Story-telling and Telling-my-story
An idea based on figures 1 and 2. 
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There are many projects proposing computing science activities without a computer beginning with Cs-unplugged project by ….. [..], several contests for primary and middle schools such as Beaver proposed by Valentina Dagiene.. [..], Kangourou for Informatics …

In 2006 for the master course of the Italian MIUR “..” attendees were proposed informatics activities introducing to programming both using Logo  and working on unplugged activities based on discussing algorithms used in our everyday normal life [..].  Often educational robotics is seen as a proper introduction to programming because it concerns “concrete programming” i.e. making physical artifacts like small robots move around, avoiding obstacles as pupils would do if they were asked to [..].
Also Scratch allows concrete activities where a pupil makes a character (a sprite) behave like him/her would behave in several environments. An example in figure 1. The background shows a path going from school to ….

In this way a pupil describes on the background what would be his/her behavior and specifies it in Scratch  for the sprite behaves in the same way  The use of the answer yes or no to the question “ do we need bread”, asked to the user running the program, makes the sprite go to the bakery, then turn to go back to the crossroad and finally go home as he/she would have done in case bread was not necessary. 
The if-then-else command is used to specify the sprite behavior with the environment in figure 2 where a playground is added to the scenary.
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These activities have been proposed to students in their first year of their secondary school during lectures introducing to programming, after story-telling activities as described in [..]. Story-telling can result in a quite simple coding exercise: a sequence of actions performed by the different characters of the story one after the other (or in parallel but let us drop this possibility for this discussion). Though this simplicity, the results can be astonishing and quite interesting for adults and children, see as an example the  Solar System Discovery developed by Lawrence Williams students [..].

Everyday life has plenty of stories like the School-breadOrPlayground-home in figure 2. Stories that are problems already solved because adults and young people live them every day: they are our-stories. Teaching characters to behave in the same way only or basically requires learning how to express in  their language the actions we perform when we are living them. This is a going from story-telling (again, I would say, in our methodology it is going from easy story-telling to telling-my-story) for someone attending lectures introductory to cs.

An evolution of the stage described in the previous section concern using if-then and if-then-else commands learnt developing our-on-stories into more sophisticated general stories and producing “stories-with-crossroads” [..], i.e. stories having not only sequential actions yet having a development that depends on user interactions or on other characters interactions.
Other activities can be introduced similarly. In [..]the translation for a NXT robot was described of the holidays some schoolchildren spent in their summertime. Arriving in the town where the grandmother of one student is living and not finding her home results in going to somewhere else and then back until she arrives at home.  This gives another example of an our-own-story expressed using the repeat-until-grandmother-arrives pattern that doesn’t require much explanation and becomes the repeat-until-condition-satisfied pattern in the students mind.
