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The imaginative movement itself is the fulcrum of the therapeutic action of Fairy Tales.

Playing with the Cards of Propp
The third phase of the fairy tale action

Fairy Tale Action is to create a story. Doing it with others enhances the ability to "stay in
history", because you have:
- to follow a common thread,
- to accept the changes made by others,
- to offer your creative skills.

All this in favor of socialization, respect for others and participation in the community.
The third phase, like the two previous ones, will cover a period of four months: from
October 2018 to January 2019, teachers will work with their children during the school
time each 14 days for a total of 6 sessions.
In this phase of the project, the group of children will play to invent fairy tales thanks to the
use of the "Cards of Propp"; then, they will bring them "on stage" with the use of puppets.
The Propp Scheme is the result of the study on the fairytales of the Russian linguist and
anthropologist Vladimir Propp.
In his essay "Morphology of Fairy Tale", he proposed this scheme, identifying a precise
and unalterable number of sequences, also known as Propp Sequences, that make up the
story. Each sequence represents a typical situation in the plot of a fairy tale, referring in
particular to the characters and their precise roles.
Essentially, Propp has come to enunciate three principles:
● The constant elements of the fairy tale are the functions of the characters,
regardless of the performer and the form of the execution;
● The number of functions that appears in fairy tales is limited;
● The succession of functions is always the same.

According to Propp, the general scheme of a fairy tale is as follows:
-Initial equilibrium (beginning);
-Breakdown of initial equilibrium (motive or complication);
-Hero's vicissitudes;
-Return of the Hero;
-Restoring equilibrium (Conclusion).

The functions can therefore be used as "bricks" to "build" a fairy tale.
For Propp, the cards that are used to build the fairy tale are 31. According to Gianni
Rodari's suggestion in "The Grammar of Fantasy", the 31 functions are reduced to 20+
Beginning. To better work with them we have assembled the cards in five key-groups (of
5 different colours), present in each fairy tale.
● pink: Initial equilibrium (cards from 1 to 5)
● green: departure of the hero (cards from 6 to 9)
● yellow: development and hero's vicissitudes (cards from 10 to 12)
● blu: return of the hero (cards from 13 to 18)
● brown: conclusion (cards from 19 to 21)
Propp has also the merit of having identified 7 characteristic fairy tale characters:
1. Hero: the protagonist who will triumph after accomplished a feat;
2. Villain/Antagonist: the hero's opponent;
3. False Hero: who replaces the hero with deception;
4. Dispatcher: who encourages the hero to embark on his mission;
5. Donor: the hero's guide, the one who gives him a magical gift;
6. Helper: who helps the hero to complete the mission assigned to him;
7. Princess or sought-after person: love prize; the end for the hero.
After playing with the Cards of Propp and creating new stories, the teachers will work with
the children (always in the classroom and during the 6 sessions) at performing the chosen
story (or even more stories) through the use of puppets. The puppet theatre helps children
to move easily and give voice to their inner sphere through play and familiarization with the
chosen character.

The dramatization of the fairy tale provides the background that integrates all the activities
of the project, constituting a symbolic space within which the group has the opportunity to
express the emotions experienced even in the previous phases.
At the end of the performance, it is possible to develop a reflection on the fairy tale created
by children, starting from the experiences of each of them. On the other hand, the
difficulties that the protagonists of fairy tales cope are very similar to those we face in our
daily life: health problems (sick characters, etc.), relationships (jealousies, envies,
conflicts, etc.), but also economic (poverty, etc.) and work issues. In the fairy tales these
difficulties arise in the form of a "question" to which one does not know how to answer and
/ or a "problem" for which - at the beginning - there is still no solution.
The fairy tale therefore allows us to try to look at the daily problems in a different way,
keeping a hope for a solution, keeping a window open on the horizons of the possible.
The fairy tale, as we have experienced, gets rid of the constraints of logic; it allows us to
create a mental condition within which we can try to solve a problem by risking with
fantasy. This exercise, allowing not to be too crushed by the complexity of reality and
taking a little distance from the latter, helps to explore certain issues with the imagination
before venturing on the level of reality; such explorations allow us to get out of a rigid
vision of the world and to look at it with new eyes or at least to keep open the previously
ignored or neglected prospects.
Giving voice (narration) and body (the puppet) to scary and benign characters, living them
through repeated dramatic imitation transforms the work made in group into a shared
symbolic game.
This method (construction of a story with the cards of Propp and the use of puppets)
allows each child to participate in the performance without necessarily having to deal with
direct visual exposure to others. The screening of fiction offers children the opportunity and
the space for "experiencing" a series of emotions otherwise difficult to manage. The
performances, which will take place in the classroom during the 6 sessions, can be
recorded so that the video will be part of the material shared by all the partners on the
project website. Finally, the story becomes the final product of the group to which each
one has contributed and in which each one can recognize him/herself; it is a common
concrete object that strengthens and makes the group itself cohesive, reinforcing the
sense of belonging and "to be able to".

Suggestions for organizing the 6 sessions
You can start by letting the children immerse themselves in the world of fairy tales. You can read
the classic ones again working with the children to recognize the sequences of Propp and the key
characters. Then, you can move on to playing with the Cards of Propp: you can experiment the
following suggested methods and finally perform one or more fairy tales with the use of puppets.
Suggestions for playing with the Cards of Propp
Here you have more possibilities of using the cards. These are simply suggestions and you can try
to imagine how to use them also in different ways.
In annex, you will find the 21 cards. You can just print them in five different colours (according to
the five key-groups) or you can ask your pupils to colour the figures inside and the backs with the
five key-group colours.
-

Play it by ear: the 21 cards are dealt and who has the number 1 begins to tell, then the number
2 and the others to follow;

-

Before and After: you draw a random card and the 1st child tells what happened before and
what will happen next;

-

Three/five cards: three or five random cards are drawn (one from each key-group) and the
story is built on these;

-

A card for each color: the story is built by sequencing a randomly selected card for each color;

-

A complete Fairy Tale: each child tells his/her story with his/her own deck starting with card
no. 1 and using a card for each colour.

It may be useful to note the interventions, to correct the chaotic exposures and reorder
them.

ANNEX

The 21 cards

1

2

3

BEGINNING

ABSENTATION

INTERDICTION

6

5

DEPARTURE

TRICKERY/VILLANY

4
VIOLATION

LACK/COMPLICITY

7

9

8

DONOR

TRANSFERENCE

MAGICAL AGENT

10
STRUGGLE/
BRANDING/
VICTORY

11
RESTORATION

12
RETURN

13
PURSUIT/
RESCUE

14

15

UNRECOGNIZED
ARRIVAL

UNFOUNDED
CLAIMS

18
16

17

EXPOSURE/

DIFFICULT TASK

SOLUTION

RECOGNITION

19
TRANSFIGURATION

20

21

PUNISHMENT

WEDDING

