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Agenda

• Kamishibai methods
• Thingiverse and 3dOcean library
• Automata from 3docean
• Storyboard Methodologies
• Create a Scenario 2d or 3d for Kamishibai
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Use little
theather
from Japan 
Culture
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What i s Kam i sh i ba i ?
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• Insert the video from

• https://www.youtube.com/watc
h?v=pxMfZ5ZasfY&list=PLRkKUl
WwpfHD9JUQtfkCMIFm9tZEyDH
ug

• Use Kamishibai is a good method
to introduce storyboard, 
storytelling and a method to put 
our students on stage! 



Dec ide  3  Scena r i os
( i t i s on l y a  p roposa l )  
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Presentation of the 
characters (hero and 
enemy) and  the 
“accident” 

How to solve the 
problem

Final: “they lived happily
ever after”



Th i ng i ve r se
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3d Ocean  L i b ra ry
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https://ilmarein3d.scuoladiro
botica.it/it/newsmare3d/111
3/Disponibile_adesso_il_kit_
didattico_del_Mare_in_3d_.
html



Au toma ta fo r  3d  Ocean

Definition

• Automata is a machine, we
can use to teach simple
machines to students

Video Resources to understand: 
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S to ryboa rd

• Use storyboard at school is a way to 
teach: 

• How to tell a story
• How to focus on the plot
• The importance of scenario and 

characters
• Communication
• Drawing
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Crea te  a  2d  S to ry
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Crea te  a  3d  ta l e s
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