Draw'mg Club Routine
Weeklg:

Monday, Character
Focus on a character, can we draw them? Describe them?
Explore what theH are like?

Tuesday, Setting
What is the sett'mg like? What could it feel like, smell like,
sound like?

Wednesday, Adventure Time
Answer the unanswered questions in the stimulus. Create a
mission, what could happen next? Can the children create a
solution?

Thursday, Adventure Time
Introduce a new twist or pr"oblem, how can we solve this
?
one:

Friday, Adventure Time
What comes next? Afte'r” the end of this
sto*r“g/ adventure - what could happe'n to

our characters next?



Draw'mg Club Routine
Dailg

Invitation - Let's go on an adventure!
Give children their D'r“aw'mg Club badges
Introduce the stimulus and tell the storg, use StO"r"H talk to
dig deepe'r and enco urage p'r"edi.ction, retrieval and 'm]ce'r“ence

kills.
v Vocabula'rvg

Select 5 tier 2 words to introduce alongside the text that
are closelg related. Recap these same words each dag and
add to the work'mg wall.

The M agic Code

Introduce the ‘magic code that the children need to show in
their writ'mg. %his is the grammar objective you are
focuss'mg on eq: us'mg ‘and’ but can be tailored to individual
children to fill gaps. When the children use their "mag Te
code their d'r“aw'mg comes to life!

Adventure Time

draw and write about their cl*raw'mg. Children
work oselg with an adultfto help ideas develop th'rvough
conversation §nd storgtell'mg.

Celebrate!

Share our ideas, or creations that the
childrem are p'r“oud of.



