ARTS CURRICULUM PRIMARY SUPPORT MATERIALS

ART FORM: DRAMA  STANDARD    3   (STAGES 7 - 9) 

EARLY SETTLEMENT
OVERVIEW: As part of a unit on work on Early White Settlement in Australia, drama experiences in Expressive Movement, Voice, Role-Play, and Improvisation will deepen students’ understanding of the daily lives of people living in Australia at this time.    The work supports students’ historical investigations and literacy experiences. 

                                                                           




PERFORMANCE CRITERIA  











Imagining and creating new works


�
�



Using skills, techniques and processes


�
�



Using codes and conventions


�
�



Interpreting and appraising the works of


others


�
�



Making aesthetic choices


�
�



Reflecting cultural, social 


and historical contexts


�
�



Presenting with purpose





�
�



Expressing personal voice


�
�






LEARNING  OPPORTUNITIES





KEY:   The coloured dots indicate which performance criteria are being addressed.





Expressive Movement:


( ( ( (


Listen and respond to Khachaturian’s Spartacus Ballet music (theme from The Onedin Line), imagining a storm at sea and the experiences of the convicts and crew of the First Fleet.


Move to express activities of convict life e.g. walking on the deck, chain gangs, scrubbing floors, doing laundry, breaking rocks.


Mime the early meetings between white settlers and aboriginal people.


Explore the levels of movement while in role as high status to low and reverse e.g. judge, lawyer, witness, criminal, convict, ticket-of-leave, free settler.�
Role-Play / Characterisation


( ( (


Whole-class role-play with a convict pleading his/her case in a court room.


A jury deliberating on the fate of a defendant.


Experimenting with alter-ego as a dramatic technique to hear the thoughts of those in the court room.


Use HOT SEATING as a technique to bring into focus the experiences of individual convicts. Extend this by bringing the convict into the 21st C in front of a group of journalists in a whole-class role-play.�
Voice


( ( ( (


Sea shanties and chain-gang chants.


Practise calling phrases from the convict era e.g. Land ahoy!, sailors’ calls, guards’ orders.


Experiment with accent / tone of different people e.g. beggar, fine lady, governor, soldier.


Develop this into a piece focusing on STATUS.


Create a “radio” advertisement to attract settlers to the colonies. How would voice change to suit target audience? �
�
Improvisation
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Improvise scenes before, during and after the conviction of convicts.


Using the idea of the Theatre Sports game Space Jump, improvise and mime movements on the theme of Early Settlement.�
Performance (Presenting)


( ( ( (


Present the advertisement calling for settlers as a Voice Off (Theatre Sports game) with those heaving as they mime the activities in their daily life and responding.


Using the Theatre Sports game 4-Square Emotions, children play an improvised conversation between characters of the period, changing emotions as they walk between squares. 


Any of these activities could be developed into a presentation piece.�
Reflecting


( ( ( ( (


Discuss the effect of lighting with the STATUS expressive movement activity.


Consider the effect of a selected costume / prop.


How could the use of a length of fabric add meaning to a sea journey movement sequence?


What does the rest of your body do during 4-Square Emotions?


Understand what it feels like to be the underdog. �
�



Story-telling


( ( (


Using a given object e.g. a baby’s bonnet, a candle, a coin, a fan, a horseshoe, children story a moment in the life of the imaginary owner.


Working from factual records, children tell the events in the life of the transported person from their point-of-view (i.e. in role).�
�
�
�
 











