
Mythstories Gallery Guides 

 

follow the ducks 

 

each exhibit has a duck nearby, 
each duck has a number on its back, 
look at the number in this book. 
 

 

information about  

the exhibits in the  

main hall . 

  

Room 3  



  

The Ramayana is one of the two great Indian epics, the other being The 

Mahabharata. There are many versions, the most common is a poem of 24,000 

couplets, composed by the sage Valmiki in the 4th century BC, and written down 

in the 6th century AD. However t he story, which originated in North East India, 

had been retold for centuries before Valmikiõs version. 

 

The Ramayana tells the story of Rama, an incarnation of Vishnu, whose mission 

is to kill the evil demon Ravana . The story follows Rama's life from his divine 

conception through childhood; marriage to the beautiful Sita; banishment from 

his kingdom; fourteen years spent in exile in the wilderness; the abduction of his 

beloved wife; his long search to find and free her; his triumphant battle with 

Ravana; and his joyful return to the kingdom of Ayodhya. It is an intensely moral 

story, which covers all emotions.  

 

Scholars believe the story has an historical context, based on events during the 

early days of the Aryan occupation of Northern India. Rama was the son of a 

chieftain, the ômonkeysõ were a friendly tribe of people living an ôuncivilisedõ (to 

Aryanõ eyes) life in the enormous forests of Central India. The ôdemonsõ were 

from a race that had made their home on S ri Lanka and were beginning to invade 

the Southern Indian mainland. However the historical context pales into 

insignificance when compared with the religious importance of the story.  

 

The Ramayana is one of the most important gospels of the Hindu faith.   The 

Hindu trinity consists of: Brahma, god as creator; Vishnu, god as preserver; and 

Shiva, god as destroyer and re -creator. Vishnu steps in whenever there is trouble 

in heaven or on earth and was born as Rama to save the world from the 

personification of evil, the demon Ravana.  

 

Sita is both woman and daughter of the gods, found in a furrow of ploughed 

ground by her father King Janaka. Some believe she is an avatar of Lakshmi, 

goddess of beauty and fortune.  

 

Rama and Sita are the ideal man and woman, examp les to every boy and girl. 

Rama is the perfect son, brother, husband, warrior and king.  Sita is the perfect 

woman; tender, compassionate and devoted.  

 

The Ramayana  

An Indian epic tale  



The places in the story are actual places where today's people make pilgrimages; 

Hanuman Langurs still r oam around villages looking for food and making 

mischief; Sita's clothes are much the same as the clothes worn by women 

throughout India today. This gives this tract a continuity that no other religious 

story can claim. The Ramayana has remained part of ev eryday life; told, read and 

acted out in cities; recited by storytellers in the smallest most isolated villages 

much as it would have been for tens of centuries.  

 

In September or October in Northern India the festival of Dussehra (Dasera) is 

centred on the  Ramayana. Over the ten -day festival the people celebrate Rama's 

victory over Ravana. The story is acted out in a sort of pantomime called Ram 

Lila (the play of Rama). Huge effigies of Ravana are made and at the end of the 

performance destroyed or blown ap art with fireworks and firecrackers. On a 

smaller scale children make small clay or mud statues of Ravana and smash 

them to symbolise the victory of good over evil.  

 

Diwali, the festival of light and the Indian New Year (usually in October) 

commemorates, i n some areas of India like Punjab and Gujerat, the coronation 

of Rama, and his triumphal return. The story tells how lights were lit in every 

window of the city of Ayodhya to guide Rama and his friends home.  

 

Valmiki's poem ends: - 

 

"Rama is ever pleased w ith those who listen to his story or who tell the whole of 

it, and those who do so will attain happiness like unto that of Rama, he whose 

deeds are imperishable, he who is Vishnu, the eternal, the lord. May prosperity 

attend you! Recite it with love and ma y the power of Vishnu increase!"  

 

 

Make your way around the 15 paintings.  

 

Read the synopsis of the story on the luggage 

labels.  Turn the handles of the automata and 

investigate the contents  of the drawers and 

cupboards.  

 

Thereõs things to smell, things to admire and things to 

dress up in  (youõll find instructions for folding a sari and 

a sarong a few pages forward).  

 

You can make and colour a  stick puppet  too .  



The 15 acrylic painting s that tell the story were created by artist  Dez Quarrell 

between 1988 and 1992 and form part of Mythstories õ core collection.  

 

Most of the rest of this exhibit arrived in 2006 thanks to a grant from NESTA 

(National Endowment for Science Technology and the Arts) under their 

ôlluminateõ fund. 

 

The automata were made by artist John 

Grayson  based on detailed descriptions 

given by adult l ifeskills students at 

Shrewsbury College of Arts & Technology .  

The students  worked with storytellers from 

Mythstories museum and John to come up 

with  the concepts for each artwork.  ΟThe 

students heard the story of the Ramayana  in 

five episodes.  At the end of each episode,  

they looked at Dezõs paintings. Then one of 

the students described an other image the 

story  had created in their mind and 

answered  quest ions put by other students  

building up the detailed descriptions of five 

key kinetic momen ts.Ο 

 

Look up and you will see five 

beautiful shadow puppets  depicting 

characters in the story.  They were 

hand -made from animal hide and 

coloured by India -based puppet 

masters Kavi & Leela Ma hipat , who 

use similar puppets in their own 

shows.  

 

 
You can cut out and colour your own  stick puppet using the kits in the ôcabinetõ.  

Or if you prefer you can take a kit home to make later.  

 

And on top of the cabinet is the traditional Indian game of Pachisi which you are 

welcome to try to play.  Full instructions follow.  

 

The Diwi lamps on the cabinet and paper door hangings and friezes displayed 

under paintings 7 ð 12  were brought back from India and donated to 

Mythstories by storyteller Peter Chand . 

 

Many of the items of clothing in the drawers and the fabrics under paintings 1 

ð 6 were collected during her travels in India and donated by Jude Willerton.  

  



On the top of the cabinet you will also find a modern game, TalkTent.  

 

This was created in 200 1/2 by storytellers Jan Blake, Malika Booker and Helen 

East, working with artists Ali Pretty and Lucille Tuitt and pupils from ten 

schools in London.  

 

The pupils batiked  10 panels, each depicting three stories, that were put 

together to create a life -size tent for storytelling and story creating.   

 

The tiny tent you see on the cabinet was designed and 

produced by Kavi and Leela Mahipat  to contain a game that 

linked some of those stories together.  

 

 

Open the tent VERY CAREFULLY and 

explore the pockets and boxes inside.   

 

 

 



How to tie a Sari  
 

 

 

 

And five ways to tie a Sarong  



 



The Rules of Pachisi   

Pachisi , also known as "Twenty Five", is the national game of India and has 

been played there for millennia.   Pachisi should not be confused with the 

modern commercial Western derivatives Ludo (UK) and Parcheesi (USA), 

both of which are simplified and less skilfu l.  

 

Equipment  

 

The game of Pachisi is played on a board in the shape of a cross, each arm 

being divided into three adjacent columns of eight squares.   Three of the 

squares on each arm are highlighted with a cross or some other 

distinguishing mark - the mid dle square at the end of each arm plus the 

fourth square in from the end of the arm on either side.   These squares are 

called "castles".   The middle of the cross forms a large square called the 

Charkoni.  

 

Sixteen beehive shaped pieces are used, in four groups of four. The 

element of chance is provided by 6 small cowry shells that, when thrown, 

indicate an amount according to the following rules:  

 

2 cowries with mouths up - 2  

3 cowries with mouths up - 3  

4 cowries with mouths up - 4  

5 cowries with mouths up - 5  

6 cowries with mouths up - 6  + grace  

1 cowries with mouths up - 10 + grace  

0 cowries with mouths up - 25 + grace  

 

A grace is a special allowance which is a critical part of the game.  

 

Preparation  and Objective  

 

The game is for four players playing as partners.   Partners sit opposite each 

other .  To begin, the pieces are placed in the Charkoni.   Each player throws 

the cowries - highest plays first and thereafter turns are taken in an anti -

clockwise  direction.  

 

It is possible to play the game with two players.   In this case, play proceeds 

exactly as if there were four players but one player plays the partner 

counters too.  

 

Each player's objective is to move all four pieces down the middle of the 

nearest arm, around the edge of the board in an anti -clockwise direction 



and then back up the same arm to finish back in the Charkoni.   The pieces 

are placed on their sides when returning up the middle of the arm towards 

the Charkoni in order to distinguish t hem from pieces just starting.  

 

Pachisi is a team game, and is only won when partne rs have all eight pieces 

home.  As with all true team games, working t ogether is the key to 

winning.  

 

Play  

 

Moves are decided  by throws of the cowry shells.  To begin a turn,  the 

player throws the cowries.  The player move s a piece the number indicated.  

If a grace is thrown, the piece moved can be played out of the Charkoni 

onto the board, if desired, and the player is allowed another throw and so 

on until a 2, 3, 4 or 5 is t hrown.  

 

The first piece to leave the Charkoni for each playe r can depart using any 

number.  All subsequent pieces are only allowed to start or re -enter the 

game using a grace throw.  

 

More than one piece from the same s ide can occupy the same square.  A 

piece is not allowed to finish on a castle square that is occupied by one or 

more enemy pieces.  

 

If a piece finishes on a non -castle square inhabited by one or more enemy 

pieces,  the enemy pieces are captured.  Captured pieces are returned to the 

Charko ni from where they  must start again with a grace.  A player making a 

capture is allowed another throw of the cowries to be taken immediately.  

 

Moving is not compulsory and a player may decide not to m ove having 

thrown the cowries.  This is typically done i n order to remain safely within a 

cast le square or to help a partner.  A common strategy is for a piece to 

remain upon the castle square at the end of the third arm until a 25 is 

thrown, thus allowing that piece to finish without risk.  

 

It is possible for a piece, upon completing its circuit, to carry on arou nd the 

board for a second time.  This is often done in order to assist a partner 

who is lagging behind.  

 

Pieces finish the game by re -entering the Charkoni, having co mpleted a 

circuit of the board.  However, a player is only allowed to move a piece into 

the Charkoni by thro wing the exact number required.  

 

Instructions from Masters Traditional Games the makers of the board.   



  

Artist Lucy Moxon, aided and abetted by Mythstories storytelling 

apprentice Jake Evans created this marvellous  interactive exhibit for 

the museum , which was installed on Friday 31st M arch 2017.  

 

The Wondertale Maker is a magical tree which visitors can adorn with 

heroes, helpers and villains and leaves of narrative to create their own 

story.  Just follow the instru ctions on the next page  to create your own 

Wondertale.  

 

It was made as part of a project called òinQb8oró which funded a year 

long storytelling apprenticeship for young storyteller Jake Evans.  Jake 

worked on a number of key tasks under Mythstoriesõ guidance before 

gaining his qualification.  

 

His partnership on a cross artform collaboration with emerging fine 

artist Lucy Moxon was set the task to come up with an installation that 

would allow visitors the chance to make their own tales using the 

structure of  the classic wondertale.  Lucyõs resulting artwork is great 

fun to use and embeds the structure of this traditional archetype in all 

usersõ minds. 

 

We would like to e xpress our profound gratitude to Arts Council 

England for supporting this fruitful collabo ration with Lottery Funding .  

And we hope to use Lucyõs undeniable talents again in the near future. 

 

Meanwhile Jake who was initially introduced to 

storytelling by Mythstories at the age of 15, 

continues to work with the Mythstories team on a 

project to project basis while he develops his own 

career as a professional storyteller.   

The Wondertale 

Maker  

An interactive 3 -D Artwork  

http://www.artscouncil.org.uk/


 



  

 

The wa gon was created in 2007 in  a project led by six local traveller teenagers : 

Richard, Cody, Bobbie, Cacey, Jason and Henry . For them it was an opportunity 

to tell the story of their own heritage. The traveller people in Britain are among 

the last true carriers of the oral heritage le arnt tongue to e ar. While in Scotland 

their role  is recognized,  here in Eng land that is yet to be the case.  

 

The young people, with the help of The West Midlands Education Service for 

Travelling Children, wrote a successful bid to the Local Network Fund th at paid 

for artists Tom and Una from Illuminations Media to help them turn the fireplace 

of the museum into the storytelling wagon.  They also brought in musician / 

storyteller Dave Arthur who shared traditional gypsy tales he had learnt from 

families of K ent travellers and taught the girls how to dance over the broom and 

the boys some traveller melodies.  Traveller friend, artist Maggie Roberts and her 

daughter Jasmine, showed the teenagers how to decorate the front of the bow -

top wagon in the traditional way and created the sign above the exhibit.  The 

stool decorated with horsesõ heads is also Maggieõs work.  Other items for the 

interior wagon were collected by the teenagers.  

 

There is an album of photographs showing 

some of the highlights of this project  and 

two later projects (see below), on the shelf 

in the red cupboard.   

 

Henry made a video documenting the 

project, which you can see on Wordscape 

North Shropshire (room 2, duck 5).  

 

The Romany Gypsy 

Storytelling Wagon  



In November 2008 the Prees Travellers  Group, which included some of the 

parents of the teenagers who had made the wagon, created a mosaic with artist 

Elizabeth Turner.  This was to be part of the Whitchurch Mosaic Heritage Trail.  

The mosaic includes photographs of the traveler homes today an d a small 

picture tile and mosaic of Henry and Cacey next to the Romany Gypsy 

Storytelling Wagon.  The travelers wanted their mosaic to be with the wagon in 

Mythstories and kindly donated it to the museum.  

 

In 2009/10 Henry and Cacey returned to the museum  with Sylvester, John and 

Charleen from Prees Heath and Jamie Nadine, Sherel and Alisha from Park Hall, 

nr. Oswestry.  This group made the special boxes that slide under the wagon 

settles and filled them with memorabilia relating to a person who would have  

lived in a wagon like the bow -top.  This project ôLife In A Boxõ was funded by the 

Heritage Lottery Fund.  The teenagers worked with wagon -maker Elijah who 

taught them the woodworking skills they needed and Maggie returned to 

supervise the painting.  

 

Elijah also demonstrated how to make the traditional traveler crocket -baskets, 

wooden flowers and paper flowers that can be found among the items on 

display.  

 

The group visited Shropshire Archives to research the lives of their ancestors 

and recorded a short l ife -story of each of the four chosen people.  

 

Reset the slider on the left hand side of the 

cd machine on top of the stove to ôCDõ and 

press ôplayõ to hear the stories.  Look in the 

boxes and see if you can work out which 

box belongs with each life -story.  

 

The final stage of this project used footage from the 

recordings of Media Archive of Central England, 

showing traveller evictions in the 1970s and 1980s.  

The teenagers responded to the prejudices shown by 

recording raps at The Hive, Belmont, Shrewsbury.   

This activity was funded by the Shropshire Diversity 

and Equalities Fund.  

 

The Romany Gypsy Storytelling Wagon provides an intimate space just waiting 

for a story to unfold.  It's somewhere most of our visitors find themselves sitting 

comforta bly listeni ng to a tale or two.  

  



  
 

 

 

Listen to a story and its soundscape.  Chose 

percussion instruments and play along or 

create your own soundscape . 

 

The pink river dolphin is almost extinct.  Listen 

to the story of Bufeo Colorado to find out why.  

 

Make up your own story using the finger 

puppets from Peru.  

 

 

 

 

 

 

 

This exhibit was created in 2006 as part of Touch It, Move 

It, Feel the Rhythm and Do It!  It was funded by the 

National Endowment for Science, Technology & The Arts.  

 

Reception pupils at Whitchurch  Infant School listened to rainforest 

stories and experimented with sounds and rhythms.  Musician Rich 

Wilson recorded them and mixed in noises from the rainforest to 

create the soundscapes.  

  

The South American 

Rainforest  

 

Stories told in sounds  



 

In 2006 we set Rick Wilson a challenge. Rick, a musician 

and percussionists, has a long pedigree of working 

alongside storytellers and tells stories himself too, but 

could he tell stories with no words?  

We gave him a Reception class from a local infants 

school to help him along with the task, and we chose 

three stor ies from the South American Rainforest for 

him to retell.  

In the picture above you can see Rick and his willing 

helpers creating the sound of footsteps walking and 

running through the leaf mulch. Rick and his team came 

up with all sorts of different record ing scenarios, most 

of which shall remain top secret, but can you imagine 

the sound of twenty small mouths sucking on mangoes?  

Rick went back to his studio in the Welsh hills and 

waved his magic  sampling wand and came up with the 

amazing results.   


