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Abstract The purpose of this study is to examine the meaningfulness and the possibility of developing kinetic
narrative educational contents based on English literature with convergent approaches. To accomplish the
objective, this paper examines three areas of research such as kinetic education, English literature education,
and total physical response-storytelling method. It introduces the following three stages of development
procedure: 1) selecting and analyzing English literature, 2) designing a prototype including the story flow, the
movement and the motion interaction design, and 3) constructing motion database using Laban movement
analysis. Then, how to apply it to young learners is illustrated with ‘the story of the three little pigs,” Finally,
implication for the field of young learner English education and English literature is discussed.
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(Table 1) The sequence of 'the story of Three

Little Pigs'
Structure Scene summary
S1: There was an old sow with three little
Beginning pigs. As she had not enough to keep them,

she sent the three little pigs out to seek their
fortune.

S2: The first little pig built a house of
straws. The wolf blew out the house down
and ate him.

S3: The second little pig built a house of
sticks. The wolf blew out the house down
and ate him.

Development 1
(House type)

S4: The third little pig built a house of
bricks. The wolf huffed and puffed, but he
could not get the house down.

S5 The wolf suggested the third little pig to
meet in the turnip field at 6 am.. The third
little pig woke up at 5 and got the turnips
before the wolf came.

S6: The next day, the third little pig woke up
early and went off for the apples. The little
pig saw the wolf, but he threw an apple so
that the wolf was gone to pick it up.

Development 2
(Food)

S7: The third little pig went to a fair and
bought a butter-churn. When the little pig
saw the wolf coming, he got into the chumn to
hide and rolled down the hill.

S8 The wolf climbed on the chimney. As the
wolf slid down the chimney, the little pig
boiled the cooking pot and ate him for dinner.

Climax

S9: The third little pig lived happily ever

Ending after
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(Table 2) The example of the story adapted
from 'The story of Three Little Pigs'

No. #1 Episode
Visual
concept
L. There was an old sow with three little pigs. As she did
Original
story not_ have enough to keep them, she sent them out to seek
their fortune.
Narration: Once upon a time, there were three little
pigs. As they grew up, they decided to leave home and
build their own houses. They walked to the forest
The together.
Little Pigs: "Let’s go and build the house.” (singing)
adapted R K
story (Seconq pig stops Walkm%) .
First Pig: (looking back) “Come on, let's go
Second Pig: (when user walks, second pig also stands up
and walks)
“Okay, let's walk.”

4 gl 2
H AAL T8} o35 FHoR
31742 T3 Alole] BAS A A3
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(Table 3) The example of movement design

Step Contents

The third pig built a house of bricks.

“If I want to build a strong house, I need bricks.”
“Oh! Here they are.”

“It may take a long time, but it would be a safe
house.”

The story
adapted

Extract key
words
Select study |Students can understand the meaning of ‘strong’

goals and express it in motion.

third pig, build, strong, brick house, safe

Ex) Strong : stretch both arms, bend the elbows
in a right angle, and pull downward with strength

Design
movements

Construct
movement DB
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(Table 4) The example of motion interaction

.. Body movement L
motion image .. movement direction
position
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