THE ART OF STORYTELLING

A 16-Hour Soft Skills Training Program

Duration 16 training hours

Delivery options 4 days x 4 hours | 2 days x 8 hours
Modality In-person, virtual, or hybrid

Level Intermediate — no prior experience required
Group size 12-20 participants (maximum 24)

1. Training Overview

Professionals are drowning in information and starving for meaning. Decks are longer, data is richer, and
audiences are more distracted than ever — yet the messages that actually move people, change decisions, and
get remembered are almost always carried by a story.

This program treats storytelling not as an artistic gift but as a learnable, structured business skill. Participants
learn how narrative works on the human brain, how to mine their own experience for raw material, how to
architect a story using proven frameworks, and how to deliver it with presence and control. By the end of the
program, every participant leaves with a personal portfolio of ready-to-use stories mapped to real situations they
face at work — pitching, leading change, selling, interviewing, presenting results, and building trust.

The design is 80% practice and 20% input. Participants tell stories from the first hour. Every module ends with a
live application round, and the program closes with a competitive "Story Slam" showcase.

Design architecture: the program is built as eight self-contained modules of two hours each. This modular spine is
what allows identical content to be delivered as four half-days (two modules per day) or two full days (four
modules per day) with no loss of content or flow.

2. Training Objectives

By the end of this program, participants will be able to:
1. Explain the cognitive and emotional mechanics that make narrative more persuasive and more memorable
than data alone.

2. Build a personal and organizational "story bank" by systematically mining experience, observation, and
company history for usable material.

3. Apply at least four story structures (Story Spine, Hero's Journey, SCQA, What / So What / Now What) to
construct stories fit for purpose.

4. Construct the emotional engine of a story — character, conflict, stakes, turning point, and resolution — so
that audiences care about the outcome.

5. Match story type to communication objective: connection stories, vision stories, values stories, teaching
stories, and persuasion stories.

6. Transform data, dashboards, and reports into narrative arcs that drive a decision rather than describe a
situation.



7. Deliver stories with deliberate control of voice, pace, pause, body language, and eye contact — live and on
camera.

8. Adapt a single core story to different audiences, timeframes (30 seconds to 10 minutes), and channels.
9. Critique their own and others' stories using a structured feedback model.

10. Produce a personal story portfolio and a 90-day practice plan for continued development.

3. Target Audience

Who this program is for
» Leaders and managers who need to communicate vision, drive change, and build trust
« Sales, business development, and account teams who pitch and persuade
* HR, L&D, and internal communication professionals shaping culture and employer brand
* Marketing, brand, and content teams
* Consultants, trainers, and subject-matter experts who must make complex material land
* Founders and entrepreneurs pitching to investors, clients, and talent
» High-potential employees being groomed for visible, front-facing roles
Prerequisites: None. Participants should bring one real, upcoming communication challenge to work on

throughout the program.

Group size: Optimal 12-20 participants. Maximum 24 — practice rounds and coaching quality degrade beyond
this.

Room setup: Cabaret or U-shape with an open "stage" area, breakout space for pair work, and a flipchart per
team.

4. Training Gamification

The program runs on a game layer called The Storyteller's Guild — a light narrative frame that turns practice
rounds into competition and makes repeated performance feel safe and enjoyable rather than exposing.

4.1 The progression system

Participants advance through four ranks as they earn points across the program:

Apprentice 0-150 Completing the story bank and first structured story
Bard 151-350 Delivering a story with full arc and clear stakes
Chronicler 351-600 Adapting a story across audiences and formats
Master Storyteller 601+ Winning or placing in the final Story Slam

4.2 Teams

Participants are divided into Guilds of four to five members, named by the teams themselves on Day 1 with a
crest drawn on flipchart. Guilds compete on a visible leaderboard maintained throughout the program.

4.3 Earning mechanics



« Story XP — points for every story delivered, scaled by structure quality and audience impact

* Golden Pen tokens — each participant receives three tokens per day to award to peers whose stories moved

them; tokens convert to XP for the receiver

* Guild Challenges — timed team tasks, such as building a story from a random prompt in seven minutes

« Story Duels — head-to-head rounds where two participants tell competing versions of the same scenario and

the room votes

* The Prop Chest — a box of random objects; participants draw one and build a story around it in 90 seconds

» Dice of Constraint — a die that dictates a constraint: tell it in 30 seconds, without the word "I", starting from

the ending, or to a hostile audience

« Bonus XP — awarded for volunteering first, for using a peer's technique, and for the best critique given, not

only the best story told

4.4 Badges

Earned individually and announced publicly:

The Campfire Best emotional connection
The Architect Cleanest structure
The Alchemist Best transformation of data into narrative
The Improviser Best unscripted story
The Closer Most persuasive call to action
The Voice Best vocal and physical delivery
4.5 The finale

The program closes with the Story Slam — a live showcase where each participant delivers a polished three-
minute story to the full room, judged on a published rubric covering structure, stakes, delivery, relevance, and
impact. Guild points and individual points are combined, and ranks and badges are awarded.



5. Module Architecture

The eight modules below form the content spine. Section 6 shows how they map onto each delivery format.

Module 1 — Why Story Wins (2 hours)
Objective: establish the business case and capture a baseline performance.

e |cebreaker: "Two Truths and a Story" — baseline diagnostic

* The attention economy: why facts alone fail

¢ What happens in the brain during a story — attention, emotion, memory, trust
« Narrative transportation: why audiences lower their defences

* The cost of poor communication — real business examples

+ Story versus anecdote versus example versus case

Activity: Baseline Story — each participant tells a 60-second story about a moment that changed how they work.
Recorded, with consent, for end-of-program comparison.

Gamification: Guild formation, crest creation, leaderboard launch, first Story XP awarded.

Module 2 — The Story Bank (2 hours)
Objective: solve the "I don't have any stories" problem permanently.

* The myth of the interesting life — why ordinary material works best

» Seven mining wells: origin, failure, turning point, mentor, conflict, first time, small moment

* Mining the organization: founding stories, customer stories, recovery stories, values-in-action stories
« Building a story capture habit — the story journal and the three-line capture format

* Ethics and permission: whose story is it, what may be disclosed, when to anonymize

Activity: Story Mining Sprint — participants generate a minimum of twelve raw story seeds in structured rounds,
then select three to develop.

Gamification: Guild Challenge for the most usable seeds generated as a team; Prop Chest introduced.

Module 3 — Story Architecture (2 hours)
Objective: give participants repeatable structures they can use under pressure.

*  Why structure liberates rather than constrains

» The Story Spine — Once upon a time / Every day / But one day / Because of that / Until finally / Ever since
* The Hero's Journey, compressed for business use

» SCQA (Situation — Complication — Question — Answer) for executive and consulting contexts

*  What? / So What? / Now What? for fast, high-stakes moments

* Openings that arrest attention and endings that land the point

* Choosing a structure by situation and time available

Activity: Same Story, Three Structures — participants rebuild one story seed using three different frameworks
and compare the effect.

Gamification: Badge — The Architect; Dice of Constraint introduced.

Module 4 — Character, Conflict, and Stakes (2 hours)

Objective: build the emotional engine that makes an audience care.



*  Why every story needs someone to root for

« Making the audience the hero and yourself the guide

« Conflict as fuel: obstacle, dilemma, opposition, internal doubt

e Stakes: what is genuinely at risk, and how to make it visible

e The turning point — the most under-used moment in business storytelling
» Specificity, sensory detail, and the power of the concrete number

* Vulnerability with boundaries: how much to reveal at work

Activity: Stakes Surgery — participants pair up and rewrite each other's stories to raise stakes and sharpen
conflict.

Gamification: Story Duels round one; Badge — The Campfire.

Module 5 — Story for Purpose (2 hours)
Objective: match the right story type to the right business outcome.

» Defining the outcome first: what should the audience feel, think, and do?

* Connection stories — "who I am" and "why | am here"

* Vision stories — leading change and painting the future

* Values stories — culture made visible through behaviour

* Teaching stories — transferring lessons without lecturing

» Persuasion stories — the pitch, the proposal, the ask

* Audience analysis: sceptics, decision-makers, mixed rooms, senior stakeholders
+ (Calls to action that do not feel like a sales close

Activity: The Purpose Matrix — participants map their three developed stories against upcoming real situations
and adapt one for a specific stakeholder.

Gamification: Badge — The Closer; Golden Pen tokens redistributed.

Module 6 — Data Storytelling (2 hours)
Objective: turn numbers into narrative that drives a decision.

*  Why dashboards inform but rarely persuade

* Finding the story inside the dataset: the anomaly, the trend, the turning point, the contrast
* The one-number rule and the human anchor

» Visual choices that support narrative rather than compete with it

« Structuring a data narrative: context, tension, insight, decision

« Handling uncertainty and incomplete data honestly

« Common traps: cherry-picking, false causation, the vanity metric

Activity: Data Rescue — teams receive a deliberately dull report or dataset and rebuild it as a four-minute
narrative with one clear recommendation.

Gamification: Guild Challenge scored by the room; Badge — The Alchemist.

Module 7 — Delivery, Voice, and Presence (2 hours)

Objective: perform the story, not just write it.

* The voice toolkit: pace, pitch, volume, and the strategic pause

» Body, posture, gesture, and use of stage space



* Eye contact and the one-person-at-a-time technique

» Silence as an instrument

* Managing nerves — physiological and cognitive techniques

« Delivering on camera: framing, energy calibration, virtual and hybrid rooms
* Improvising when interrupted; handling hostile questions mid-story

« Adapting one story to 30 seconds, three minutes, and ten minutes

Activity: The Delivery Lab — rapid rotation of short deliveries with targeted peer coaching using a structured
feedback model (Keep / Sharpen / Try).

Gamification: Badges — The Voice and The Improviser; Prop Chest speed round.

Module 8 — The Story Slam and Practice Plan (2 hours)

Objective: consolidate, demonstrate mastery, and plan transfer to the workplace.

* Final preparation and rehearsal in guilds (30 minutes)

« The Story Slam — every participant delivers a polished three-minute story to the full room, judged on the
published rubric (60 minutes)

« Comparison against the Module 1 baseline recording
« Building the personal story portfolio: format, storage, and review cycle
* The 90-day practice plan — weekly capture, monthly delivery, quarterly review
« Peer accountability pairings
« Final scoring, rank awards, badge ceremony, and close (30 minutes)
Activity: The Story Slam itself serves as the summative assessment for the program.

Gamification: Full leaderboard reveal; Master Storyteller ranks awarded.



6. Delivery Schedules

6.1 Format A — 4 Days x 4 Hours

Best for intact teams who cannot leave operations for full days, and for maximizing between-session practice. The
overnight gaps are an asset — field practice is assigned each evening.

L L N [ R

Why story works; building your raw

Day 1 4 hours Modules 1 and 2 material

Day 2 4 hours Modules 3 and 4 Structure and emotional engine

Day 3 4 hours Modules 5 and 6 Purpose-fit stories and data narrative
Day 4 4 hours Modules 7 and 8 Delivery, Story Slam, and practice plan

Daily rhythm — 4-hour day

N

0:00-0:15 Warm-up, recap, and debrief of the previous field assignment
0:15-1:45 Module A — input and activity

1:45-2:05 Break

2:05-3:35 Module B — input and activity

3:35-4:00 Consolidation, leaderboard update, field assignment briefing

Between-session field assignments
« After Day 1 — capture five new story seeds from the real working day
« After Day 2 — tell one structured story to a colleague and log the reaction
« After Day 3 — bring a real dataset or report from your own work

« After Day 4 — activate the 90-day plan; first peer check-in within two weeks

6.2 Format B — 2 Days x 8 Hours

Best for offsites, cross-functional cohorts, and groups travelling in. Higher energy and stronger group bonding, but
it requires tighter energy management from the trainer.

= L O -

Foundations, material, structure,

Day 1 8 hours Modules 1,2, 3, 4 .
emotion

Day 2 8 hours Modules 5, 6, 7, 8 Purpose, data, delivery, Story Slam

Daily rhythm — 8-hour day

N

0:00-0:15 Opening and recap



N

0:15-1:45 Module A

1:45-2:00 Break

2:00 -3:30 Module B

3:30-4:30 Lunch

4:30—4:45 Energizer — Prop Chest or Dice of Constraint round
4:45 - 6:15 Module C

6:15-6:30 Break

6:30-7:50 Module D

7:50 - 8:00 Leaderboard update and close

Format B adjustments
*  Module 2's mining sprint runs in guilds rather than individually to save time
* An additional energizer is inserted after lunch on both days to counter the post-meal dip

» Day 1 closes with an optional evening "Campfire Round" — informal voluntary storytelling, high XP, no
scoring pressure

« Story Slam preparation moves to Day 1 evening as homework rather than in-session

7. Assessment and Certification

Participants are assessed continuously rather than by examination:

N S

Participation in practice rounds and challenges 25%
Story bank and portfolio completeness 20%
Quality of peer feedback given 15%
Final Story Slam performance (rubric-scored) 40%

Story Slam rubric

e e

Structure and arc 25
Character, conflict, and stakes 25
Delivery and presence 25
Relevance and audience fit 15
Impact and call to action 10

A certificate of completion is issued on a minimum 70% aggregate score together with full attendance.



8. Materials and Logistics

Participant materials

Workbook containing story templates and structure frameworks
Story journal

Story bank capture cards

Feedback cards (Keep / Sharpen / Try)

Golden Pen tokens and badge set

Trainer materials

Prop Chest containing 15 to 20 varied objects
Dice of Constraint

Leaderboard, physical or digital

Timer with visible countdown

Scenario and prompt card deck

Data Rescue sample datasets

Video recording setup for baseline and final comparison

Room requirements

Movable seating, an open floor area for delivery, a flipchart per guild, a projector, and wall space for the

leaderboard.

9. Post-Program Reinforcement (Optional)

30-day virtual story clinic — 90 minutes, with participants bringing a real upcoming story for live coaching
Peer accountability pairs with a fortnightly 15-minute exchange
Manager briefing pack so line managers can reinforce the behaviour

90-day impact review measuring self-reported confidence and observed application



