP
SEND pupils showed 7.8% storytelling growth Vs non-SEND 6.3%
Richer character development and improved cohesion

Confidence and Engagement — increased storytelling length and

complexity

Improved body language and willingness to take creative risks
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Storytelling: Examples
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Storytelling: Examples

Baseline:

They wes 3 _drnguns one of them Shoot yird_owt of
hi$  mow ond the Shidor! sovd wm. The 3 dre.guns wos
Seery buk he b wos Mok scery: and finly he eild
We 3 drogus but ik was b howd: AN finly he cross

the _dogus brig and sovd ws friend_ond fumly. Ore ﬁ Hha
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Storytelling: Implications

What worked:

¢ Structured oral rehearsal builds narrative fluency
* Play - based tools foster engagement and creativity

* Prioritising story-telling through an element of risk-taking and trust

* On-going impact
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Storytelling: Vision

» Vertical scaling across all year groups

* A school wide storytelling curriculum

Year 3 — Establish story structures

Year 4 — Tangled tales

Year 5 — Dual Perspective
Year 6 - Flashbacks
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/ g 3 dragons and brvghls\

heroes and villains

story shcker‘

" oracy activities
writing t

xXing ciever

Word cloud generated from pupil
questionnaires, with word size
reflecting frequency of use in
response. This breakdown shows that
children valued interactive tools like
the Story Shaker, creative writing and
structured techniques such as Boxing
Clever. They also valued performance

and the freedom to create. /

\

THE GREAT ORACY
EXHIBITION




