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Sometimes theatre entertains us,
taking us to a place of imagination
and wonder. Sometimes it educates,
giving us an insight into a world that
is fascinating and unfamiliar. When
it does both these things it creates
that rare magic that leaves audiences
inspired and informed. It’s theatre
that’s powerful, engaging, imaginative,
and leaves us a little transformed.
That’s the world and territory of
Follow Me Home.
Australian Theatre for Young People
(ATYP), the national youth theatre
company, is recognised around the
world for taking the stories of young
people to the national stage. For this
project, ATYP has teamed up with the
Office for the Advocate of Children
and Young People (ACYP) to look
into the lives of young people who
experience homelessness. Developed
in consultation with young people
from across NSW, Follow Me Home
explores the extraordinary lives of
those who move among us unseen.
The premiere season of Follow Me
Home was presented by Riverside
Theatres with support from the
James N Kirby Foundation.
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How to use this resource

—
Curriculum Connections

This resource has been created for
teachers and students to facilitate
informed and productive conversations
around youth homelessness.

Stage		
Subject
Outcome
5		Drama		5.3.1
				5.3.2

Inside you’ll find dramatic activities
designed to help participants engage
imaginatively with the themes of Follow
Me Home and the experiences of its
characters. Interspersed throughout
the activities you’ll also find statistics
that paint a picture of the state of youth
homelessness in Australia today, which
could be the focus of further discussion
and independent research.

—
Audience Advice
Follow Me Home depicts young people
living with the realities of homelessness.
These stories explore themes of:
—— domestic and family violence,
—— physical abuse and neglect,
—— drug use,
—— mental Illness,
—— references to suicide,
—— references to sexual abuse.
If you have been affected by any of
the themes in Follow Me Home, help is
available. Go to the back of this pack for a
list of relevant services.
Follow Me Home contains
coarse language.
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		English
EN5–5C
				EN5–7D
				EN5–8D
6		Drama		H3.4
				Australian 		
				Drama and
				Theatre
		English
EN11–5
				EN11–7
				EN11–8
				EA11–5
				EA11–7
				EA11–8
				EN12–5		
				EN12–7
				EN12–8
				EA12–5
				EA12–7
				EA12–8

—
What does home mean to you?
44,000 young Australians under the
age of 24 are homeless.
Young people represent 38% of the
overall homeless population. 1
There is probably somewhere you
think of as your home. Home might
be the building you live in. It might
be your family, or the people you feel
closest to. Perhaps it’s simply where
you sleep or where you store your
belongings. Somehow, it’s home
to you.
Like thousands of young people in
Australia today, the characters in
Follow Me Home are living without a
safe and stable place to call home.
But what does home mean to you?

—
Activity
A Place to Call Home
1
Break into small groups and
brainstorm a list of things that
you associate with your home. For
example, these could be places,
people, objects or feelings. When all
groups have finished, compare each
list and see if there were any common
words. Discuss how these words
evoke a sense of home.

2
Back in your groups, make a second
list of things that cause you stress in
your life and the ways that you usually
manage that stress. Once again,
compare all groups’ lists and look for
common experiences.

3
Now imagine all the elements of
home that you identified in Step 1 are
unavailable to you. How much did you
rely on them to manage stress in your
life? As a class, discuss what you think
you might have to do differently if you
didn’t have a home or family support
you could depend on.

—
Image
Photographer
Luke Stambouliah
Art Director
Justin Stambouliah
Talent
Jordan Dulieu
Jasper Lee—Lindsay
—
1
Australian Bureau of Statistics

—
Pathways in and out of
homelessness
Becoming homeless is rarely, if ever, a
choice. The main reasons young people
aged 15—24 become homeless are:
37% Housing crisis:
Lack of access to affordable housing.
25% Domestic and family violence:
Forced out of home over fears for
their safety.
15% Inadequate/inappropriate dwelling
conditions: Vacating housing that is not
suitable for habitation or is overcrowded.
13% Relationship/family breakdown:
Family supports have eroded to the
point that staying at home is no longer
an option.
11% financial difficulties: Lack of financial
or other resources that would enable them
to secure a place to live.

—
Homelessness affects young people in
many different ways, not all of which are
immediately noticeable by the people
around them. Without a home to go to,
young homeless people face difficult
decisions about how to get by, and the
path forward is often not immediately
clear.
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The following activity encourages players
to imaginatively engage with the struggles
faced by a young homeless person and
challenges the ensemble to work together
to tell a story collaboratively.

→

—
Activity
Collaborative Storytelling
1
Nominate one person to be the
Facilitator, the rest of the group
stand in a circle. The objective of this
activity is to craft one continuous
narrative that follows the story of a
young person who becomes homeless.
The Facilitator’s role is to introduce
complications into the story, while
successive players propose ways of
overcoming them and moving the
story along.
The game follows the following
sequence. First the Facilitator
establishes the scene.
—
Facilitator
“You find yourself on the street. You
have the clothes on your back and
the items in your bag and nothing
else. You cannot go home.”
Player 1
“So… I call my friend to ask if I can
crash at their place.”
Facilitator
“But… Your phone runs out of charge
so you can’t call your friend.”
Player 2
“So… I go to their house to ask them
in person.”
Facilitator
“But… You don’t have a driver’s
licence or any money for public
transport.

2
Repeat the But/So structure until
each player has had a turn, or
continue until the story has been
resolved. Discuss how relatable you
found the character’s journey and
reflect on the outcomes of their
decisions.

A note for the Facilitator
To ensure the group’s story stays
grounded in the realities of youth
homelessness, consider the following
themes as inspiration for the
complications you introduce into
the story:
Safety (e.g. You are frightened to
go back to the shelter because of
someone who stays there)
Accomodation (e.g. You are asked
to leave emergency accomodation
without any other long-term solution)
Social (e.g. You can’t afford to go out
with your friends)
Health (e.g. You get sick and can’t
easily access health care)
Education (e.g. You are falling behind
at school)
Employment (e.g. You don’t have
clothes for a job interview)
Logistics (e.g. You aren’t able to
top—up your Opal Card, charge your
phone or wash your clothes.)

—
Close to home
97% of young homeless people are
not sleeping rough. If that is the case,
how many other ways are there to be
homeless?
59% live in overcrowded dwellings:
Dwellings with too many people living
in too few rooms. Aboriginal and Torres
Strait Islander people, new migrants, and
students born overseas are groups who
experience high levels of overcrowding.
18% live in supported accommodation for
the homeless: Government and non—
government residences designed to shelter
and support homeless people.
These include hostels for the homeless,
homeless refuges, crisis accommodation
and night shelters.
10% are couchsurfing: Temporarily
staying as a visitor with a family member
or friend.
9% live in boarding houses:
Non—private residences where large
volumes of homeless people stay on an
ongoing basis. These may include boarding
houses, motels, staff quarters and illegal
tenancies in large residences.
3% are sleeping rough: Unable to access
alternative accommodation options
and living on the street, in tents or in
impoverished dwellings.
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Being homeless impacts many areas of a
young person’s life and can lead to:
—— social isolation,
—— poor physical and mental health,
—— higher incidences of physical and
sexual violence,
—— absence from school,
—— academic underperformance,
—— unemployment,
—— substance abuse.

—
Anyone can be affected by
homelessness, even people you might
not expect. It could be affecting
someone close to you without you
being aware.
This improvisation activity explores
possible ways of raising this sensitive
subject with someone in your life, and
the potential impacts that helping or
avoiding the issue could have.

—
Activity
To help or not to help?

2
The performers improvise a scene
in which they each try to convince
the other that their way of "helping"
Imogen is the best. The scene ends
when one character changes their
mind, or the conversation breaks
down.

3
Discuss what tactics were employed
by each character to try and win—
over the other. Were they convincing
for an audience? Reflect on the
potential effects of the solutions that
were proposed, and whether you
believe they would have been helpful
to Imogen.

1
Two performers, A and B, improvise
a short scene according to the
following scenario.

—
Variation
What are you not telling me?

The scenario: The performers are
discussing their friend, Imogen, who
is the same age as them. Imogen is
living in an overcrowded dwelling. It is
difficult in the share house and there
is no adult taking care of her. She has
been missing school and assignments,
sneaking away at lunch time to shower
in the gym and rarely has a proper
packed lunch. She doesn’t like to talk
about her living situation, even to her
good friends, and tries everything she
can to hide it from the world.

1
Play out the scene as above, but with
one difference: Imogen has opened—
up to A about her situation and made
them promise not to tell anyone. B
has sensed that something’s up with
Imogen and wants A’s help to get to
the bottom of it. B tries to convince
A to get involved and A tries to keep
Imogen’s secret.

A strongly believes that they should
intervene in some direct way, while
B is convinced they should let Imogen
figure things out for herself. Both
honestly have Imogen’s best interests
at heart.

2
The scene ends when A agrees to help
B without giving up Imogen’s secret,
or A gives the secret away.
3
Discuss the consequences of acting or
not in this situation, and consider the
ethical implications faced by
each character.

—
Who are they?
Of the 44,000 homeless young people
in Australia2:
36% are under 12 years of age
23% are aged 12—18
41% are aged 19—24
53% are male
47% are female 3
Aboriginal young people are 11x more
likely to be homeless. 4
Young people living in regional and remote
areas are 17x more likely to be homeless
than children living in cities. 5
Young people from the lowest SES areas
are 13x more likely to be homeless than
children from the highest SES areas. 6
Young people with probable serious
mental illnesses are 3.5x more likely to
experience homelessness. 7

—
2
Australian Bureau of Statistics, 2016
3
Australian Bureau of Statistics, 2016
4
Australian Institute of Health and Welfare, 2018
5
Australian Institute of Health and Welfare, 2018
6
Australian Institute of Health and Welfare, 2018
7
Mission Australia, Youth Mental Health and Homelessness
Report (2017)
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Safe and sound
For most, a home represents safety
and security. Without a home to go
to many young people must trust in
unfamiliar institutions and individuals,
which can be challenging and
frightening. The following activities
imaginatively explore what it’s like to
feel vulnerable and to be forced to
place your trust in others.

—
Activity
Blind walk
1
In pairs, nominate one person to be
the Driver and the other to be the
Passenger. The Passenger stands
in front of the Driver with their eyes
shut, while the Driver has their eyes
open. The objective is for the Driver
to steer the Passenger around the
space while keeping them safe from
collisions and other hazards.
The Driver uses the following signals
to direct the Passenger safely:
—— Tap the right arm =		
Turn 90 degrees right
—— Tap the left arm = 		
Turn 90 degrees left
—— Tap the middle of the back = Stop
—— Tap the back of the head = Go

2
Allow both players to experience being
the Driver and the Passenger, then
discuss how it felt as the Passenger to
entrust your safety to someone else,
and as the Driver how it felt to be
responsible for the other person.

—
Activity
Safe spaces
1
Nominate one player to be the Chaser
and another to be the Bulldozer, the
rest of the group are the players.
Each player places a chair somewhere
in the space, facing in any direction.
The chairs provide safety for players,
but they may only remain on the same
chair for five seconds before they
must move.

2
Players must try to move between
chairs without being caught by the
Chaser, whose objective is to tip as
many players as they can. Tipped
players are out of the game. The
Bulldozer’s objective is to turn over
empty chairs, reducing the number of
available safe places.

3
The game ends when all players have
been tipped, there are no more upright
chairs left or there is one player sitting
in the last remaining chair.

4
Discuss how you felt when you were
safe, and contrast this with how you
felt when you were vulnerable.

—
Stigma and status
Young people who become homeless
often face social stigma and isolation.
They also frequently grapple with
feelings of inadequacy and being
looked down upon by society. These
games provide a safe framework
within which to imaginatively explore
these themes.

—
Activity
Status walk
1
Nominate one person to be the
Facilitator. The remaining players
begin walking around the room in a
neutral fashion. Players may make eye
contact as they pass each other, but
may not interact in any other way.

2
The Facilitator chooses one player at a
time to become ‘low status’ by calling
their name. That player transforms
their movement to show that they are
now of a lower status than the rest of
the group. They are free to interpret
this direction however they wish.

3
The Facilitator gives each player the
opportunity to inhabit the low status
position before moving onto the next.
The activity ends when each player
has had a turn.

4
Discuss how it felt to be of lower
status than the rest of the group. How
did it affect your self-image and your
relationships with people you passed?
How did your body change?

—
Extention activity
The golden thread
1
Nominate one person to be the
Facilitator and divide the remaining
players into players and audience.
players form pairs (A and B) and stand
across the room facing their partners.
2
A and B imagine an invisible track
between them. For now, they may
only move forwards and backwards
along this track. Next, both A and B
imagine they are also connected by a
golden coil that contracts when they
move closer together and stretches as
they move apart. Without speaking,
players experiment with moving
together, imagining the golden coil
connecting them. Players should try
using different pace and movement,
but avoid creating characters or a
defined relationship.
3
The Facilitator now secretly assigns
each person conflicting intentions
(i.e. A loves B, but B wants to avoid
A). Players may now leave their track,
but remain connected by the golden
coil. Without speaking, they attempt
to achieve their respective goals as
they move freely around the space.
The activity ends when either player
succeeds in achieving their goal.
4
Reflect on the nature of the
connection between partners: how
did it feel? How was your physicality
affected? Discuss the ways players
demonstrated their intentions through
movement and how these were
interpreted by the audience.

—
Make noise!

—
Support services

Youth homelessness is on the rise.
But there are things you can do:

If you or someone you know is
experiencing homelessness,
support is available:

—— Volunteer at a local homeless
service
—— Organise a fundraiser with your
school or local community
—— Have conversations about youth
homelessness with your family and
friends
—— Share statistics, stories, facts
about youth homelessness on
social media
—— Write about it in your school
newsletter or local newspaper
—— Write to your local MP to express
your concern and ask them about
their plan for youth homelessness

Lifeline
13 11 14
Lifeline is a 24/7 crisis support and
suicide hotline service.
Kids Helpline
1800 551 800
Link2Home
1800 152 152
Link2Home is a 24/7 homelessness
crisis support line.
Emergency Services
000
Domestic Violence Line
1800 656 463
Child Protection Helpline
13 21 11
NSW Victims Access Line
1800 633 063
NSW Government Family and
Community Services
www.facs.nsw.gov.au/housing/help

—
This resource has been developed by
ATYP Learning with special assistance
from Keshini de Mel.

AskIzzy
askizzy.org.au
Ask Izz is a free and anonymous
service, which will help you find the
services you need when you need
them. Find housing, meals, healthcare,
counselling, legal advice, addiction
treatment and more.

