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Creating High-Performance
Afterschool Programs
In more than 25 years of training After School directors in
New York City, I have learned that one of the greatest
challenges that most supervisors face is developing and
retaining their staff. I spend most of my energy
researching best practices for After School and figuring out
how to educate directors and make the research
applicable to their work.
One of the most consistent complaints that I have
heard is high staff turnover. Site supervisors are in a
continuous struggle to develop and train new
employees on the fundamental skills — managing
groups, dealing with disruptive behavior, and so on — that
youth workers need before they can successfully
implement learning activities.
One way to break this cycle of continual onboarding is
to support site supervisors in implementing
processes to build a high-performance culture in
their afterschool programs. The intention is to build a
culture in which staff collaborate and learn together to
reach program goals. Building a culture where staff
feel heard and have opportunities to develop skills may
improve the retention rate.
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The idea of high-performance cultures comes from
the corporate world, which may have something to
teach us about stabilizing the out-of-school time
workforce.
One precept is that long-term success derives from an
organization’s capability to be consistent in delivering
services to its clients (Kaliprasad, 2006).
In afterschool programs, our clients are our children and
youth. Kaliprasad (2006) cites major disadvantages
that can keep an organization from performing at a
high capacity, including:

(1) misalignment between staff
capabilities and the skills
required to deliver quality service;
and,
(2) unclear organizational systems
and processes.
To transform afterschool programs into highperforming cultures, we need to address these
challenges. This book recommends a model, borrowed
from the corporate sector, for building a highperformance culture in afterschool programs at the site
level.
If implemented with fidelity, this model can support
afterschool programs in stabilizing their workforce,
improving their performance, and delivering quality
services to children and youth.
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CHALLENGING WORKFORCE

The challenges to building a high-performance culture in
an afterschool program generally are related to the
transient workforce. Afterschool programs typically
hire community residents and college students as
frontline staff to work directly with children.
Most positions are part-time; the pay is usually on the
borderline of minimum wage. These characteristics
lead to the high staff turnover and inconsistent service
delivery that plague our field (Baldwin&Wilder,2014).
According to a survey done by National AfterSchool
Association (NAA, 2006), one-third of youth workers
are between 18 and 30 years old. Their stage in life
contributes to staff turnover, because young adults
typically are still in school themselves or are figuring
out their own career paths. Furthermore, many are
part-time workers, who generally transition out of
afterschool work in two or three years (NAA, 2006).

3

Staff levels of education can also be a challenge to
consistency in the afterschool workforce. Although
supervisors often hold associate’s or bachelor’s
degrees, the degrees may be in fields that are not
relevant to work with children (NAA, 2006).
The challenges to building a high-performance culture in
an afterschool program generally are related to the
transient workforce. Afterschool programs typically
hire community residents and college students as
frontline staff to work directly with children.
Most positions are part-time; the pay is usually on the
borderline of minimum wage. These characteristics
lead to the high staff turnover and inconsistent service
delivery that plague our field (Baldwin&Wilder,2014).
According to a survey done by National AfterSchool
Association (NAA, 2006), one-third of youth workers
are between 18 and 30 years old. Their stage in life
contributes to staff turnover, because young adults
typically are still in school themselves or are figuring
out their own career paths. Furthermore, many are
part-time workers, who generally transition out of
afterschool work in two or three years (NAA, 2006).
Staff levels of education can also be a challenge to
consistency in the afterschool workforce. Although
supervisors often hold associate’s or bachelor’s
degrees, the degrees may be in fields that are not
relevant to work with children (NAA, 2006).
Therefore,
training
and development become
critical factors in building a high - performance
culture for site supervisors and direct service staff.
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FOUR COMPONENTS OF A
HIGH-PERFORMANCE CULTURE
A field like ours that is still establishing its role in
society needs strong systems to support growth and
sustainability. Bradshaw (2015) emphasizes that
afterschool program leaders usually understand the
necessity of developing their workforce, but they often
fail to connect the intention with actual implementation.
Investment in middle managers is critical; in the long
term, the site supervisors are the ones who will
implement, reinforce, evaluate, and enhance program
practices (Bradshaw, 2015). They are the ones who can
form a high - performance culture at the site level. One
model for a high-performance culture that can easily
be adopted by afterschool programs was proposed
by M. J. Wriston in 2007.
Wriston’s model emphasizes four components:
1. Creating a collaborative climate
2. Building a culture of accountability
3. Focusing on outcomes
4. Having robust processes
This model can support supervisors in establishing a
learning culture that benefits both staff and program
participants. With its emphasis on learning as a team
and building systems, it can help staff stay focused on
youth and program outcomes.
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CREATING A COLLABORATIVE
ENVIRONMENT

According to Wriston (2007), organizations and teams
must understand the power of collaboration at every
level to raise the energy of their creative activity
and problem solving. Collaboration brings value to
workers’ actions in the workplace.
To begin, after school leaders should have a clear
process to create a shared learning culture that
continuously builds the capacity of program staff to
achieve the program’s vision and intended outcomes.
Processes should be in place to have staff learn and
create together on a regular basis. Programs can train
staff as a team so they learn consistent methods and
strategies.
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Staff might also meet on a regular basis to design
curriculum that supports the program’s focus. Baldwin
and Wilder (2014) point out that afterschool staff who
feel valued for their work are invested in doing their
best.
Creating an environment where staff members have
input on curriculum design and work together to
resolve day-to-day issues can create that sense of
value and purpose. Together, staff can co-create a
shared vision of the participant outcomes they are
working toward.
According to Wriston (2007), organizations that
establish a collaborative process for team learning will
benefit by establishing great synergy and a clear
competitive edge for their services.
A starting point for site supervisors looking to create a
collaborative climate is to bring staff into the process of
writing procedures.
Usually, site procedures are handed to staff, who are
expected simply to implement them—though the staff
are the ones who know best what procedures do and
don’t work.
Instead, try writing a new procedure and then ask
staff for feedback on how to strengthen it. Remind
them, as necessary, that procedures are action steps to
fulfill written policies.
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When you and staff members have revised the draft
together, set up a trial period to test the new
procedure and again ask staff for feedback. Bringing staff
into the process of creating procedures on an ongoing
basis will give them ownership of program operations.
The goal is to create a culture in which everyone has
input. Remember to give staff time to prepare during their
allotted hours, or else incorporate time for this work into
regular staff meetings.
Finding ways to facilitate a collaborative climate may seem
difficult at first, but it will benefit staff morale in the long
run.
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FOCUS ON THE OUTCOMES

As afterschool programs are being held accountable for
academic outcomes, identifying clear goals is
becoming ever more crucial. Staff can’t easily stay
focused on outcomes that have not been clearly
identified!
As Wriston (2007) explains, high - performance
organizations are clear about expectations at all levels; they
continually emphasize their priorities to keep staff
motivated. Though afterschool programs often tend to
focus on many areas, they are more likely to experience
success when they focus on key areas that support their
specialty, whether that is literacy, a sport, or STEAM
(science, technology, engineering, and math, plus arts). In
addition to specific academic or specialty content areas,
programs often have social and emotional developmental
goals, such as fostering team skills or self-efficacy.
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Most social and emotional outcomes support the
learning environment of the classroom. For example,
teaching children how to work as a team can support
effective STEAM activities.
Help your staff prioritize building a strong classroom
culture while focusing on your program’s specialty
skills. One solution is to build outcomes on top of one
another.
Identifying the specific outcomes and prioritizing
them for each activity—whether those outcomes are
academic, developmental, or focused on the program’s
specialty area—will support the staff in facilitating
learning activities.
The best approach is to break down the developmental, specialty, and academic outcomes to help staff
facilitate outcomes - focused activities. You can begin by
creating goals that are relevant to the challenges
your staff is facing.
Make them short-term goals that can be accomplished
within two to three months, so your team can
experience success and feel motivated to take on
another challenge.
Choose one area at a time; the team can measure, for
example, youth engagement, reduction of negative
behaviors, or percentage of homework completed.
Make it a creative process to encourage problem solving
among your staff.
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CULTURE OF ACCOUNTABILITY

As funders and policymakers are holding afterschool
programs accountable, so programs can also create
accountability systems for their employees. A culture of
accountability supports a team by building
consistency
in
expectations,
recognition,
and
reinforcement of performance; it also fosters
willingness to address any corrections necessary to get back
to alignment with expectations (Wriston, 2007).
Holding
leadership
and
staff accountable is not
that complicated, according to Edmonds (2010);
implemented consistently, accountability heightens an
organization’s credibility.
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Edmonds (2010) outlines two simple steps leaders
can take to reinforce accountability among their staff:
(1) conduct proactive observations regularly in all areas of
the program; and,
(2) implement a consequence management system.
Afterschool programs leadership can easily implement these
two steps to hold their staffs accountable by using
standards to stay focused on the intended outcome
and by providing support systems to build staff
members’ capacity if needed.
Standards can support organizations in aligning with
their goals ( Kaliprasad , 2006 ) and holding their
staffs accountable for the delivery of service (Cole,
2011).
You can adopt the child and youth developmental
standards from the Council on Accreditation (2018) or
standards adopted by your state, if any. Standards give
you benchmarks to measure progress in all program
areas.
One way site supervisors can begin to build a culture
of accountability is holding daily huddles or weekly
check-ins. Meetings should be short and to the point.
Bring two to three questions, based on the goals you have
set with staff, and ask everyone to give a quick response.
Such check-ins promote team work and accountability.
Regular observations are another way to build account
ability. Staff can rotate to conduct observations in
short 20 - minute sessions. Make sure to use
established standards to reflect on
what you are
observing. When huddles and observation become
routine processes, staff will be empowered to do their
very best.
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ROBUST PROCESSES

Staff turnover can make it difficult for afterschool
programs to create and sustain robust processes.
However, organizations
that
create a high performance culture will reduce turnover because staff
will
be
more
invested in their jobs (Wriston,
2007).
In afterschool programs, the key processes are the ones
we use with participants, so that all staff deliver activities
consistently. Processes that are clear and simple give
staff a structure to follow but still leave room for
creativity and autonomy.
Wriston (2007) states that strong processes can
increase staff effectiveness. When afterschool staff have
a process to follow in facilitating activities, they can feel
confident that they are addressing children’s needs and
contributing to intended outcomes.
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One main role of the site supervisor in facilitating
robust processes is professional development. It’s easy to
fall into the expectation that staff know how to, for
example, facilitate art activities because they are
artists. But having a step-by-step process for
facilitating activities or managing behavior can help
staff to feel confident and enable them to connect
theory with practice.
Once they have experienced success with the process,
they will feel self-confident enough to create their
own processes to meet the unique needs of their
particular groups of children.

One common way to teach instructional processes is to
engage staff in the processes as program participants
will experience them. For example, you could teach
your staff the 1-3-6 protocol (Teaching Channel,
2018) for building literacy and creativity by taking
them through the process yourself.
First, introduce a text — for children, an ageappropriate book or video; for staff, perhaps a
professional article. Then go through the 1-3-6
process.
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1: Individuals freewrite for two or three minutes.
(Little ones can draw.)
3: In groups of three, participants share their
reflections and come up with three ideas that are
similar or overlapping. They also note vocabulary
words and topics to explore further.
6: Two groups of three form a group of six.
Participants create a presentation that brings their
reflections into tangible form, such as a mural, book,
or presentation. The complexity of the project
depends on the amount of time devoted to the
protocol.

If you can have staff practice
this process, perhaps more
than once with different
learning topics, they will gain
confidence. Then they can
implement the process with
their groups. Once they feel
confident with the 1-3-6
protocol, you can add another
process.
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REFLECTION
Afterschool programs can create strong high performance cultures if they commit to processes that
build staff members’ abilities.
Using Wriston’s (2007) four - step model can help
afterschool programs to achieve clear outcomes and,
ultimately, gain more funding opportunities.
To encourage staff to stay for two, four, or
afterschool programs must create a
collaboration and stay focused on their
delivering services. Then they can expect
evidence of growth in children and youth.

more years,
culture of
intention in
to see clear

Creating raving fans for afterschool programming
begins with staff. Staff who are raving fans turn
children and youth into raving fans who show up every
day and achieve the outcomes for which the program is
designed.
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Holding people accountable
is
necessary for
momentum in the right direction—and allowing staff
to feel they are part of creating goals will encourage
them to feel more invested.

We need to shift perspective to realize that we are
hiring not just employees but a generation of leaders
and creators who will influence children and youth
into the future.

Developing youth workers for
their worth, not just their
duties, may create opportun-ities
for our programs and our
youth that we have not
witnessed before.
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Building Your Classroom
Facilitation Skills
HOW DO PEOPLE LEARN?
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SETTING THE STAGE
Creating an Effective Learning Environment

Hands-on activities: participants are active in the
learning process
Have plenty of opportunities for dialogue and
conversations
Rap sessions
Pair Sharing
Warm-ups, routine drills, ice breaker games,
Energizers: Keep kids moving
Have debates about issues, current events, world &
issues
Brainstorming sessions
Critical thinking: Have questions that make them
think
Display visuals: movie clips, videos, documentary,
research
pictures
Give them ownership and responsibility of the project
Have them problem solve
Have them do presentations
Reporting out to class individually or in pairs
Group projects: encourages team building
Roleplay: Pro/con
Active/discovery learning: Research together, figure
things out
together
Use Language: play with words
Use music to support learning
Analyze Figure out your own process
Stations Break out groups
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MAKING SMOOTH TRANSITIONS
Engaging children through games

Try out these games!
NO Words!
Cup Stacks
Elbow Pass
Name and Ball Pass Under time
One Word too Many
Splat
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Game #1
NO Words!

You can use any tool at your
disposal, but can’t say a word.
1. Line up in ABC order by the first letter
of your first name.
2. Line up by day and month of birth.
3. Line up by shirt shade of color from
dark to light.
4. Line up by number of syllables in your
last name.
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Game #2
Cup Stacks

The first stack of cups must stay in
the same place. When unstacking the
cups they must be in neat rows of
four.
After completing your stack, you
must walk to the other side of the
table. (Your teammate can’t go
until you are in line.)
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Game #3
Cup Stacks
1. Start with two stacks of Styrofoam cups on
two tables. One stack of cups on each table. Use
stacks of 12, 20, or 24 cups stacked on top of
each other.
2. Make two lines. Instruct each member of the
line (one behind the other) to stack the cups at
each table. The first person to stack the cups in
rows of 4 goes to the other side of the table.
The next person in line goes up to the line and in
order, stacks the cups back on top of each
other.
3. Once all the cups are back stacked on top of
each other, that person goes to the other side of
the table to stand behind the first person. The
next person has to walk up to the table but not
before his teammate gets on the line and unstacks the cup in a neat row of 4.
4. Keep repeating the process until everyone on
the line goes. The line that finishes first wins.
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Game #4
Elbow Pass

You must pass the ball using only your
elbows. The ball must not be allowed to
drop. If it does, the group must start over.
You can’t use your hands.
1. Have everyone get in a circle. Then have everyone
put their hands on their ears and try to touch their
elbows together.
2. Take a ball and put it between one persons
elbows. The group has to pass the ball around
everyone in the circle without dropping the ball and
only using their elbows.
3. Make two or three groups so they can challenge
each other.
4. Use a big ball at first later use a smaller ball for
a greater challenge.
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Game #5
Name and Ball Pass Under time

Must say the name of the person
you pass the ball to before you
pass it. Each person gets a turn no one should go twice. The ball
can’t hit the floor. If it does you
have to start over from the
beginning.
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Game #6
Name and Ball Pass Under time
1. Place everyone in two or three
circles of 8 to 10 people. They have
to say the name of a person and then pass
them the ball in a random order.
2. No one can receive the ball twice. The
ball can’t hit the floor. Participants must
say the other person's name before
they pass the ball. The first time is done to
establish the order.
3. After understanding of the order is
established, challenge the group to see
which group has the best time. For more
difficultly, you can add more balls of
different sizes.
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Game #7
One Word Too Many

Make as many words as you can
but, you can only use the letters in
the word that is on the board.
1. Write a long word on the board.
2. Tell the students that they have
to try to make as many words
from the original word.
3. Give them a time limit.
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Game #8
Splat

Each person has to say a name or word or
topic. No one can repeat a word or name
previously mentioned. If they do they are
eliminated.
1. Pick a topic like colors, names of fruits,
or a characters in a fairy
tale and each person has to say one
without repeating anything
that was said.
2. If someone repeats a color or name
everyone says SPLAT and
that person sits down.
3. The game keep going until there is one
person left or staff stop the game.
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MULTIPLE INTELLIGENCES
Use all the Multiple Intelligences to Express Creativity
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FACILITATING ACADEMIC
LEARNING
PHYSICAL MATH LEARNING
Huggie Bear Huggie
Bear "12/4 = __"
Relay Races
Tangible items to
touch

ENGAGING READING
Pair share reading
Confident Reader
Read out Loud
(animated)
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DEVELOP LANGUAGE
Noun: “who am I”
Use adjective to describe the object as
yourself
o What I do? / What I do for you?

EFFECTIVE LISTENING
Say five statements out loud
Writes down what you hear.
Give it to another student to correct
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CREATIVE WRITING
See a picture, write down what you notice
(monologue)
Identify yourself with something in the
picture
Write a story from your perceptive.
Be descriptive
Free writing/ edit three times
Journal Writing
Private or share with teacher
Discuss journal
Emotional journal
Picture journal
My dreams journal
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KEEP THEM MOVING!
List all the games you can
think of...
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CLASSROOM FACILITATION PROCESSES
Keeping your kids engaged

The 1-3-6 Process
This process is for reading comprehension, writing practice, and
collaborative learning.
1. Introduce a reading article: have the
children read out loud, popup reading,
or paired reading.
2. Have the children do reflective
writing for 3 to 5 minutes.
3. Put the children in groups of 3 and
share 3 main points (the main ideas)
and 5 vocabulary words.
4. Introduce a group project/challenge.
5. Have the groups present their
projects.
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The Creative Process
This process is to spark free - flowing creativity
using technology and different art mediums.
1. Pair up children
2. Instruct groups to identify an object that is
valuable to both of them. This could be done
during a field trip, in any space they
are currently in, during a walk around the
community, utilizing an item in their possession,
etc.
3. Use an artform medium (i.e. photography,
drawing, or collages) to demonstrate the item
they have selected.
4. Give the children time to create a poem
describing the value of the object.
5. Have the children present their art medium
and the poem. You want to create the atmosphere of a poetry slam. The presentations can
be physically displayed or a projector can be
used to display photographs. After each pair
presents their poetry the group should snap
instead of clapping for encouragement.
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Competitive Edge
The intention is to brainstorm vocabulary words
by giving students a theme (i.e. values, cars,
family, games, etc.)
1. Put children in teams of 4 or 5.
2. They will brainstorm for 5 or 10 minutes as
many words as they can on the given theme.
3. Set up the game. Each team must identify a
speaker, a score keeper, an integrity monitor (so
words are not repeated), and everyone else is a
supporter.
4. Set up rules of the game. Each team says one
word at a time in less than two seconds going
around to each team. You set the time for 3
minutes the team with the most words wins.
5. A team will be passed if a word is not said
within the two seconds. The only person allowed
to speak are the speaker and integrity monitor
(the integrity monitor only says the word
“repeat” when a word has already been said)
6. The score keeper keeps score of how many
words their team has said.
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Role Playing
Designed
to
demonstrate
behaviors and
encourage values morals and character building.
1. Give children a scenario, situation to solve, or
value choices (i.e. smoking)
2. Bring three children to the front and have
them plan two skits.
• Skit One: Demonstrates what not to do
• Skit Two: Demonstrates what to do
3. Open the floor for discussion.

Journal Writing
This gives children the opportunity to reflect on
what just happened, or an article that was just
read, or quiet time for no more than 5 minutes.
Time should range according to age:
• Younger kids=less time
• Older kids=more time.
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Listening Lab
An opportunity to practice listening with their
peers. An opportunity to open the floor for
discussion on topics that matter to them or are
impacting them.
1. Put children in groups of 3.
2. Have each child assign themselves an A, B,
and C.
3. Ask the children 'what is listening?' and 'how
does someone really listen?' (Key points to listen
for are: being attentive, eye contact, showing
interest, and not talking when the other person
is talking.
4. Select a topic or a theme (i.e. share a time you
felt really happy with your family.)
5. Give the groups 2 minutes to talk and say
which letter will go will speak first and the other
two will only listen. (i.e. A’s will go first and B/C
will listen) and you repeat this process 3 times.
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Flocking
An opportunity to have children choreograph a
dance, movement, or play as a team. This can
also be used as theme-based (i.e. emotions)
1. Put children in groups of 4.
2. Each team will position themselves in a
diamond to face the same wall.
3. The top of the diamond will do a motion and
the rest of the group will follow. Once that
motion is complete the group will turn to the
next wall and the new top of the diamond will do
a motion that the rest of the group will follow.
This process will continue until each child has
been the top of the diamond. The group can
choose to do more than one round.
4. The group will have 4 or more motions
depending on how many rounds they have
completed. They will combine all their motions
into one choreographed dance, movement, or
play using all the motions they have just created.
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Gallery Wall
An opportunity for children to display projects
and get feedback from their peers.
1. Display all projects on one or two walls.
2. Give each participant post it notes.
3. Allow participants to walk around and view
the projects while writing post it notes with
feedback for each project.(This is an opportunity
for children to learn how to be descriptive and
not just give praise.)

Brainstorming
These activities are important to understand
what children already know and give them a
voice on a topic or issue.
This can be done by body brainstorming which
can be done like freeze dance to also encourage
movement.
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Paired Sharing
This is an opportunity for children to engage in
dialogue and share in a private way. They can
talk about everyday life, feelings, or discuss an
issue that they are experiencing.
• MINGLING: Children are grouped up in
the middle of the room and they are greeting
with each other (i.e. Happy Friday!) and once
you say freeze each child will find a partner and
stand in the front of each other. These pairs will
be given a topic to discuss for 1 or 2 minutes
and then the process repeats with the children
picking a new partner.
• DUETS: Children will sit in front of another
child knee to knee. This allows for longer
discussions and sharing with each other.
• STRAIGHT LINE OR A CIRCLE: Children will
rotate by stepping over to the next person for a
short discussion. You can set up the children in
two straight lines facing each other or a circle
facing out within a circle facing in. This is used
for a one sentence rotation so all children will
have an opportunity to acknowledge each other.
(i.e. “I appreciate you because” or “I’m grateful
for you because” etc.)
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"I am" Introductions
This
is an opportunity for children to
acknowledge their strengths and characters by
using the letters of their name to describe
themselves in an acrostic poem.
1. Have children work individually to create and
Acrostic poem using their first names.
2. Children will present their acrostic poems by
pop up.
3. You can put children in teams of 3 and have
them create a story with 3 characters using the
words in their acrostic poems.

Academic Relay Races
Children will be placed in teams and using chart
paper will compete against each other in a
variety of topics such as multiplication, alphabet,
theme (i.e. naming cars, food, animals, etc.
1. Step up the game and rules
2. Give the children two minutes to plan how
they will complete the relay
3. Time the relay (give no more than 3 minutes)
4. Set guidelines for completion (i.e. neatness
counts but spelling does not.)
5. Only one child can write on the chart paper at
a time.
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Teach Back Through Symbols
Children can teach back the article they are
reading in collaboration. This is a great way to
share the comprehension of an article with the
entire class.
1. Place kids in groups of 3 or 4.
2. Divide the article into sections and give each
group a section to read
3. Instruct them to draw a symbol that explains
the content of the section they read. The symbol
will represent the content for other children to
understand the section they didn’t read.

Writer's Workshop
In a group setting, children can strengthen
language arts and literacy skills such as analysis,
structure, and academic writing.
1. Set up three to five literacy stations around
the classroom.
2. List each station on the board under the
number of Rotations. Examples of stations could
be Storytelling, Fairy Tale ending, Community
Murals, etc.
3. Instruct students to choose assignments for
each rotation and place their names by their
preferred station. There should be no more than
4-6 students in any given station.
4. When prompted, students report to their
chosen station and follow the directions
provided.
5. Allow students to rotate stations at least 3
times.
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RESOLVING CONFLICTS
THROUGH FAIRY TALES
Instructions:
1. Have students read Three Little Pigs
story as a Read Aloud
2. Ask participants take one minute
to reflect on the story
3. Discussion: What do you think of how
the Pigs handled the conflict?
4. In groups of 5 have participants
share with each other & write on Chart
paper 3 main ideas, 5 vocabulary words.
Take best of 3 ideas and write down on
chart paper
5. Put students into groups for
Challenge. Instruct students to write
an alternate ending
6. Have the students present to the
larger group.
7. Conduct Summary discussion. What
is your take away from this process?
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THREE
LITTLE PIGS

The story of The Three Little Pigs featured
here has been adapted from different
sources and from childhood memory.
The primary sources are English Fairy Tales,
retold by Flora Annie Steel (1922) with
illustrations by L. Leslie Brooke from the
1904 version. This story is featured in our
Favorite Fairy Tales and Children's Stories.
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Once upon a time there was an old mother pig
who had three little pigs and not enough food to
feed them. So when they were old enough, she
sent them out into the world to seek their
fortunes.
The first little pig was very lazy. He didn't want
to work at all and he built his house out of
straw. The second little pig worked a little bit
harder but he was somewhat lazy too and he
built his house out of sticks. Then, they sang
and danced and played together the rest of the
day.
The third little pig worked hard all day and
built his house with bricks. It was a sturdy
house complete with a fine fireplace and
chimney. It looked like it could withstand the
strongest winds.
The next day, a wolf happened to pass by the
lane where the three little pigs lived; and he
saw the straw house, and he smelled the pig
inside. He thought the pig would make a mighty
fine meal and his mouth began to water.
So he knocked on the door and said:
"Little pig! Little pig!
Let me in! Let me in!"
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But the little pig saw the wolf's big paws
through the keyhole, so he answered back:
"No! No! No! Not by the hairs on my chinny
chin chin!"
Then the wolf showed his teeth and said:
"Then I'll huff and I'll puff and I'll blow your
house down."
So he huffed and he puffed and he blew the
house down! The wolf opened his jaws very
wide and bit down as hard as he could, but the
first little pig escaped and ran away to hide
with the second little pig.
The wolf continued down the lane and he
passed by the second house made of sticks; and
he saw the house, and he smelled the pigs
inside, and his mouth began to water as he
thought about the fine dinner they would make.
So he knocked on the door and said:
"Little pigs! Little pigs!
Let me in! Let me in!"
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But the little pigs saw the wolf's pointy ears
through the keyhole, so they answered back:
"No! No! No!
Not by the hairs on our chinny chin chin!"
So the wolf showed his teeth and said:
"Then I'll huff and I'll puff and I'll blow your
house down."
So he huffed and he puffed and he blew the
house down! The wolf was greedy and he tried to
catch both pigs at once, but he was too
greedy and got neither! His big jaws clamped
down on nothing but air and the two little pigs
scrambled away as fast as their little hooves
would carry them.

The wolf chased them down the lane and he
almost caught them. But they made it to the
brick house and slammed the door closed
before the wolf could catch them. The three
little pigs they were very frightened, they knew
the wolf wanted to eat them. And that was very,
very true. The wolf hadn't eaten all day and he
had worked up a large appetite chasing the pigs
around and now he could smell all three of
them inside and he knew that the three little
pigs would make a lovely feast.
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So the wolf knocked on the door and said:
"Little pigs! Little pigs! Let me in! Let me in!"

But the little pigs saw the wolf's narrow eyes
through the keyhole, so they answered back:
"No! No! No! Not by the hairs on our chinny
chin chin!"
So the wolf showed his teeth and said:
"Then I'll huff and I'll puff and I'll blow your
house down."
Well! he huffed and he puffed. He puffed and
he huffed. And he huffed, huffed, and he
puffed, puffed ; but he could not blow the
house down. At last, he was so out of breath
that he couldn't huff and he couldn't puff any
more. So he stopped to rest and thought a bit.
But this was too much.
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The wolf danced about with rage and swore he
would come down the chimney and eat up the
little pig for his supper. But while he was
climbing on to the roof the little pig made up a
blazing fire and put on a big pot full of water to
boil.
Then, just as the wolf was coming down the
chimney, the little piggy pulled off the lid, and
plop! in fell the wolf into the scalding water. So
the little piggy put on the cover again, boiled
the wolf up, and the three little pigs ate him for
supper.
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