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Welcome to Quest Creators

The Quest Creator program is designed to expand on the 4 Cs - critical thinking, 
communication, collaboration, and creativity - that are at the heart of all things Quest. 
As students develop and produce original characters, artwork, and stories, they are 
empowered to see themselves not only as thinkers and doers, but as architects of their 
own experience. The powerful pairing of creative work with SEL activities offers a holistic 
approach to self-knowledge, and ultimately, self-esteem.

Each program module focuses on a specific area of storytelling. The modules give 
students a variety of cross-disciplinary individual and collaborative activities to explore 
a storytelling element from a multitude of perspectives and approaches. As learners 
advance through the activities, they will work in their tribes to use their creative skills 
to win house points that contribute toward their tribe’s overall score at the end of the 
summer. As in all Quest programs, points are intended to be fun and motivational 
rewards that emphasize collaboration and critical thinking over prior knowledge. 

The modules are categorized into three parts. Foundational activities introduce the 
topic through hands-on projects. Expansion activities build on that information and 
put students’ skills to work in different ways. Finally, Enrichment activities will give your 
learners flexible creative and SEL games to supplement their learning. 

If you’re doing Quest Creators for 10 hours this summer, you will focus on Foundational 
activity plans only. If you’re doing it for 20 hours, you’ll complete all Foundational and 
Expansion activities. Enrichment activities, which run approximately 30 minutes each, 
can be add as optional supplemental art, writing and SEL games for when you have 
additional time. 

After completing the Foundational activities, your 3rd-5th grade learners will have 
generated countless stories, drawn and described settings, written and shared about 
themselves, and will ultimately collaborate in their tribes to produce original story 
settings, complete with artwork and written descriptions. Students completing the 
Expansion activities will also create a gamified challenge component to pair with their 
setting, to be presented at a museum-type showcase for family and community at the 
end of the program.

You will find all digital materials, including videos and images to share on screen with 
students, in your Quest Creators online portal.
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SCOPE AND SEQUENCE

Expansion EnrichmentFoundational

Module 1 Learning Objectives Main Activity Materials, Videos & 
Workbook Pages

A. Physical &  
Personality Traits

Students learn to identify and describe personal 
strengths and weaknesses and character strengths 
and weaknesses.

Students will invent, describe, and 
draw original characters.

My Strengths & Weaknesses pages, Character 
Sheet 1, Character Traits & Actions cards, Character 
Introduction video, Drawing a Character art tutorial 
video, pencils, coloring pencils, extra paper for 
drawing practice, Journal Prompts.

B. Character Perspectives

Students learn to identify and describe characters’ 
thoughts, emotions, and perspectives.

Students collaborate to write 
a first-person narrative from a 
character’s POV.

Completed Character Sheets, Thoughts, 
Emotions & Actions page, Character Speech 
& Thoughts page, pencils, extra paper for 
writing practice.

Enrichment Activities

Students will explore characters in more depth 
and draw from their personal experiences and 
traits.

Students create original superhero 
characters.

Drawing a Manga Character art tutorial video, 
coloring pencils, blank paper for writing and 
drawing.

Module 2 Learning Objectives Main Activity Materials, Videos & 
Workbook Pages

A. Settings –  
Where & When

Students will learn to identify and describe settings, 
then they’ll draw and describe an original setting.

Students collaborate to draw and 
describe a setting.

Setting video, Setting Basics page, Creating a Setting 
page, Drawing a Place art tutorial video, Enhancing 
Descriptions word bank, pencils, coloring pencils.

B. Setting’s Impact  
on Story

Students will learn to connect story settings with 
story events and genres.

Students collaborate to create 
characters and story events 
connected to a setting.

Where I’m From -> Who I Am pages, Setting 
Connections page, Journal Prompts, pencils.

Enrichment Activities

Students will apply what they’ve learned about 
story settings and characters.

Students will draw settings and 
characters to swap with other 
tribes.

Blank paper for writing & drawing, pencils, 
coloring pencils.

Module 3 Learning Objectives Main Activity Materials, Videos & 
Workbook Pages

A. Story Sequencing

Students will learn to identify and describe the 
beginning, middle and end of a story, then they’ll 
craft their own sequential storylines.

Students collaborate to write a 
narrative.

Story video, What Makes a Good Storyline? 
video, Crafting a Story page, Journal Prompts, 
pencils.

B. Writing Stories  
with a Mood

Students will learn to identify and describe a 
story’s mood.

Students collaborate to write 
stories with a given mood.

Setting the Mood page, Setting Details page, 
pencils.

Enrichment Activities

Students will learn to apply story structure to a 
variety of formats.

Students create Story Cubes and 
draw and write comic stories.

Pencils, coloring pencils, blank paper, Three-
Panel Comic pages, Story Cube Templates.

B



Module 4 Learning Objectives Main Activity Materials, Videos & 
Workbook Pages

A. Story Problems  
& Solutions

Students will learn to identify and describe and 
devise problems and solutions in a story.

Students brainstorm solutions for 
various story problems.

My Goals & Obstacles pages, Obstacle & 
Solutions page, pencils, blank paper, coloring 
pencils.

B. Creating a Challenge

Students will learn to solve and create challenges 
that connect to their story settings. 

Students will solve riddles, then 
create their own word-based or 
physical challenges.

Completed Creating a Setting pages, pencils, 
extra paper for brainstorming.

Enrichment Activities

Students will practice writing stories with specific 
messages.

Students collaborate to write 
stories with messages and create 
story openers and closers.

Pencils, blank paper for writing and drawing, 
coloring pencils.

Module 5 Learning Objectives Main Activity Materials, Videos & 
Workbook Pages

A. Crafting the Scene

Students will draw and describe an original story 
setting, taking into account natural resources and 
other points of interest.

Students collaborate to draw and 
describe a new setting.

Setting the Scene page, Drawing a Place art 
tutorial video, pencils, coloring pencils, blank 
paper.

B. Building a Challenge  
for Your Scene

Students will develop, finalize, and write 
directions for a challenge that pairs with their 
setting, then they’ll write a set of directions.

Students collaborate to brainstorm 
and refine their challenge and 
directions.

Challenge Basics pages, Challenge Directions 
pages, Journal Prompts, pencils, blank paper 
for brainstorming.

Enrichment Activities

Students will learn new coloring techniques for 
their art and delve deeper into story problems 
and challenges.

Students practice coloring 
techniques.

Basic Color Techniques video series, What 
Makes a Good Character? Video, pencils, 
coloring pencils, blank paper.

Module 6 Learning Objectives Main Activity Materials, Videos & 
Workbook Pages

A. Finishing Touches

Students will refine their story settings, making 
connections between their creations and the 
storyline of Quest.

Students finalize their drawings, 
add details and write detailed 
descriptions.

Setting Descriptions pages, Storytelling 
Wordbox, pencils, coloring pencils, optional: 
blank paper for final version of setting.

B. Testing & Refining

Students will test other tribes’ challenges, offer 
helpful feedback, and refine their final projects 
using the feedback they received.

Students collaborate to peer 
review and make revisions.

Completed Setting the Scene pages and 
drawings, Peer Feedback pages, pencils.

Enrichment Activities

Students will deepen their understanding of 
story elements by combining them to create new 
stories.

Students create stories using 
their characters, settings and 
challenges.

What Makes a Good Storyline video, Character 
Introduction videos, Character Sheets, pencils, 
coloring pencils, paper for writing and drawing.

Prepare/
Present

Learning Objectives Main Activity Materials, Videos & 
Workbook Pages

A. Setting Artwork. & 
Descriptions

Tribes present their original settings and descriptions 
aloud for an audience of their peers.

Students present their drawings 
and read aloud.

Completed Setting the Scene and Setting 
Description pages.

B. Setting Artwork, 
Descriptions & Challenges

Students present their settings and challenges for 
peers and educators.

Students practice and present their 
settings and challenges.

Completed Setting the Scene, Setting 
Description, Challenge Basics & Challenge 
Directions pages, any additional artwork or 
props for challenges.

Summer Quest 
Showcase

Students present their original settings and 
challenges for families, other students, and 
community at a showcase event.

Students present settings and 
challenges.

Completed Setting the Scene, Setting 
Description, Challenge Basics & Challenge 
Directions pages, any additional artwork or 
props for challenges.

 (optional for all levels)
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MODULE 1: CHARACTER BASICS

Expansion EnrichmentFoundational

90 minutes
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MODULE 1

A. Creating Characters - Physical & Personality Traits 

Learning Objective

Students learn to identify and describe personal and character strengths and weaknesses.

Introduction & Discussion

Begin this session by playing the Character Introduction Video (accessible in your online Quest Creators 
portal).

Play it twice through and make sure students understand every word that was said.

After listening to the recording, ask students:

• What is a character? 
(A character is the subject of a story; it’s who the story is about.)

• What are some characters you remember from books, movies or TV shows you’ve seen?

• What are some characters you’ve met so far in Quest?

• What do we mean when we talk about character traits? 
(A trait is a quality that makes one person different from another. Character traits can be physical traits or 
internal/personality traits)

Once you know that all students understand the definition of characters and traits, make a short list of possible 
strengths/positive traits and weaknesses/negative traits all together. Write students’ answers to the following 
questions on the board or on chart paper.

• What are some examples of character strengths/positive traits?

• What are some examples of character weaknesses/negative traits?

Explain to students that Quest is a type of story and we’re all characters when we play Quest.

90 minutes
Foundational

0:15
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Activity 1 (Whole Group) - 15 minutes

To prepare for the next activity, project or show the Character 1 image (accessible in your online Quest 
Creators portal). Tell students that this is a character from Quest. They’re going to use both what they see and 
their imaginations to describe this character. 

You can choose to have students write down the answers in their notebooks, or simply follow along verbally.

Ask students to volunteer (raise their hands) to answer the following questions:

• What could this character’s name be?

• What are some physical traits you notice?

• What do you think this character likes to do?

• What do you think this character is good at doing?

• What do you think this character is not so good at?

Once you have collaboratively come up with a description of the character in the image, it’s time for students 
to create their own character. They will be writing and drawing in the Character Sheet page of their Student 
Workbooks.

Collaborative Writing and Drawing Activity 0:40

pair and share0:10

Pair students up for this short SEL activity. Students should be paired with another student in their tribe unless 
there’s an uneven number of students in each tribe.

In their pairs, students should discuss and answer the following statements, writing their answers on the My 
Strengths & Weaknesses page of their Student Workbooks. Encourage them to use the characters strengths 
and weaknesses on the board to help them come up with their own.

• List five of your personal strengths.

• List two of your personal weaknesses.

• Describe how one of your personal weaknesses could be transformed into a strength.

Students will only fill out the Personal Strengths and Weaknesses part, not answering the journal prompt at 
the bottom of the page yet.

Explain to students: We can use our own personality traits as inspiration for the characters we create.
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Activity 2 (In Tribes) - 25 minutes

Tell students that they will be working in their tribes to invent, describe and draw a unique character. Remind 
them that their character should be a character who could belong in the Quest storyline.

Begin by showing the Tips for Drawing a Character art tutorial video.

Once they’ve watched the video, each student should fill out one Character Sheet in their Workbooks. Tribes 
will draw and describe the same character, but they should each generate their own version of this character. 

Tribes might choose to nominate one person to draw and another person to write, but everyone in a tribe 
should contribute their ideas. Tribes will fill out only one Character Sheet in one Student Workbook for this 
activity. They will use the other Character Sheets in their Workbooks another time.

As students work, circulate the room to make sure everyone has a voice in the discussion and creation. Remind 
students that each person in the tribe can draw on their personal traits to inspire the character they create.

In the remaining time, invite tribes to present their Character Sheet to the rest of the class.

Tell students that it’s time to use what they know about Character Traits to win 
points for their tribe!

Have each tribe tear/cut out one set of Character Traits & Action cards from their 
Student Workbooks.

Tell students to read each card carefully and match each Character Trait with the correct 
Character Action. Set a timer for 3 minutes while students complete the challenge.

When the time is up, check each tribe’s matches. The tribe with the most correct matches gets a point. If 
multiple tribes have matched all of the traits and actions correctly, they can each get a point.

TRIBE challenge0:15

0:10 Wrap Up & Reflect

Give students 3-5 minutes to write. Encourage them to keep writing while the timer is on, without worrying 
about grammar or spelling. They will answer the first prompt on the Journal Prompts page of their 
Workbooks.

After they have finished writing, invite students to volunteer to share aloud, but let them know that they will 
never have to share their journal responses.

Journal Prompt: “I’m a valuable contributor to my tribe/tribe because…”
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• Spend a little more time on the Introduction & Discussion to clearly define the terms “character” and 
“trait” and to distinguish between “physical traits” and “personality traits”. 

• It might be helpful to make a table with two columns on the board, with Physical Traits represented in 
one column and Personality Traits represented in the other. Invite students to call out traits that could 
go in either column. Make sure students understand which column the traits belong in and why.

• Whenever possible, try to identify a book/comic/movie/tv show that most students are familiar with. 
That way, you can have them envision and describe specific characters for your discussion. You don’t 
need to be familiar with the specific characters, as long as students have a shared reference point.

• Give students the following examples to help them think of personal and character strengths: 

 > Excelling at a specific sport (or many 
sports)

 > Kind
 > Creative
 > A good older sibling or son/daughter
 > Helpful

 > Tidy
 > Fast runner
 > Good at math/science/writing
 > Curious
 > Good communicator
 > Talented musician/singer/dancer/artist

• Give students the following examples to help them think of personal and character weaknesses: 

 > Procrastinator
 > Shy
 > Easy to anger
 > Not a team player
 > Lazy

 > Not good at listening 
 > Disorganized 
 > Messy
 > Always late

• For the Tribe Challenge, you might choose to give students access to computers or tablets to look 
up the meaning of any unfamiliar words. If you provide this option, allow students an additional two 
minutes to complete the challenge.

• If students struggle with writing, encourage them to write down key words and phrases in response to 
the journal prompt, without writing in full sentences. 

suggested scaffolding

B. Character Perspectives 
90 minutes
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MODULE 1

B. Character Perspectives 

Learning Objective

Students learn to identify and describe characters’ thoughts, emotions and perspectives.

Introduction & Discussion

Begin with a quick recap of character strengths and weaknesses.

Ask students:

• What is a character trait?
• What are some examples of positive character traits?
• What are some examples of negative character traits?
• Why do you think it’s necessary for fictional characters to have negative traits? Why don’t they just have 

all positive traits?

Have a discussion about the value of having characters with a balance of strengths and weaknesses.  
Weaknesses can make characters more relatable and realistic and also make their journeys more interesting 
because you never know when a character might let their weakness get in the way of achieving their goals. 

90 minutes
Expansion

0:15

Activity 1 - 20 minutes

Tell students to turn to their Character Sheets from the previous session. Today they will be writing a short 
first-person narrative from their character’s perspective. First, they’ll need to think about what their character 
might be thinking and feeling.

Give them 5 minutes to brainstorm their characters’ thoughts and feelings. Remind them that there are no 
wrong answers for this activity! Once each tribe has written down a few ideas, it’s time to write their first-
person stories. Students should use the characters’ thoughts and feelings to help them write a short first-
person description of their character’s day. 

Remind them that a first-person point-of-view means they will use the pronouns I/me/we. In other words, 
students will be writing as if they are their character. Their short narrative should be between 3 and 5 
sentences long and should include the character’s interior thoughts and feelings, as well as a description of 
one or two events that happened to them throughout their day. If time allows, have each tribe share their story 
aloud now or at the end of the session.

Collaborative Activities0:45
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Ask students if they know the definition of “dialogue”. If they need a refresher, 
explain that dialogue is the conversation characters have in a story; it’s the words 
they say.

When we read a book or watch a movie, we often learn about a character’s thoughts 
and feelings because of the words they say out loud. However, sometimes characters 
(and real people) don’t reveal their true thoughts or feelings through dialogue. 

Ask students to share some reasons they might not share their thoughts or feelings out loud. (Some 
examples: not wanting to be rude or mean, not wanting to reveal a secret, not wanting to embarrass yourself, 
not wanting to show if your hurt.)

In a movie, we might learn the characters’ thoughts and feelings through voiceover. In a novel, the author 
might describe the characters’ thoughts and feelings. In a comic book or graphic novel, the writer can put the 
characters thoughts in a thought bubble. 

Draw a representation of a thought bubble and a speech bubble on the board/chart paper (see below).

Tribe challenge0:20

Activity 2 - 25 minutes

Ask each tribe what feelings they gave their characters. 

Write each feeling/emotion on one side of the board under the header, “Feelings”. On the other side, write 
“Actions/Speech” at the top.

Go through the list of feelings students wrote for their characters and ask them what they do or say when 
they’re feeling that emotion. (For example, if they’re feeling sad, they might cry or watch something funny 
to cheer them up, etc.). Explain that just like real people, characters’ actions and speech in stories are often 
motivated by their feelings.

For this activity, students will collaborate to fill in the blanks in their Thoughts, Emotions & Actions pages with 
their best guesses. 

Give students 15 minutes to complete the activity, then have each tribe share their answers aloud. 

Point out that different answers can all be true, because it’s all a matter of perspective.

Speech Bubble vs. Thought Bubble 
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For today’s SEL Challenge, tribes will be using Character Speech & Thoughts pages in their Workbooks. 

Give them 5 minutes to identify which phrase should be in a thought bubble and which should be a speech 
bubble, drawing the correct type of bubble in their Character Speech & Thoughts page and writing the letter 
“T” (for thought) or “S” (for speech) next to it.

When the time is up, check each tribe’s work. The tribes with all (or mostly) correct answers get a house point.

0:10 Wrap Up & Reflect

Invite tribes to share their first-person perspective stories aloud for the rest of the group.

Before wrapping up, ask:

• What are some ways we can learn about a characters’ thoughts and feelings if they don’t say them out 
loud/through dialogue?

Notes
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MODULE 1

Enrichment Activities

strengths and superpowers0:30

Ask students:

• What is a superpower? 

• How is a superpower different from an ordinary character strength?

• What are some examples of superpowers?

Explain that a superpower is often an exaggerated version of a trait that real people can possess. For example, 
while real people don’t normally have the superstrength required to lift a truck or tear metal, we can all build 
up muscles and get stronger. Similarly, real people can’t usually predict the future or know exactly when 
danger is around the corner (aka a ‘spidey sense’), but we all have something called intuition, which helps us 
decide what to do next.

For this activity, students should look at the character strengths they listed on their Character Sheets and 
brainstorm ways to exaggerate those strengths into superpowers. 

Here are some examples:

• Good eyesight -> X-ray vision

• Smart-> super genius

• Loves animals ->can communicate telepathically with animals

Give students 15 minutes to brainstorm their characters’ superpowers in their tribes. When the time is up, 
invite each tribe to share their characters’ superpowers and explain how these superpowers could help them 
overcome challenges in Quest.

Enrichment

x-ray vision?

Super strength?

able to fly?
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Now that students have written about themselves as superhero characters, it’s time for them to draw their 
superhero avatars in a cool Manga style.

Play the Drawing a Manga Character Video once or twice through, then have students begin to draw.

Remind them that their characters should share something in common with themselves, but they’re not self-
portraits.

student superheroes - part 20:30

Tell students to turn to their Personal Strengths & Weaknesses pages in their Workbooks. Give students a 
few minutes to choose three of their personal strengths.

Next, tell them to exaggerate their strengths into superpowers. If they’re good at playing the piano, their 
superpower could be playing the piano to hypnotize their opponents. If they’re kind, their superpower could 
be stopping bullies. If they’re fast runners, their superpower could be running at the speed of light.

Once students have a list of superpowers, give them 5 minutes to write a short description of themselves as 
superheroes. They can use their own names, or they can give themselves a special superhero name. 

In their descriptions, they should describe some of their physical and personality traits, list their superpowers, 
and say how they use their powers to their friends/community/the world.

When the time is up, have everyone share their descriptions aloud!

student superheroes - part 10:30
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MODULE 2: story worlds 
and their significance

Expansion EnrichmentFoundational

A. Settings - Where & When? 
90 minutes
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MODULE 2

A. Settings - Where & When? 

Learning Objective

Students will learn to identify and describe story settings, then they’ll draw and describe  
an original setting.

Introduction & Discussion

Begin the session by playing the Setting Video 1 (accessible in your Quest Creators portal). 

Ask students:

• What was the video describing?  
(The video describes a setting or place/environment.)

• What are some places you know well?

Tell students to imagine they’re at the beach. 

Ask them:

• What things do you see at the beach?

• What do you hear?

• What do you smell?

• What might you taste?

• What kind of textures or sensations would you feel? 

Explain that stories have places, too. We usually refer to the places in a story as “settings”. When we describe 
settings, it’s helpful to use our five senses (sight, sound, smell, taste, touch) to make our descriptions come 
alive.

Ask students:

• What are some settings you’ve seen in Quest so far? 
(Sarabella Falls Academy, Forest, Sarabella Falls town, Radio Tower)

90 minutes
Foundational

0:20
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Activity 1 - 20 minutes

Show/project the Setting Image 1 for the whole class to see.

Have students work in their tribes to answer the following on the Setting Basics page of their Workbooks:

• What is this place? Give it a name.

• What kind of things/people/animals would you see here?

• What sounds might you hear?

• What’s one thing you might smell? 

• Write one idea for a story event that could happen here.

You can give students these examples of general story events to help them: someone discovers a treasure, 
someone spills a dangerous chemical, someone finds a long-lost friend or pet, someone falls into a hole, etc.

Activity 2 - 20 minutes

Play the Drawing a Place Art Tutorial Video twice through.

Tell students that in their tribes they will be drawing and describing a place that could be in Sarabella Falls. 
They can choose to draw one of the settings they’ve already seen, or they can invent a new location that would 
fit within the Quest world.

Remind them that there are six biomes: forest, grassland, freshwater, marine, desert, and tundra. 

They can choose to draw and describe any specific setting from any of the biomes. Each tribe can choose one 
person to draw and one person to write on their Creating a Setting page, or they can all take turns. Remind 
them that this is just an initial sketching activity, and their drawings don’t have to be perfect. 

TRIBE challenge0:20
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Collaborative Activity 0:40

Give each tribe the following story. For this timed challenge, they must (correctly) 
use verbs and adjectives from their Enhancing Descriptions Word Bank to 
enhance this story. 

Each tribe gets two points for each adjective and one point for each verb they 
correctly add to the description. 

Remind them that they will also need to add some new connecting words in order for their 
description to make sense.  (cont.)
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The tribe with the most points wins. They can also replace existing verbs or adjectives. You can question them if 
you don’t think they know the definition of their word.

Jay and his friends were bored. They decided to leave school to go 
exploring. They went outside and walked to the edge of campus. Jay noticed 
an upturned crate hidden behind a tree. He turned it over and saw that it 
was filled with candy and cans of soda. The boys ate the candy and drank 
the soda. They saw a bird and Jay realized it was the first bird he had 
seen in a long time. Jay didn’t feel good after eating all that candy, so 
they went back to school, careful not to be seen. 

0:15 Wrap Up & Reflect

Ask students what they’ve learned about describing places. What are some ways to make your description of 
a place more exciting to read or hear? Explain that descriptions of settings in stories help to contribute to the 
reader’s emotional response to the overall story.

Ask students to give their emotional responses to the following places:

• Best friend’s house

• Park/playground

• Grandma’s house

• Dentist/doctor’s office

Next, ask them to think of some story events that could happen in each of these places.  

Tell students that soon they’ll be using everything they’ve learned about characters and settings to craft their 

• Allow students to brainstorm their ideas about the setting in the image in any language.

• Remind students that as long as they are paying attention to the details in the image, there are no 
wrong ideas in this creative activity.

• Encourage tribes to take turns with drawing activities. Even if there are students who don’t think they 
are strong artists, encourage them to contribute small details such as objects, plants, insects, etc. to the 
drawing so it is truly a group effort.

• For the tribe challenge, give students time beforehand to look up and write down definitions for any 
unfamiliar word bank verbs or adjectives.

suggested scaffolding
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MODULE 2

B. Setting’s Impact on Story 

Learning Objective

Students will learn to connect story settings with story events and genres.

90 minutes
Expansion

Introduction & Discussion

Explain that story settings often give us clues about what’s going to happen in a story. For example, if a story 
is set in a school, someone is probably going to learn something. If a story is set on a beach, someone is 
probably going to play and have fun on the sand or in the water. If a story is set in a haunted house, then 
something scary is probably going to happen!

Ask students: 

• What is the name of the town that is the setting in Quest? Describe it.

• How would Quest be different if it was set in an amusement park? How about in the desert? How about 
on a farm?

Tell everyone to think of their favorite movie and describe the main setting.

• How would the story change if it was set a hundred years in the future? Or a hundred years in the past?

Remind them that setting refers to both the location and the time a story takes place, and that the setting 
usually tells us something about the genre, or type, of story that’s about to unfold. 

Sarabella Falls is a place filled with mysterious places and characters because the story that’s unfolding is a 
mystery story.

0:15

pair and share0:15

Tell students that just as story places tell us something about the characters and stories that appear there, the real 
places in our lives play a part in shaping who we are as people.

Pair students and have them turn to their Where I’m From → Who I Am pages in their Student Workbooks.  

They should each write individually for 10 minutes, then share their responses aloud with their pair partners.
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Show/project the Setting Image 2. 

Tell students that they will be working together in their tribes to brainstorm three story events and two 
characters that would belong in this setting. Tell them to pay special attention to any points of interest in the 
setting that could inspire story events. 

Points of interest can be natural resources such as a lake or a cliff, or manmade objects or places, such as a 
treehouse or a locked chest. They will write their story events and brief character descriptions on the Setting 
Connections page in their Workbooks. Even though they’re working together, each student should write in 
their own Workbook.

Once each tribe has come up with their characters and events, they should pick one event and one character 
to write a brief (two-sentence) story starter. A story starter tells the main idea of a story, including the setting, a 
character name or pronoun and one story event, without telling anything about the ending. 

Here are some examples of story starters:

Collaborative Activity 0:30

I opened the front door to find the 
mail woman standing on the front porch, 
carrying a package that was almost as tall 
as her. “Another one?” I asked. I still 
had no idea who or where these packages 
were coming from.

Tom and Sunita were rowing in a canoe 
when they came across a large, dark 
circle in the middle of the lake, where the 
water appeared to be completely still. As 
they approached the circle, they felt the air 
growing colder.
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Wrap Up & Reflect

Students will turn to the Journal Prompts page in their Workbooks. Give students 3-5 minutes to write. 
Encourage them to keep writing while the timer is on, without worrying about grammar or spelling. 

Journal Prompt: How does your environment change the way you act? For example, do you 
behave differently when you’re at home with your family compared to at school? Is there a place where you 
feel most like yourself?

0:10

Tribe challenge0:20

For this challenge, each tribe will compete one at a time. 

Tell the first tribe to come to the front of the room. Give one student in the tribe a 
strip of paper with a phrase on it. Give the first student 2 minutes to draw a picture 
of what the phrase describes.

Next, the first student will give their drawing to the second tribemate. The second 
tribemate has one minute to write a phrase to describe the picture. 

The third student gets the phrase their tribemate wrote and has 2 minutes to draw it. Continue until each 
student in a tribe has either written or drawn. At the end, have all students show the rest of the class what they 
wrote or drew. If everyone on the tribe drew and wrote the same thing (or very close), they get a house point!

Repeat with the next tribe.

Drawing Phrases:

Tribe 1 The dog ran away with the hot dog in its mouth

Tribe 2 The cat played the drum

Tribe 3 The bear ate the peanut butter straight from the jar

Tribe 4 The chicken wore a wizard hat

Tribe 5 The octopus wore a shoe on each tentacle
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Enrichment Activities

quest character backstories0:20

Tell students to turn to the Quest Character Descriptions in the back of their Workbooks. Each tribe should 
choose one of the characters and write a detailed description of the character, including physical and personality 
traits, and imagine what their life was like before they woke up in Sarabella Academy, playing Quest. 

Here are some questions to guide their 3-5 sentence narratives:

• What kind of family did they have?
• What was their favorite subject in school?
• Did they have any hobbies?
• What was their favorite place to go hang with their friends?
• Did they have a nickname at home or at school?
• Did they have a pet?

Have each tribe share their character backstories aloud with the rest of the group. Point out that even if two 
tribes wrote about the same character, in creative writing time all perspectives are equally valid.

Enrichment

mighty quest creators0:40

Give each tribe 20 minutes to draw a picture that includes an identifiable setting with one or two characters. 

Next, have each tribe pass their pictures on to another tribe. With their new picture, each tribe must write a 
story with a beginning, middle and end (and optional dialogue) that tells the story of what’s happening in this 
picture. Give students 10 minutes to write their stories, then have everyone share aloud!

For this individual activity, tell students to think of a place they know well. For example, their bedroom at 
home, a classroom at school, or a playground or a park they visit often. Give them 2 minutes to describe that 
setting in as much detail as possible, including a few sensory details.Next, tell them to choose one of the 
moods from the list below.

Spooky, Chaotic/Random, Mysterious, Funny, Silly, Joyful
Once they’ve chosen their mood, they should rewrite their place descriptions, adding in as many details 
as possible to match their chosen mood. Give them 5 minutes to do this. Finally, tell students to draw their 
setting, showing as many details as possible to convey the mood. When everyone has completed their 
drawings, have each student read their second version of their setting aloud and show the picture while the 
rest of the group guesses which mood they chose.

Shapeshifting Setting0:30
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90 minutes
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MODULE 3

A. Story Sequencing 

Learning Objective

Students will learn to identify and describe the beginning, middle and end of a story, then 
craft their own sequential storylines.

Introduction & Discussion

Begin this session by playing the Story Video. Play the video twice through and make sure students 
understand every word.

Ask students to describe what happened at the beginning of the story. Next, have them describe what 
happened in the middle. Finally, ask them to describe how the story ended.

Explain to students that every story has a beginning, middle and end.

Ask students the following questions:

• Who can describe the beginning, middle and end of their favorite movie? How about a favorite book?

• What details do we usually learn at the beginning of a book?

Say out loud and write on the board or a clean piece of paper:

Beginning: we learn about the main character(s), 
the setting and what the main character(s) want.

Middle: something gets in the way of the 
characters getting what they want - an obstacle 
or challenge.

End: the characters find a solution.

0:20

90 minutes
Foundational
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Activity 1 – 20 minutes

Show or project the Story Image 1 for everyone to see.

Tell students that you’re going to brainstorm some story ideas for this picture.  

Draw three columns on the board/chart paper. Label the three columns, “Beginning”, “Middle”, and “End”.

Tell students to imagine that the picture is from the middle of a story. Write down their answers to the 
following questions in the “Middle” column:

• Who are the characters? Give them names.

• Where are they? List some details about the setting.

• What are they doing? Why are they here?

Once you have a few ideas, ask them to imagine what might have happened before. Write their new ideas in 
the column labeled “Beginning”. 

Ask them:

• What were the characters doing before they came here?

• Where were they before they came here?

• What might the characters want?

Once you have a few ideas, ask them to imagine what might happen next, after the moment pictured in the image.

Ask students:

• Where might the characters go next?

• What might the characters do next?

• What are some ways this story could end?

• Will the characters get what they want?

Once you have a few words or phrases in each column, it’s time for 
students to work in their tribes to craft a story! 

Set them up for the next activity by playing the  
What Makes a Good Storyline? Video.
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Collaborative Activity 0:45
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Activity 2 - 25 minutes

Tell students to turn to their Crafting a Story page in their Student Workbooks. In their tribes, they should use 
the details you wrote on the board/chart paper to help them craft a narrative. 

Remind them to cover the basic needs of the beginning (characters, setting and want), middle (obstacle/
challenge) and end (outcome/resolution).

Tell students that they can get more specific with their characters’ wants and obstacles as they work in their 
groups. Each tribe should have a different story at the end, even if many of the details are the same.

Give students no more than 15 minutes to complete this activity. Having short bursts of time to write often 
helps students to get their ideas on paper faster.

When the time is up, invite each tribe to present their story aloud to the rest of the group. Encourage students 
to stand up tall and speak loudly and clearly when they present so everyone can hear. 

Give each tribe a round of applause after they present their story. Point out how each tribe’s story was slightly 
different because of their different perspectives.

TRIBE challenge0:10

M
O

D
U

L
E

 3

Wrap Up & Reflect

Students will turn to the Journal Prompts page in their Workbooks. Give students 3-5 minutes to write. 
Encourage them to keep writing while the timer is on, without worrying about grammar or spelling. 

Journal Prompt: Tell the story of a time when you did something that made you feel proud of yourself.

0:10

For today’s memory/observation challenge, don’t give students any 
prior instruction other than to look closely at the image.

Show students the Setting Image 3.

Give them 1 minute to look closely at the image and notice all the 
details. They can’t write anything down at this point. 

Take the image away and tell students they have 1 minute to write down all 
the details they can remember in their tribes. Have each tribe share aloud the details they wrote down.

The tribe with the most (correct) details gets the point.
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B. Writing Stories with a Mood
90 minutes

• Before you watch the Story Video, draw simple sketches of a seed, a small sprouting plant, and a tree 
(in any order) on the board or on a piece of chart paper. Don’t worry if you’re not a skilled artist, just 
make sure students can guess what you drew!

• Ask students to identify the three sketches. When they’ve figured it out, ask them which one is the 
beginning, which one is the middle, and which one is the end. Once they’ve determined the correct 
order, write “beginning”, “middle” and “end” above each picture. You can return to these sketches 
throughout class to reinforce sequencing skills.

• When explaining a story obstacle or challenge, you can use the plant example by asking, what does a 
plant need to grow? Once students say “light” or “sunlight”, you can explain that a story obstacle for this 
plant could be something obstructing their sunlight. In a story, the plant would have to figure out how 
to grow around the obstacle or adapt in a creative way.

• For the Tribe Challenge, you can give students more time to observe the details, or you can allow 
them to write down details while they study the image but give them less time to look at it. 

suggested scaffolding

Notes
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MODULE 3

B. Writing Stories with a Mood

Learning Objective

Students will learn to identify and describe a story’s mood, then they’ll collaborate to create 
stories with a specific mood.

Introduction & Discussion

Ask students:

• Have you ever read a story or watched a movie that gave you a particular emotion?

• Have you read or watched something scary? Something funny? Something mysterious?

Tell them that when we talk about the mood of a story, we’re referring to the feeling that the story gives you. 
Another way to describe mood is atmosphere. When you walk into a place, it has an atmosphere that makes 
you feel a certain way.

Explain that the mood and setting of a story are usually closely linked. 

• When you walk into a candy store how do you feel? When you walk into a haunted house, how do you feel? 

• What kind of story feels like walking into a haunted house?

90 minutes
Expansion

0:15

Collaborative Activity 0:50 

Activity 1 - 20 minutes

All together, brainstorm a few ideas for story settings that pair well with the following story moods. Write 
students’ ideas about setting on the board or chart paper under each mood.

 > Mysterious
 > Adventurous
 > Creepy/Scary

 > Humorous/Funny
 > Sad

If students are struggling to think of settings, encourage them to think of familiar stories and movies with a 
particular mood and describe the kinds of settings in those stories and movies.

Before the next activity, give students a quick refresher on what sensory details are and why we use them in 
stories. Tell them that sensory details - sights, sounds, smells, tastes and textures - help set the mood of a story.
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Tell students to turn to the Setting Details page in their Workbooks. For 
this challenge, they will need to match the setting details and adjectives 
with the correct mood. 

The first tribe to finish (with correct answers) wins the house point!

Tell students to call “(Tribe Name) finished!” when they’re ready, then go check 
their work. 

Tribe challenge0:15

 

Activity 2 - 30 minutes

Have students work in their tribes to write a story, using the story starter on the Setting the Mood page of 
their Workbooks.

Remind them to use as many sensory details as possible in their stories to create a specific mood.

Give students 15 minutes to complete their stories.

When the time is up, invite tribes to share their stories aloud one at a time. Encourage students to read their 
stories aloud in a way that helps convey the mood. They can even add sound effects and do funny voices!

Wrap Up & Reflect

Have a discussion about what students learned today.

Ask them: 

• What setting would you choose if you were going to write a funny story?

• What are some sights/sounds/smells you might include your funny story?

• Have you ever read a book or watched a movie that made you cry or laugh out loud? Describe some of 
the details (characters, settings, story events) that made you feel that way. 

0:10

Enrichment Activities
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MODULE 3

Enrichment Activities

DARING DIALOGUE CHALLENGE0:30

Remind students that dialogue is the words characters say to each other in a story.

Show students the Story Image 2. Tell them to imagine that they’ve stumbled upon some kids in Quest 
arguing with each other. They know that in order to achieve their goals and work together, all the kids need to 
get along and communicate well.

To help or de-escalate the argument, students will need to work in their tribes to guess what the characters 
are saying. Each tribe must write a short dialogue scene (at least three lines of dialogue per character) for 
this image, revealing what the argument is about.  Have each tribe perform their dialogue aloud like a play. 
Afterwards, everyone should vote on which dialogue scene was the most believable.

Enrichment

COMIC STORIES0:30

Ask students if anyone has ever read or created a comic book before. Invite them to share about their 
experiences with comics. Explain that comics tell stories with a combination of words and images. The trick to a 
good comic is choosing the most important moments to illustrate and the most important pieces of dialogue 
to include in speech bubbles.

Each page of a comic is usually divided into anywhere between one and six panels. Panels are like windows 
into the comic story. They’re usually rectangular, but they can also sometimes take other shapes. Today, 
students will work in their tribes to create three-panel comics. The first panel will tell the beginning of a story, 
the second panel the middle, and the last panel will be the end.

For this activity, they will write and draw on their Three-Panel Comic page.

Step 1: Create one or two simple characters that they can draw repeatedly. They might choose to 
represent people with stick figures, or choose animals or even inanimate objects, which are easier to draw, 
as their main characters.
Step 2: Choose a setting that they can easily draw. Sometimes in a comic you will use a variety of ways 
of showing this setting. Typically, that means starting with a “zoomed out” view that shows the reader the 
whole place, and then “zooming in” to show close-ups of specific places within the setting.
Step 3: Tell them to look at the previous story starters and story ideas they have created to help them 
come up with a simple story that can be told in three sentences. (cont.)
Step 4: It’s time to draw the comic!
Step 5: Add any speech bubbles, thought bubbles or sound effects to enhance their comic stories.

Have each tribe present their comic to the rest of the class.



M
O

D
U

L
E

 3

story cubes0:30+

For this activity, each tribe will need one cut-out Story Cube Template (from their Student Workbooks). The 
cubes shouldn’t be folded or glued until after students write their story words on them.

Instruct each tribe to write a type of character (e.g., human boy/girl, any specific animal, robot, alien, etc.) in 
one square - or side - of the cube.

Next, they will write an inside trait on another square, then an emotion on another square, then an action 
(e.g., swimming, drawing, talking, running, etc.) on another. In the remaining two squares they should write a 
setting/place and a sound.

Once each tribe has written on all the sides of their cube, they can fold the cube along the dotted lines and 
glue or tape the sides together. 

(Optional step: before students fold and stick, allow them to color code the cube. All together, pick a 
color for settings, a color for inside traits, a color for sounds, etc., then have students lightly color in the square. 
They may need to rewrite their words in marker or pen so they’re still legible.) 

Play together as a class by selecting one element from each tribe’s cubes and putting them together to create 
a story, then stretch it out into a beginning, middle and end. 

You can also have tribes swap cubes and create stories with all the elements of a single cube or roll the cube 
and create a story or idea around just the element on top. There are endless fun activities with story cubes!

Notes

             

             

             

             

             

             

             

             

             

             

26



MODULE 4: story message 
                         and meaning

Expansion EnrichmentFoundational



28 29

MODULE 4

A. Story Problems & Solutions

Learning Objective

Students will learn to identify, describe, and devise problems and solutions in a story.

Introduction & Discussion

Ask students if they remember what usually happens in the middle of a story.

Remind them that in the middle of a story, the main character is usually presented with an obstacle or 
challenge that they must overcome in order to get what they want. 

Remind students that when they play Quest, they are characters in a story. Ask them what their characters in 
that story want to achieve or get. (They may have multiple answers.) Next, ask them what is in the way of them 
getting what they want in Quest. (Again, they might have many answers.)

Tell students to think of some books or movies they know well. Ask them what kind of problems or obstacles 
the characters had to overcome in these stories. 

Write their ideas down on the board or chart paper.

Once you have a list with around five examples of story obstacles, tell students that today they will be writing 
about story challenges and obstacles.

0:20

90 minutes
Foundational

pair and share0:10

Pair students up for this short SEL activity. Students should be paired with another student in their tribe unless 
there’s an uneven number of students in each tribe. In their pairs, students should discuss and write answers to 
the following questions, writing their answers on the My Goals & Obstacles page of their Student Workbooks. 

• What is something that you want to achieve but haven’t achieved yet? (Some examples: be good at a 
sport, get better grades, win a trophy, etc.)

• What are some things that have made it difficult to achieve this goal?

• Have you ever overcome a challenge or obstacle to get what you wanted? Describe what happened.

Explain to students: We can use our own goals and challenges as inspiration for the stories  
we create.
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Have students work in their tribes to create solutions/resolutions for these three story scenarios on the 
Obstacle & Solution page in their student workbooks. If time remains, they should choose a moment from 
one of the scenarios to illustrate.  

Scenario A: While out searching for food and supplies with his friends, Amir wanders from the 
group and trips and falls, injuring himself. He calls out, but no one can hear him.

Scenario B: Yasmin wants to swim across the river to reach a building on the other side, but her 
fear of fish gets in her way.

Scenario C: Robin gets paired up with a partner to complete a challenge, but her partner is a 
know-it-all and won’t listen to Robin’s suggestions.

Collaborative Activity 0:30

Today’s challenge is a collection of story puzzles!

As soon as a tribe has figured out the answer to one of the puzzles, they 
must “buzz in” by saying their tribe name. Let students know that if they 
buzz in without saying the answer, they won’t get a second try. 

Set a timer for 10 minutes for this challenge. When the time is up, count how 
many points each tribe has.

1. My name is Luna and I live on a farm with four other horses who are my brothers and sisters. 
Their names are Zazzie, Sumo, Ruby and Pixie. What is the fifth horse’s name?

2. My neighbor’s home is a one-story house and everything inside is different colors. The walls are green, 
the ceiling is yellow, the couches are red, the fridge is orange. They eat from purple plates and drink from 
blue glasses. Can you guess what color the stairs are?

3. Adrian fell off a 20-foot ladder but didn’t get hurt at all. In fact, he walked away and went straight to 
baseball practice. How did he manage to not get hurt?

4. You, and only you, control this thing. You can hear it, but you will never see it or be able to touch it. What 
could it be?

5. Kara has a large family. She has an equal number of brothers and sisters, but each brother only has half 
as many brothers as sisters. How many boys and girls are there in Kara’s family?

TRIBE challenge0:15
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• In the Introduction Discussion, you can give students the following examples of story challenges and 
obstacles to help them generate ideas:

 > A character needs to figure out how to get home/where they want to go, and they don’t have a 
map (or a way to get there). (Physical/geographic obstacle)

 > A character wants to make friends, but no one will accept them. (Social obstacle)
 > A character wants to visit the aquarium with their friends, but a fear of fish is holding them 

back. (Emotional obstacle)

• Tell students to get creative, and even silly, in their answers to the collaborative activity. Since the 
scenarios lack detail, students can add any details pertaining to the setting, characters and any animals, 
objects, weather events, etc. They should, however, try to avoid using magical or supernatural powers to 
solve any of the problems.

• For the Tribe Challenge, make sure to project (or write) the clues so that students can read.
• Give students time to look up any new words before they start guessing.
• If students are struggling to figure out any of the Story Riddles, just have each tribe focus their time 

and brainstorming on one of the riddles. Encourage them to have conversations and even draw or 
brainstorm on paper. Whichever tribe figures out the one story riddle gets the point!

suggested scaffolding

B. Creating a Challenge
90 minutes

Wrap Up & Reflect

Have students share some of the goals and obstacles they discussed in their pair & share at the beginning  
of the session.

Ask them:

• How can obstacles and challenges in life be a good thing?

• Why are obstacles and challenges important in a story?

• Have you ever learned a life lesson from a story?

0:10
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MODULE 4

B. Creating a Challenge

Learning Objective

Students will learn to solve and create challenges that connect to their story settings. 

Introduction & Discussion

Ask students to quickly recap what they know about problems and solutions in stories. Next, ask who has 
played a video game before. Have a few students describe what playing video games (both in general and 
referring to specific games) is like.

Explain that while most stories we read in books are passive, which means we read about what the characters 
are doing but we have no ability to participate in or change events, some stories can be interactive like video 
games, which means that the reader gets to undergo some challenges along with the characters. Remind 
them that Quest is a story and also a game.

Ask them:

• What are some challenges you’ve faced in Quest so far?

• What have you had to build or figure out or achieve?

Tell them that for their final project they’ll be creating a story challenge that any reader/participant can 
complete. 

90 minutes
Expansion

0:15

Collaborative Activity 0:50 

Activity 1 - 20 minutes

Ask students to describe some of the challenges they’ve experienced in video games. Explain that an 
interactive story challenge can take many forms.

They can be:

• physical challenges, such as shooting a ball into a hoop, or building a pyramid of plastic cups 

• math challenges, such as a word problem or an equation to solve

• word challenges, such as story puzzles or riddles (remind them that their previous tribe challenge 
involved story puzzles. (cont.)
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Today’s challenge is a vocabulary challenge! Tell students that they will 
have to guess storytelling words that they’ve heard or used during Quest 
and Quest Creators.

(cont.)

Tribe challenge0:15

Give students the following riddles and give them 5 minutes to work out their answers in their tribes. When 
the time is up (but not before), invite tribes to “buzz in” to share their answers.

• “I’m a queen, and I rule over my hive, but I don’t wear a crown. What am I?” 
Optional Hint: I make honey.

• “I have two hands, but I can’t clap. What am I?” 
Optional Hint: I tell the time.

• “I’m a vegetable you should eat to stay healthy, but you might also need my help to become a rapper. 
What am I?" 
Optional Hint: If you squeeze me, you’ll get red juice.

Ask if anyone knows the famous riddle of the Sphinx. According to Greek mythology, the Sphinx asked a 
riddle to all travelers in order to let them pass through the city gates. 

This is the riddle she asked: which creature has one voice, but has four feet in 
the morning, two feet in the afternoon, and three feet at night? 

Anyone who struggled to answer was eaten by the monster. See if students can guess the right answer 
(humans, who crawl on all fours as babies, walk on two as adults, and need a walking cane when old.)

Activity 2 - 30 minutes

In their tribes, tell students to brainstorm challenges to connect to the setting they drew and described on 
their Creating a Setting pages. 

Each tribe should come up with three challenges, using a variety of types of challenges – for example, one 
math challenge, one physical challenge, one story or riddle challenge. They don’t have to fully develop every 
detail of the challenge, but they should have at least a draft or an outline that includes how to solve/complete 
each one. 

Important: remind students that if they’re creating a physical challenge, their challenge should require 
materials they can easily access (paper, string, plastic cups, spoons, rocks from outside, etc.)

Give students 20 minutes to work on their challenges, then have each tribe present their ideas to the rest of 
the class.
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Wrap Up & Reflect

Have students turn to their Journal Prompt pages. Give students 3-5 minutes to write. Encourage them to 
keep writing while the timer is on, without worrying about grammar or spelling. 

Journal Prompt: What skills do you have and use when dealing with real world challenges?

0:10

Have each tribe nominate one student to be in the hot seat. Once hot seat contestants have been 
chosen, have students play rock, paper, scissors or pull strips of paper with their tribe names to 
determine which tribe goes first.

The contestant from the first tribe will sit at the front of the room in the “hot seat” (just any chair at the 
front of the room), in front of the board or chart paper on the wall. 

Explain that they will have to ask questions that have yes/no answers only in order to guess the word written 
on the board behind them.

Here are some examples of yes/no questions for this game:

• Is it a noun/verb/adjective?

• Does it have fewer than 10 letters?

• Does it have more than two syllables?

• Is the letter e found in the word?

• Would this word be found in the first half of the dictionary?

• Is this word a character trait?

• Is this word a type of setting?

Write the word on the board for everyone (except the hot seat contestant) to see. Make sure tribe members 
know that if they try to signal the word to their tribemate in any way, their tribe will be disqualified from the 
challenge.

Tell the student to start asking yes/no questions. Keep a tally of how many questions they ask until they guess 
the word. If students are struggling, you can give hints and count the hints as questions.

Continue with each elected contestant from each tribe. The tribe who guessed the word with the least number 
of questions wins the point!

Vocab words:

Character, Biome, Courageous, Curious,  

Loot, Beginning, Perspective, Weakness, Sensory 

YES

no
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MODULE 4

Enrichment Activities

Story Messages and Morals 0:30

Ask students if they remember any messages or morals from books they’ve read or movies they’ve watched. 
Explain that all good stories have at least one important message woven into them that readers can learn 
something from.

Here are some examples of classic story messages:

• Respect other people’s opinions, even if you don’t agree with them.

• Stand up for what you believe in.

• Trust yourself, no matter what anyone else tells you.

• Accept responsibility for your actions.

• Always try your best.

Ask students if they know any stories with these messages.

Explain that story messages can usually be expressed as a command, or a way of telling someone to do (or 
not do) something. Tell students that today they will be brainstorming story messages related to one of these 
three topics: family, growing up, and bullying.

Each tribe should pick just one topic, then brainstorm a story message (a statement) that relates to it. Give 
students 3 minutes to draft a story message related to their chosen topic.  Now, tell them to brainstorm two or 
three characters and a setting that could match this story message. Give them 5 minutes for this step.

The next step is to take their story message, characters and setting and put them together in a short story (3-5 
sentences) that conveys their story message. Give tribes 10 minutes to complete their stories. Invite each tribe 
to present their stories aloud and have a brief discussion about story message for each one.

Enrichment

story opener and closer jars0:30

Prep: cut/tear six strips of paper per tribe.

As your students may already know, sometimes the most challenging step in writing a story is writing the first 
sentence. Today, they’re going to help each other out!

Recap a few ways to begin a story:

• Describe the setting (can include descriptions of time and/or place)

• Describe the main character (cont.)
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• Describe an action the main character is doing

• A line of dialogue

Tell students to work in their tribes to write three unrelated opening sentences for three different stories. They 
can include any details they want in these opening sentences, but they should try to make them as fun and 
interesting as possible. 

They should write each story opening sentence on a separate strip of paper.

Next, tell them to think about some fun ways to end a story. A story can end by telling us what happened to 
the characters many years in the future, or by telling us something the characters learned or felt after their 
experiences. Sometimes stories even end with a line of dialogue.

Tell students to work in their tribes to write three last sentences for three separate stories. They can be funny, 
scary, silly, sad – whatever they choose!

Next, collect all the first sentences and place them in one jar (or envelope or box) and put all the last sentences 
into a different jar.

From now on, anytime students are stuck on how to begin a story, they can take a random slip of paper from 
the Story Openers jar and anytime they’re stuck on how to end, they can take a slip of paper from the Story 
Closers jar!

Disgusting Directions 0:30

In this fun activity, students will collaborate to practice writing directions and using sensory details.

Tell students that their assignment is to describe how to make the most disgusting sandwich in the world in 
six steps. 

No ingredients are off limits, but they must describe how to make this gross sandwich in as much detail as 
possible. Do you toast the bread? Do you wipe the bread along the dirty tires of a car? Do you drizzle the 
sandwich with pungent pond water? Whatever it is, include all the sensory details!

Have each tribe share their disgusting sandwich recipe and vote on which one is the most disgusting!

most disgusting sandwich ever!
step 1: 

step 2:

step 3:

step 4:

step 5:

step 6:
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MODULE 5: setting a scence

Expansion EnrichmentFoundational

A. Crafting the Scene
90 minutes
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MODULE 5

A. Crafting the Scene

Learning Objective

Students will draw and describe an original story setting, taking into account natural 
resources, points of interest, and mood/emotion.

Introduction & Discussion

Begin the session by playing the Setting Video again.

After you’ve re-listened to the video, ask students:

• What are some emotions you would associate with that setting? What do you think you would feel if you 
were there? (There are no wrong answers.)

• What are some settings that might make you feel happy?

• What are some settings that would make you feel curious?

• What are some settings that might make you feel afraid?

Explain that settings in stories can help make the reader feel certain emotions and can set the scene for the 
story events that will happen in that place.

Tell them that today they will be designing a setting that could exist in the Quest world as part of their final 
creative writing and art project.

Play the What Makes a Good Setting? Video.

90 minutes
Foundational

0:20

Collaborative Activity 0:50

Activity 1 - 15 minutes

Tell students that today they’ll be doing a lot of focused brainstorming, writing and drawing so you’re all 
going to warm up with a game that will help with focus and connection.

Have everyone stand up and make a circle at the front of the room, away from tables or desks. Everyone 
should stand close, with their arms down by their sides, so their shoulders are almost touching.

Tell students that they are going to be counting from one to ten as a group. Here are the rules:
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• Only one person can say a given number. If two people say the same number, start again at one.

• If someone hesitates, or someone speaks over or cuts off someone else, start again at one. 

• It’s ok if there are long silences between numbers. The aim is to avoid talking over each other.

• Start off by having everyone close their eyes and take a deep breath in and a deep breath out.

• You, the educator, will begin by saying “One” loud and clear for everyone to hear.

• Once you’ve said “One”, any student in the circle should say “Two”. And then the next student will say 
“Three”, etc.

• There should be no particular order to which students speak. The point is for students to connect to the 
energy of the group and pick the best moment to speak.

• It’s Ok if some students stay silent for the entire activity, as that might be what the group needs.

• Keep starting back at one whenever there is an interruption, two students speak simultaneously, or 
someone hesitates. Continue until you reach the number ten.

Activity 2 - 35 minutes

Have students work in their tribes to brainstorm about their setting. They should fill out the Setting the Scene 
page in their Workbooks.

Circulate the room and make a list of which setting each tribe has picked. For this activity, students should pick 
a setting that hasn’t already been described in detail in Quest. They can use the same setting they chose for 
2a, but today they will be going into more depth in their scene development and drawing with more detail.

 Make sure that each tribe has picked a different setting. If two tribes have picked the same setting, encourage 
them to pick a different part of that setting (for example, if two tribes pick a lake, one tribe might focus on the 
lake shore, while the other focuses on the world under the surface of the water, etc.).

Once each tribe has picked a setting and written down a few ideas about it, play the Drawing a Setting art 
tutorial video again. 

Give each tribe time to plan and draw their setting, labeling specific points of interest.

While they’re working, circulate the room to make sure that every member of each tribe is contributing to the 
final drawings and descriptions.

Note: We recommend showing the Basic Coloring Techniques video from Module 5 Enrichment to help 
students with their final illustrations.
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Today’s challenge is a drawing challenge! Tell each tribe to pick a 
designated artist. This should not be the same person who did most 
of the drawing of their setting. Let them know that they don’t need to 
be especially talented artists for this activity, they just need to be able 
to draw fast and clearly.

Give the designated artists in each tribe a selection of three words on strips of paper. They CANNOT show these 
words to their tribemates.

The artist will draw the first word and their tribemates must guess what the word is. The artist cannot say or 
write any words, they can only communicate through drawing to help their tribemates guess.

Each tribe gets one per word guessed correctly. The tribe with the most points at the end wins a house point.

Set a timer for 10 minutes for students to complete the challenge.

Drawing Words:

Tribe 1 - Soccer            Parents                  Rice

Tribe 2 - Summer      Castle                     Trashcan

Tribe 3 - Baseball       Tent                        Sisters

Tribe 4 - City                Thanksgiving      Elbow

Tribe 5 - Winter          Rainforest             Desk

TRIBE challenge0:20

Wrap Up & Reflect

Have students turn to their Journal Prompts page. Give students 3-5 minutes to write. Encourage them to 
keep writing while the timer is on, without worrying about grammar or spelling. 

Journal Prompt: “If I could go anywhere in the universe, I would go to ___________ because…”

0:15
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B. Building a Challenge for your Scene
90 minutes

Notes

             

             

             

             

             

             

             

             

             

             

• Students may need a refresher on each of the biomes. If possible, before or during class time, find an 
image from each biome online.

• It might also be helpful to list some of the attributes of each biome (for example, the dessert is usually 
hot and dusty with cacti and lizards and snakes but little or no water).

• Encourage students to pick a specific setting within one of the biomes to describe. For example: indoor 
spaces (buildings) and natural landmarks such as rivers, lakes, forests, beaches, glaciers, parks, etc.

• For the tribe challenge, remind the designated artist students that to make the most of their time, they 
should start by sketching their word in the simplest way possible. If their tribemates can’t guess, they 
can begin adding more and more detail.

• If one tribe is stuck on a single word, let them know they can drop that word to move on to the next 
while the timer is on.

suggested scaffolding
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MODULE 5

B. Building a Challenge for your Scene

Learning Objective

Students will develop, finalize, and write directions for a challenge that pairs with their 
story setting.

Introduction & Discussion

Begin today’s session by discussing how the challenges within a story can tie into the story’s overall message. 

When we read about (or watch) a character undergo challenges and overcome obstacles, we can usually learn 
something from their struggles and successes that we can apply to our own lives.

Today, as students refine their challenges, encourage them to think about what they want people to learn 
from their challenges. The most evident lesson from challenges of any kind is perseverance. Write the word 
perseverance on the board and ask students if anyone knows what it means.

Gather a few different definitions or share this one:

The power to continue doing something in spite of difficulties. 

Discuss some things that they have done already that took perseverance (for example, learning to riding a 
bike, or to do math, or to tie their shoes). 

On the board/chart paper, create a list of these events along with a description of what students needed to do 
to persevere and demonstrate success. 

Next, create a list of things that one can do to show perseverance in any situation (for example: practice, have 
patience, ask for help, try in a different way, etc.).

Tell students that having come so far in Quest, they have shown great perseverance. Remind them that 
through their final projects, they’re sharing the lessons of perseverance with anyone who tries out their 
challenge.

90 minutes
Expansion

0:20



42 43

M
O

D
U

L
E

 5

Today’s challenge will test students’ wits and survival skills! Give students this 
introduction to their challenge:

You’ve all woken up on a sinking ship near the shore of a desert island. Each 
tribe can only carry four items from the ship onto the island, so you’ll have to 
pick only the four most important items for your survival.

But there’s one little problem: a wild storm strikes this island once every 8 hours, 
destroying any structures and leaving everything soaking wet.

Write the list of items (without point scores) on the board/chart paper. Tell students they have 5 minutes to 
work in their tribes to choose four items from this list and write a short explanation for each item they choose. 
Before they begin, make sure students understand all of the options. 

(cont.)

Tribe challenge0:15

Collaborative Activity 0:50 

Activity 1 - 25 minutes

Tell students that they will be working in their tribes to craft and finalize a challenge to go with their setting.

Remind them to use the topography (physical features of the land), mood, or objects from their setting in 
their challenge. If their challenge is a physical challenge, that might mean building, moving, or unlocking 
something from within their setting drawing. If their challenge is a riddle, the way they write it might connect 
to the mood of the setting, or it might involve one of the objects in the setting.

Students can choose one of the ideas they brainstormed in 4b and develop it further, or they can invent a new 
challenge that is more closely connected to their setting. 

Activity 2 - 25 minutes

Once they have finalized the details of their challenge, they should fill out the Challenge Basics page in their 
Workbooks, then write directions for completing their challenge on the Challenge Directions page. 

(If students don’t have experience writing directions, try out the “Disgusting Directions” Enrichment activity 
from Module 4, if you haven’t already!)

You may need to remind students that when they write directions, they should write in the second person, 
using the pronoun “you”.
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Wrap Up & Reflect

Have students turn to their Journal Prompt pages. Give students 3-5 minutes to write. Encourage them to 
keep writing while the timer is on, without worrying about grammar or spelling

Journal Prompt: What’s one goal or challenge you have for yourself this summer? How will you 
accomplish it?

0:10

Notes

             

             

             

             

             

             

             

             

             

             

             

M
O

D
U

L
E

 5

Remember: they can only choose four! 

 > a bag of fruit and vegetable seeds  
(4 points)

 > a fishing net (5 points)
 > sunblock (3 points)
 > a 100 ft rope (3 points)
 > a waterproof bed sheet (3 points)
 > a large, strong bucket (2 points)

 > A bag of chips (1 point)
 > Matches (2 points)
 > Tent (1 point)
 > Compass (3 points)
 > Mirror (2 points)
 > Hammock (1 point)
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Enrichment Activities

color techniques0:30

As students work on drawing and refining their settings, discuss the role of color in setting a mood or bringing certain 
details to life.  Show the Basic Colored Pencil Techniques Video Series and have students practice using colored 
pencils in different ways to create vibrant and nuanced scene drawings.

Enrichment

STORY OBSTACLES AND SOLUTIONS0:30

Begin by playing the What Makes a Good Character? Video. You will be brainstorming two characters 
together as a class. These characters can be humans, animals, aliens, robots, etc. Make sure to give each 
character a few physical traits and a few personality traits. Once you have your two characters, tell students that 
they will be coming up with obstacles and solutions for one or both of these characters. Remind them that 
there are different kinds of obstacles and challenges that characters can face in a story. 

Write the following examples on the board/chart paper:

• Knowledge obstacles (a character doesn’t have an important piece of information to reach their goal)

• Time obstacles (the clock is ticking, and the character may not reach their goal on time)

• Physical or geographical obstacles (the character can’t reach a place or other character because distance 
or things literally get in the way)

• Emotional obstacles (a character is held back by fear, anxiety, sadness, etc.)

In their tribes, students should devise a specific example of each kind of story obstacle that the characters 
you created my face. Next, they’ll choose one of those obstacles and write a short (one or two sentences) 
description of how the characters could overcome that obstacle.

RHYMING RIDDLES0:30

Tell students that today they will be working in their tribes to create a rhyming riddle. Explain that they should 
start by thinking of their riddle’s answer. An animal or object is usually the best type of riddle answer. Once 
students have their answers, they should work backwards to write clues. Explain that clues should be written 
from the point of view of their chosen animal or object. (For example: “I look like…I sound like…You find 
me…I have…I am…I feel…”) Next, they should transform their riddle into a rhyme. They may need internet 
access to look up words in a rhyming dictionary. Here’s an example of a rhyming riddle about a wolf:

“I look like a dog, but I travel in a pack. I can be vicious, so watch your back. What am I?”

Have each tribe present their rhyming riddle aloud for everyone else to guess!

44
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MODULE 6

A. Finishing Touches

Learning Objective

Students will refine their story settings, making connections between their creations and 
the overarching storyline and themes of Quest.

Introduction & Discussion

Let students know that today they’ll be finishing their final projects, adding details to their drawings and 
writing descriptions that note points of interest.

Before they start, ask students a few questions to recap their Quest experience so far:

• Who are some characters you’ve met in Quest? Describe them.

• What are some settings you’ve explored in Quest? Describe them.

• Describe the basic storyline of Quest so far. What has happened?

Tell students to think about how their setting relates to the overall storyline of Quest as they continue working 
in their tribes. What kind of things could happen in this place? Could it be a place of discovery? Could it be a 
trap? Could it have a portal or tunnel to somewhere else?

0:15

90 minutes
Foundational

Activity 1 - 15 minutes

It’s time for students to add final touches to their setting drawings. They should review the Setting 
Descriptions page in their Workbooks to make sure they have illustrated the following details:

A. Natural Resource(s) and their usefulness

B. Any animals/bugs/creatures

C. Any areas to avoid (and why)

D. Other points of interest

They should write the corresponding letters of the alphabet onto their drawing to refer to each of the above 
points.

Collaborative Activity 0:45
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Tell students to turn to the Storytelling Wordbox in their Student Workbook to 
prompt their verbal story for this challenge. They must try to use as many of the 
Story Wordbox words as possible. Some words are worth more points than others, 
but they only get the points if they use the words correctly.

Give each tribe 2 minutes to prepare before they perform their improvised story 
aloud for the class. They can use their preparation time to look up the meaning of any 
unfamiliar words, or to brainstorm a narrative (or some combination of both).

When the first tribe is called upon, they can nominate a Storyteller in their tribe to begin telling/performing 
a story out loud for the class, using as many of the Wordbox words as possible. Remind Storytellers to speak 
loudly and clearly for everyone to hear. Other tribe members can tag in to take over if a Storyteller seems to be 
struggling. Each tribe has 2 minutes to perform their story. They must use all of that time, but no more.

The tribe with the most Wordbox points (after every tribe has performed) wins the challenge and gets the 
house point.

Tribe challenge0:20

Wrap Up & Reflect

Let students know that they will be using the next session to present their Settings.

Wrap up by discussing their experiences with Quest so far.

• What have you learned about yourself through playing Quest?

• Have you done or achieved anything you didn’t think you would be able to do/achieve?

• What have you learned about your tribemates through playing Quest?

• What part(s) will you always remember?

0:10

Activity 2 - 30 minutes

Have every student in a tribe fill out their complete Setting Description pages. They should collaborate to 
brainstorm, but each student will be writing onto the pages of their own Workbook.

Remind them to use at least three of the five senses (sight, sound, smell, taste, touch) in their written 
descriptions.

As students work, circulate the room and encourage them to add details to their descriptions that will make 
their writing pop.
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• To help students connect their settings with the storyline of Quest, have a discussion about everything 
that they’ve seen and done in Quest so far, including encounters, challenges, and discoveries. 
Encourage them to think about similar events that could happen using the specific topography or 
points of interest in their settings.

• If tribes are struggling to come up with points of interest, natural resources, or creatures for their 
setting, give them 10 minutes of internet access to do some research online.

• Since students are individually writing their Setting Descriptions, allow them to write in their native 
language, even if the rest of the tribe is writing in English.

• For the Tribe Challenge, encourage students to prioritize using words that have higher point values. 
They can do this by using their prep time to look up the definitions and brainstorm story ideas around 
these definitions.

suggested scaffolding

Notes

             

             

             

             

             

             

             

             

             

             

             

             

B. Testing & Refining
90 minutes
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MODULE 6

B. Testing & Refining

Learning Objective

Students will test other tribes’ challenges, offer helpful feedback, and refine their final 
projects using the feedback they receive.

Introduction & Discussion

Tell students that this is their last chance to make changes to their setting, setting description, challenge, and 
instructions. Soon, friends and community members will be reading at looking at all their creative work and 
trying out their challenges!

Explain that one of the most important steps in any creative process is giving and receiving feedback from 
people you trust before you share you work with a wider audience. 

Today students will be trading their settings and challenges with other tribes to offer helpful feedback and 
suggestions, then make any last changes to their own projects.

There are three main components to helpful peer review:

1. Compliment

2. Make Specific Suggestions for Enhancement

3. Any necessary corrections

They’re going to begin today with a pair activity that will help them get in a positive, complimentary mindset 
to prepare for peer reviewing each other’s projects!

90 minutes
Expansion

0:10

pair and share0:15

Pair students up with someone from another tribe for this fun SEL activity. Assign one student in each pair to be 
Student A and the other to be Student B.

Student A has 2 minutes to interview Student B and fill out as many answers as they can on their Brag Sheet.

Next, Student B has 2 minutes to do the same. After interviews have been completed and Brag Sheets have been 
filled out, give students an additional 2 minutes to prepare a little presentation of their pair partner. Next, each 
pair will stand up at the front of the room, one at a time, for Student A to brag about how great Student B is, then 
for Student B to brag about Student A.

If time allows, have all students present.
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Today’s challenge is a lightning speed game of Categories! 

Write the following categories on the board or a piece of chart paper:

• Colors

• Animals/insects

• Things you would carry in a backpack (this category can be interpreted 
broadly, but shouldn’t include anything that wouldn’t fit in a backpack or any living creatures)

• Things that would help you survive on a desert island

Tell students that you’ll be giving them a letter of the alphabet and they will have 1 minute, working in their 
tribes, to write as many words as they can that begin with that letter in each category.

Tribes will get a point for each unique word they write, which means they can’t get multiple points if they write 
the same word in multiple categories. The tribe with the most points wins the house point!

Tribe challenge0:10

Activity 1 – 25 minutes

Assign each tribe’s project to another tribe to read, review, test the challenge and offer feedback written on the 
Peer Feedback page of their Student Workbooks. 

While tribes are working and writing their feedback, circulate the room to make sure everyone understands 
the different components of feedback and keeps their suggestions positive and helpful.

Have tribes fill out Peer Feedback pages for as many other tribes as they can in the allotted time.

Activity 2 – 25 minutes

It’s time for students to gather their Peer Feedback pages and make and add any last finishing touches or 
make corrections as needed.

Let students know that they don’t have to take every suggestion that is offered to them, but they should 
discuss the value of each one in their tribes to decide whether it is worth implementing or not. 

Collaborative Activity 0:45 Enrichment Activities
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MODULE 6

Enrichment Activities

SECRET STORYBUILDERS0:30

Tell each tribe to fold a blank piece of paper into six rectangles. 

On the first rectangle write, “Character 1 name and description”. On the second rectangle, write “Character 2 
name and description”. On the third, “Where did they go?” On the fourth, “What did they do?” On the fifth, 
“What did they say?” and on the sixth, “How did it end?”

The first student in the tribe will write the first character name and description. Then they’ll fold over what they 
wrote and pass it to the next student, who will write the second character name and description. Tribes should 
continue folding, passing the piece of paper, and adding a detail, until they’ve completed all six rectangles. 

At the end, have them unfold the piece of paper and read the story they created!

Enrichment

BUILDING A QUEST0:30

Tell students that today they will be working in their tribes to build their own quest by combining their setting, 
challenge, and the characters they created in Module 2. Remind them that a quest is just a type of story in 
which a character goes on an adventure to reach a specific goal and ends up learning something.

They already have the character, setting and the challenge/obstacle their character needs to face, so all they 
will need to do is plot out a short storyline that incorporates all these elements.

Play the What Makes a Good Storyline Video again. Give students 15 minutes to work in their tribes to write 
their quest storylines, then have everyone share theirs out loud.

CRAZY CHARACTERS0:30

Show students the additional Quest Character Videos. After they’ve watched each one, tell students they will 
be creating original Quest characters. Each student should create and draw their own character - someone or 
something who would believably be a part of the Quest universe – and then write the script for the character’s 
introduction video. They should write their character descriptions and draw their character on a clean 
Character Sheet in their Workbooks.

You can have students present their characters by showing everyone their drawing and reading their script 
aloud, or, if you have phones or devices record students’ voices reading their scripts. Encourage them to speak 
in their character’s voice when they record! You can snap a picture of their character drawings and overlay their 
voiceover with the image to create your very own Quest character “videos”!
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Expansion EnrichmentFoundational

60 minutes
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PREPARE  
AND PRESENT

60 minutes

Foundational
• Give students time to practice presenting their settings out loud.

• Each member of a tribe should begin by introducing themselves and explaining the role they  
played in the work they’ve created. Next, one person should read their detailed setting description 
aloud, pointing out all the points of interest and physical details.

• Remind students that even if one student is doing the talking, everyone in a tribe will be a part of 
the presentation, which means that they can chime in with details or facts or hold up the drawing for 
everyone to see.

• If possible, invite students and educators from other grade levels to be the audience for your students’ 
setting presentations.

• At presentation time, have students come to the front of the room, one by one. Remind them to stand 
tall and project their voices as they read aloud from their setting descriptions and show their drawings 
for everyone to see.

• After each tribe presents, give them a round of applause.

• OPTIONAL: invite people in the audience to ask the presenting student one or two questions about 
the setting they created (or any of the other work they’ve done throughout this program).

• Give students time to rehearse and memorize their setting descriptions.  
Practice performing as many times as possible in class time.

• One or two people in each tribe should be responsible for describing the setting, while another one or 
two students present and explain their challenge.

• If possible, invite students and educators from other grade levels to be the audience for your students’ 
setting and challenge presentations.

• We recommend coordinating with other facilitator implementing Quest Creators to host your 
presentations on the same day so people can visit all three levels – Entry, Access and Secondary.

• You may want to hold your presentation outdoors or in a big open space. You can also move any 
furniture out of the way in your regular classroom. 

• At presentation time, set students up in different parts of the room. They should stand quietly until 
someone approaches, then present their setting and challenge.

• If possible, film each group sharing their settings and challenges.

Expansion Enrichment

PREPARE  
AND PRESENT
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• Coordinate with other facilitators and program managers to schedule and plan a Summer Quest 
Showcase for all students participating in the Quest Creators Program.

• Invite families, friends, and even local press for a night of community engagement and fun.

• Designate a room or area of the showcase to set up for your settings and challenges.

• Participants should be able to walk through the showcase in order of grade level. They will visit Entry 
Level students first to witness their talking wax characters. Next, they’ll visit Access Level students to 
learn about settings and story challenges. Then they’ll visit Secondary Level students to read and hear 
branching storylines. 

• If possible, have someone film each group of students as they present to share with parents, or to use as 
PR for your program!

• As they move through the Showcase, participants will select a character from the wax museum, a 
setting and a challenge from the Access presentations, and a storyline from the Secondary storytelling 
presentation. At the end of their tour, they’ll put their character, setting and storyline together to create 
their very own original quest story!

• Each family/group will leave with their collaboratively written story, becoming Quest Creators, too!

OPTIONAL

Summer Quest Showcase
2 Hours

Foundational Expansion Enrichment

Summer  

Showcase
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TRIBE CHALLENGES ANSWER KEY

Module 1 A

 > Brandon: Thoughtful
 > Imani: Brave
 > Ana: Wise

 > Michael: Impatient
 > Kara: Selfish
 > Jordan: Humble

Module 1 B

“I feel great today!” S
“I know where the treasure is hidden, but I don’t want anyone else to find it.” T
“Abby told me a secret.” T
“You’re not good at this game.” T
“This soup is delicious!” S
“Great job solving that puzzle!” S
“I’m glad that my team won and yours lost.” T
“I think your favorite flavor of ice cream is gross.” T
“You’re an awesome teammate!” S
“It’s nice to meet you.” S

Module 2 A

Each tribe gets two points for each adjective and one point for each verb they correctly add to the description. 

Module 2 B

If everyone on the tribe drew and wrote the same thing (or very close), they get a house point!

Module 3 A

 > Skyscrapers/buildings (x4)

 > Neon sign

 > Trees without leaves/deciduous tree

 > Ferris wheel

 > Rocks

 > Smoke

 > Cave

 > Eyes

 > Aerials/antennae

 > Mountains 

 > Sky

 > Grey in the foreground

 > Blue in the background

 > Lamp/streetlight

 > Decay

 > Railway/light rail tracks/bridge
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TRIBE CHALLENGES ANSWER KEY

Module 3 B

 > Gloomy: Rain pouring
 > Cheerful: Lively music
 > Hopeful: Rainbow on the horizon

 > Spooky: Bats flying
 > Mysterious: Whispered voices
 > Funny: A starfish in a top hat 

Module 4 A

1. The fifth horse is named Luna.

2. There are no stairs; it’s a one-story house

3. Adrian fell from one of the lower rungs of the ladder, not from the top.

4. Your voice.

5. There are four girls (including Kara) and three boys in the family.

Module 4 B

Have each tribe guess one word from the list. There is no limit to the number of questions they can ask, but 
the tribe that guesses their word with the least number of questions wins a house point.

Module 5 A

Each tribe gets one per word guessed correctly. The tribes with the most points at the end win a house point.

Module 5 B

Each team can choose only four items from the list. Add up their points.

 > a bag of fruit and vegetable seeds  
(4 points)

 > a fishing net (5 points)
 > sunblock (3 points)
 > a 100 ft rope (3 points)
 > a waterproof bed sheet (3 points)
 > a large, strong bucket (2 points)

 > a bag of chips (1 point)
 > matches (2 points)
 > tent (1 point)
 > compass (3 points)
 > mirror (2 points)
 > hammock (1 point)

Module 6 A

The tribes that can incorporate the most Storytelling Wordbox words into their improvised story get a house 
point.

Module 6 B

Tribes will get a point for each unique word they write in each category. They will not get multiple points if 
they write the same word in different categories. The tribe with the most points wins the house point!
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