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Story Architect Challenge

o Language Arts 30 min Ages 9-11- Grade 5

Become a 'Story Architect' and design your own plotand character machine! This
challenge will guide you through the exciting process of building compelling
narratives and bringing imaginative characters to life, all with hands-on creativity.

Our goalis for your child to identify and define key story elements like character,
setting, conflict, and resolution, design a simple plot structure using a beginning,
rising action, climayx, falling action, and resolution, and develop compelling
characters by considering their traits, motivations, and changes throughout a
story.

What You Need

Paper Pens Scissors Index Cards

Every child learns differently, and this is just the
baseline.

Scan to jump into the app and easily tailor this lesson to
match your child’s exact learning level and see how Mai

| s Tailor ) willguide this lesson.

Ready for more adventures? Explore our Sparks Hub in the
appP
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Lesson Blueprint

A simple, hands-on lesson that guides your child through curiosity,
exploration, and reflection.

Mai's Tips

L If hid gets stucl ting id t thev think about
their f ite bool .  trv to " . Cits st
machine first: If your child gets stuck on generating ideas, suggest
they think about their favorite book or movie and try to ‘reverse
engineer’ its story machine first.

5 id and | inative id for cl lots: this |
a safe space for creativity, not perfection: Encourage wild and

imaginative ideas for characters or plots; this is a safe space for
creativity, not perfection.

Prep Before Session

1. Gather the materials and choose a safe, comfortable place for the
activity.

2. Read through the lesson once so you know where the child will make
predictions, test ideas, and reflect.
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Introduction 5 Min

1. Begin by welcoming your child to the challenge of becoming ‘Story
Architects.’ Explain that a Story Architect is like a builder who designs
and plans stories. Ask them to share their favorite stories or characters
and what makes them special. Focus on understanding why they
enjoy certain stories, not just what they are.

2. Ask them:

« "What are some of your favorite stories or characters?”

« "What do you love most about them?”

- "What do you think makes a story really exciting or memorable?”
« "What kind of adventures or characters do you like?”

3. When your child has shared their thoughts on engaging stories and
shows excitement for the activity, you're ready to move on.

¢ Done when: Student shares initial thoughts on engaging stories and

shows curiosity for the challenge.




Phntohv cotton hrastiidionn Paxale

Explore & Plan 8 Min

1. Explain that stories, like cakes, need ‘ingredients’ to be complete. Work
together to brainstorm core story elements.

2. Character: The people, animals, or creatures in the story who drive the
action.

3. Setting: Where and when the story takes place, setting the mood.

4. Conflict/Problem: The challenge or struggle the character faces,
making the story interesting.

5. Resolution/Solution: How the problem is fixed or changed by the end.

6. Plot Structure: The sequence of events: Beginning (introduces things),
Middle (action, problem develops), End (problem resolved, story
concludes).

7. Ask them:

- "What 'ingredients’ does a story need to be complete?”

« "How could we show a character on a card?’

« "How might we visually represent the journey a character takes?”

8. Guide them to think about how they could show these ideas using the
provided materials. You're done when your child can hame these key
story components and has a rough idea of how they might show
them with cards and paper.



¢ Done when: Studentidentifies key story components and has a basic

plan for how to represent them visually or physically.
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Discussion 6 Min

1. Now, discuss how all the story ingredients fit together. Focus on the
relationships between elements and the concept of a Character Arc. A
Character Arc is the journey of change a character goes through from
the beginning to the end of a story, often learning or growing.

2. Let your child answer first, guiding them with follow-up questions if they
need help.

3. Ask them:

« "How do a character's traits influence the problems they face?”

« "How does solving those problems change the character?”

- "What do you think is the most important part of a story, and why?"
« "Can you think of a character who changed a lot in a story?”

4. When your child can explain how story elements connect and has
grasped the idea of a character changing throughout a story, you're
ready.



¢ Done when: Student can explain the basic connections between story
elements and the idea of character development.

O Activity 9 Min

1. Gather your paper, pens, scissors, and index cards. Your child will build
their 'Plot & Character Machine' by creating cards for different story
elements. Encourage independent creation, letting your child lead the
design and content.

2. Have them create:

- Character Cards: Write about who their main character is, including their
strengths, weaknesses, and dreams.

« Setting Cards: Describe where and when the story takes place.

« Conflict Card: Detail the main challenge or problem their character
faces.

« Plot Point Cards: Make separate cards for:

« Beginning: The introduction of the character and setting.
* Rising Action: Where the problem starts and builds.

- Climax: The biggest, most exciting moment of the story.

« Falling Action: Where things start to settle and the problem begins to
resolve.



« Resolution: How everything ends, concluding the story.

3. Arrange dll these cards on a larger piece of paper like a storyboard.
They should connect the cards with arrows to show the flow of their
story. Offer creative help or brainstorm ideas if your child asks, and
ensure you supervise when scissors dare in use.

4. The stage is complete when your child has created and arranged their
story element cards into a visual ‘'machine’ or storyboard.

¢ Done when: Student has created and arranged their story elements into
a visual ‘'machine’ or storyboard.
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Summary 2 Min

1. Celebrate your child’s effort and creativity! They've desighed a
blueprint for adventure—a detailed plan or design for their story. Ask
them to read’ or explain their story machine to you.

2. Ask them to reflect on the process:

« "Tell me about your story machine!’

« "How did it feel to break down a story and build it back up?”
- "What was the most surprising thing you discovered today?”

« "How might real authors or movie makers use similar planning tools?”



3. The stage is complete when your child has explained their story
machine and shared at least one key takeaway from the activity.

¢ Done when: Student shares one key takeaway from building their story

machine and reflects on the process.
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Beyond The Lesson
Fuel their curiosity beyond the lesson with bonus sparks.
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Table Talk

Story Architects, like authors, screenwriters, and video game
designers, use similar planning tools to craft engaging
narratives that capture our imaginations.
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Did You Know?

Everyday objects can reveal surprising science when we slow
down and observe them.
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Challenge

Expand your story machine! Add more detailed character
cards (with drawings of emotions or costumes), multiple

potential conflicts, or even branching plot paths for a ‘choose
your own adventure’ style story.

- J
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Quick Recap Quiz 4 Min

Check what your young scientist remembers. Each question includes a
Parent Tip to help them find the answer without giving it away.

1. Which Of These Is A Key ‘'ingredient’ For Almost Any Story?

A list of rules

v A main character

€ Remind them of the 'baking a cake’ analogy from Stage 2.

2. What Makes A Story Interesting By Creating Tension And Something
For The Character To Overcome?

A happy beginning
o A conflict or problem

2 Askwhat would happen if nothing ever went wrong in a story.

Would it be exciting?

3. After The Main Problem In A Story Gets To Its Biggest, Most Exciting
Point (The Climax), What Usually Happens Next?

The story ends immediately

© The story starts to wrap up and solve the problem

€ Think about how a movie usually ends after the big fight scene.



4. Who Uses Skills Like Understanding Plot And Character Development
In Their Real-World Jobs?

Astronauts and accountants

@ Authors and video game designers

2, Encourage them to think about who creates the stories we read

and watch.
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