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Stuck Story Maps
Book Lists
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Story Pattern Plot Teaching Steps:

1. Read the class a picture book example of the plot pattern you are
studying.

2. Gather concepts/ideas from the book and add them to your ldea
Bank.

3. Choose character graphics.

4. Create a story map for the children using one or more new character
graphics. Base your story map on the concept borrowed from the book
read to the children.

5. Have children create their own story map using one or more of the
new character graphics you provide them. They will also base their story
problem on the same concept/idea you modelled and collected from the
author. Do not have children write the story. The point of these story

Stuck Story Plots

A stuck story occurs when a character or an object becomes
physically stuck (e.g. a shoe caught in a tree which you can’t get down
or a princess stuck in a sleep which she can’t be awakened from). The
reasons which cause a character to become stuck are as follows: a trick
is played (e.g. the antagonist takes something which belongs to the
protagonist and won’t give it back), a disaster or accident happens to
the main character causing him or an object of his to become stuck (e.g.
tripping), or an act of god occurs causing the main character or an object
of his to become stuck. An act of god is defined as a weather disaster
(getting caught in a blizzard) or magic wielded by the antagonist on the
protagonist (fairy zapping a dwarf into a frog). Finally, force can be used
by another character. An example of the use of force might be
kidnapping another character or taking something that belongs to a
weaker character. For the purpose of story mapping we will use the
following three point plot structure. First, begin by establishing what
got stuck and what caused it to get stuck (trick, disaster, act of god).
Secondly, plan two unsuccessful attempts at freeing the character/
object. Thirdly, resolve the problem by freeing the character/object. A
character/object is freed when: someone helps, someone plays a trick, luck, hard
work, someone changes his mind, or by an act of god (weather or magic).
In a story where one character is being held hostage, the rescuer will
face two or more obstacles prior to the rescue. The obstacles the
rescuer faces will be one or a combination of: tricks, disasters, acts of
god, or the use of force (physical or political).

4 © JoAnne Moore 2003 www.books4results.com
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Stuck Idea Bank

Character/Object Stuck because of:

Act of God weather (tornado, lightning, hurricane, etc.)
magic

Disaster Accident happens
Something you did to yourself

Trick To deceive or cheat
Force Physical Strength or magic used by another

Stuck Words: caught, hooked, snagged, tangled, hung, suspended,
jammed, clogged, plugged, latched, wedged, blocked, crammed, trapped,
caged, bound, snared, ambushed, captured, snatched, grabbed, seized,
plucked, wrenched, kidnapped, turned into, transformed, changed

Stuck as/by/in:

animal gold statue chocolate stone
salt ice island tiny gigantic
fat tall young old in sleep
tower tree kidnapped cave trunk
chest storm invisible dark sewer
pipe whale cave time elevator
throat nose clothes tongue cage

jail planet in space tunnel fish bowl
pirate ship  zipper button tooth facial expression
dirt to others tongue hole hair

Unsuccessful Attempts to Free Character/Object:

grabbed, pulled, yanked, pried, forced, shook, rattled, jiggled, wiggled,
stretched, commanded, ordered, pleaded, begged, bargained

Freed by: Help, Trick, Hard Work, or Act of God (magic or weather)
strength, the weather changing, magic, tool, found way out,

by accident, by waiting for the right time, laughter, change of mind,
rescued, by fulfilling a condition, by succeeding in a quest/mission,
change of season, trick, effect wearing off, a correct guess

6 © JoAnne Moore 2003 www.books4results.com




Stuck Story Map
Setting:
Character:
Motive: Character wants..
Object (if needed):

Character or Object gets Stuck because there is a:
*Trick

*Disaster (accident)

*Act of God (weather or magic)

*Force used by another character

Two Unsuccessful Ways to Free Protagonist/Object:
1.

Freed because:

*Trick

*Luck

*Someone helps

*Act of god

*Hard work

*Someone changes his mind

7 © JoAnne Moore 2003 www.books4results.com




Stuck Story Map

Lesson One:

Setting

Character:

stuck because of:

Act of God:

Trick:

Disaster:
Use of Force:

Choose:

Character or Object:
stuck as/by/in

Motive:

Lesson Four:
freed because

*trick

*luck

*someone helps

*act of god (weather or magic)
*hard work

*someone changes his mind

il e e il il

Lesson Two:
1st unsuccessful attempt to free

Lesson Three:
2nd unsuccessful attempt to free

© JoAnne Moore 2003
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Review of Teaching Steps:

1. Read the class a picture book example of the plot pattern you are studying.

2. Gather concepts/ideas from the book and add them to your Idea Bank.

3. Choose character graphics.

4. Create a story map for the children using one or more new character graphics.
Base your story map on the concept borrowed from the book read to the children.
5. Have children create their own story map using one or more of the new character
graphics you provide them. They will also base their story problem on the same con-
cept/idea you modelled and collected from the author. Do not have children write
the story. The point of these story planning sessions is to build the concepts of story
problem and resolution.

Copycat Story Plots

Let us go on to study copycat stories. A copycat story plot can work several dif-
ferent ways. We will look at two of them. The first, is when two characters meet and
one wishes to become a friend of the other. In this case, one character may copy the
behaviour of the other out of a desire for friendship or admiration. This copying will
go on until the copycat character imitates a behaviour which causes him to have a
disaster. The disaster will be either an: accident, wrecking or breaking something,
getting hurt, getting an object/character stuck, or growing embarrassed when noth-
ing happens. This disaster will cause the copycat character to stop copying and learn
to be himself and possibly part company with the first character.

This is how the first copycat plot structure functions:

1. Encounter (meeting) between characters

2. Copycat character copies the other character’s action with success.

3. Copycat character copies a different action of the other character with success.
4. Copycat character copies a third and different action of the other character and
has a disaster.

5. Copycat character stops copying. He is distressed.

The second, is when two characters meet and one wishes to achieve the skill/
ability/job that the other has. In this case, one character copies the behaviour of
the other only until he has mastered the skill/ability/job and then he no longer has a
need to imitate. He will have two disasters while he is learning the skill, followed by
a demonstration of success. The disasters will include two of the following: accident,
wrecking or breaking something, getting hurt, getting an object/character stuck, or
having nothing happen and growing embarrassed.

This is how the second copycat plot structure functions:

1. Encounter (meeting) between characters or between the copycat character and a
skill/ability/job he sees which he wants to be able to do.

2. Copycat character copies the skill/ability/job and has a disaster.

3. Copycat character attempts to do the same skill/ability/job again with a different
disaster.

4. Copycat character attempts to do the same skill/ability/job a third time and has
success.

5. Copycat character stops copying, because he has mastered the skill/ability/job.
He is happy to have acquired a new skill/ability/job.

10 © JoAnne Moore 2003 www.books4results.com
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Copycat Idea Bank

Character Selection

Jobs

This plot works best when the

Hobbies/Games |[two characters chosen are very
different from each other.

Activities ,

Motive:

| want to be your friend.
Sports Success

Success

Appearances Disaster i stop copying, because of my

disaster.

. Motive:

Mannerisms | want to learn your skill/ability/job.
Disaster

Speech Disaster

S UCCESS 1am stop copying, because | have learned a
new skill/ability/job.

Types of Disasters
*accidents
*wreck/break or destroy something
*get hurt (physically or emotionally)
*get yourself or an object stuck
*try to copy and when nothing happens character
becomes embarrassed
*misunderstand instructions
*arrive late or at the wrong place

12 © JoAnne Moore 2003 www.books4results.com



1st Copycat Story Plot (Success, Success, Disaster)
1. Setting:
2. Copycat Character Encounters:
3. Motive: Copycat Character wants a friend.
4. The new friend does two different actions which the copy-

cat character copies successfully.
a.

5. The new friend does one more different action which the
copycat tries to copy. This time he has a disaster.

*accident

*wreck/break/destroy something

*get yourself or an object stuck

*try to copy and get embarrassed when nothing happens
*gets hurt

*misunderstands instructions

6. The copycat character:
stops copying and learns to accept himself the way he is

13 © JoAnne Moore 2003 www.books4results.com




2nd Copycat Story Plot (Disaster, Disaster, Success)
1. Setting:

2. Copycat Character Encounters:
*a Character
*thinks of or sees a skill/ability/job he would like to master:

3. Motive: Copycat Character wants the other character’s or to
be able to achieve a skill/ability/job he has seen/thought of.

4. Copycat Character tries twice to imitate the skill/ability/
job. He has a different disaster each time.

a.
*accident

*wreck/break/destroy something

*get yourself or an object stuck

*try to copy and get embarrassed when nothing happens
*gets hurt

*misunderstands instructions

b.

*accident

*wreck/break/destroy something

*get yourself or an object stuck

*try to copy and get embarrassed when nothing happens
*gets hurt

*misunderstands instructions

5. Copycat Character tries a third time to imitate the skill/
ability/job. This time he has success!

6. The copycat character:
stops copying and is happy because he has acquired a new skill/
ability/job.

14 © JoAnne Moore 2003 www.books4results.com




1st Copycat Story Outline
Success/Success/Disaster

Leader:

Follower:

Setting:
Encounter:

Motive:

For Disaster(s) Choose:
*accident

*wreck/break or

destroy something

*get hurt

*get a character or object
stuck

*character gets
embarrassed when he fries
to copy and nothing happens
*character gets
embarrassed when he tfries
to copy and an unexpected
thing happens

4

< 24

Success When Follower Copies:

<>

Success When Follower Copies:

-

Disaster when Follower Copies:

Leader:

Follower:

15
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2nd Copycat Story Outline
Disaster/Disaster/Success

Leader:

Setting:
Encounter:

Motive:

For Disaster(s) Choose:

*accident

*wreck/break or

destroy something

*get hurt

*get a character or object
stuck

*character gets
embarrassed when he fries
to copy and nothing happens
*character gets
embarrassed when he tries
to copy and an unexpected

4

Follower:

1st Disaster When Follower Copies:

<>

2nd Disaster When Follower Copies:

-

Success when Follower Copies:

Leader

Follower:

16
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Contest Story Maps
Book Lists
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Review of Teaching Steps:

1. Read the class a picture book example of the plot pattern you are studying.

2. Gather concepts/ideas from the book and add them to your Idea Bank.

3. Choose character graphics.

4. Create a story map for the children using one or more new character graphics.
Base your story map on the concept borrowed from the book read to the children.
5. Have children create their own story map using one or more of the new character
graphics you provide them. They will also base their story problem on the same
concept/idea you modelled and collected from the author. Do not have children
write the story. The point of these story planning sessions is to build the concepts of
story problem and resolution.

Contest Story Plot

Let us go on to study contest stories. A contest story plot is by far the
most complex of all the story problems. This is due to several factors. The
first, is that a contest story can be framed in many ways because there are
a number of motives. The contest story motives include: man Vs. man,
man Vs. nature, man Vs. himself (temptation stories), man Vs. God, man
Vs. the gods, predator and prey stories, the dare stories ( | dare you to....),
and romance ( | will win your affections). The second factor is that in some
types of contest stories, the protagonist’s journey through the story prob-
lem does not mirror the antagonist’s journey even though they both share
the same motive of “I will beat you!”. In a stuck story and a copycat story
the action of the story problem is linear. All of the action in each section
of the problem is on a single focus. For example, in a stuck story the ac-
tion is directed towards how the character/object got stuck and how to
free it. In a copycat story, the main character is trying to do what the
other character can do and so the actions of one parallel the actions of the
other (even if there is a disaster). To my knowledge, there are five contest
story motives which have a linear story problem. The first is the predator
and prey contest story in which one character tries to eat the other. The
focus there is either on how the prey can trick the predator or how a disas-
ter/act of god prevents the predator from getting the prey. The second is
the dare contest story in which each character challenges the other to one
daring feat after another until a disaster occurs. The third is the man Vs.
himself temptation stories. A person is given the chance to commit a sin or
to do the right thing. The fourth is the man Vs. nature contest story in
which a character faces a challenge caused by the weather and survival is
the issue. The fifth is man Vs. God in which a person either faces a crisis
that will end in personal disaster/grief unless God intervenes or a person
chooses to disobey a directive God has given him and experiences grief/
disaster until he obeys.

18 © JoAnne Moore 2003 www.books4results.com



The most complex of the contest stories have dual journeys. The actions of the
protagonist and antagonist do not mirror each other. These include: man Vs. man,
man Vs. the gods, and the romance stories. What do | mean when | describe a con-
test story as having a dual journey story problem? A dual journey story problem oc-
curs when the contestants have the same goal (e.g. | will beat you), but do different
things to try and achieve their purpose. For example, let’s look at Aesop’s The Tor-
toise and the Hare. This is likely the simplest of the man Vs. man contest stories. In
this story, Hare challenges Tortoise to a race. They have the same goal, but their
actions are different. If we worked with a simple three point story problem, we
would find that the story worked like this:

Motive: [ want to
beat you at a race.

Dual Journey

Tortoise’s Journey Hare’s Journey

1. Difficulty (because 1. Success (he is so far

he’s so slow). ahead he stops for a
drink).

2. Difficulty (because 2. Success (he is so far

he’s so slow). ahead he stops for a
snack).

3. Success (slow and 3. Disaster (so sure of

steady won the race). himself, he had a nap and
lost the race).

This example illustrates why the man Vs. man journeys, man Vs. the gods, and
romance stories are so much harder to write. While the protagonist and antagonist’s
motives may or may not parallel each other, their actions do not. As a result, the
child has to think about the fail, fail, success of the protagonist, and the success,
success, failure of the antagonist simultaneously. Introduction of this type of con-
test story plot should probably not occur prior to grade four. Stick with the predator
and prey contest stories or the lost and found circle stories (contest to find some-
thing that gets lost) for the earlier grades.
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Contest Idea Bank
Types of Contests:

man vs. man man vs. nature man vs. himself
man vs. evil man vs. machine man vs. gods
man vs. God predator and prey the dare stories
romance

A good contest story contains one or more of the following:
Trick:

detour distraction

delay appeal to foe’s pride & wear them out
disguise pit one enemy against another

riddle test

booby trap lies

swap an original for a fake drugging (e.g. sleeping pills)
Disasters:

*have an accident

*wreck/break or destroy something

*get hurt

*get a character of an object stuck

*get embarrassed when nothing happens
*misunderstand instructions

Act(s) of God:
*weather (tornado, lightning bolt, blizzard, etc.)
*magic

Force: using greater physical strength or more powerful magic to beat your
opponent

Skill:
better ability in any area

Courage:
faith in God for help

Lucky Break:
something happens in your favour that is out of your control (providence)

Someone Helps:

Hard Work:
lots of practice or great physical effort

Truth is revealed or confessed to win/lose the contest:
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Contest Stories (Predator and Prey)

1. Setting:
2. Prey Encounters Predator:

3. Motive: Predator wants to eat Prey.

4. Prey escapes from Predator twice. Choose:

*Trick - unfair advantage used to win (such as a disguise)

*Disaster- accident, wreck/break or destroy something, gets hurt, character or ob-
ject gets stuck, get embarrassed when nothing happens or embarrassed when the
wrong thing happens

*Act of god - weather (tornado, wind, thunder, lightning) or magic

*Force - using greater physical strength or more powerful magic to beat your
opponent

*Skill- better ability in any area

*Courage- faith in God that you can win against the odds

*Lucky Break- something happens in your favour that is out of your control
*Someone Helps

*Hard work

a.

5. Prey escapes Predator forever. Choose one:
trick, disaster, act of god, force, skill, courage, lucky break, someone helps,
hard work

6. The Prey lives happily ever after, because his enemy:
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Contest Stories (Man Vs. Man or Man Vs. the gods)
1. Setting:
2. Protagonist Encounters Antagonist:

3. Motive: Antagonist and Protagonist challenge one another to:
4. Protagonist’s Two Difficulties Antagonist’s Two Successes:

Choose from:

*Trick - unfair advantage used to win (such as a disguise)

*Disaster- accident, wreck/break or destroy something, gets hurt, character or
object gets stuck, get embarrassed when nothing happens or embarrassed when the
wrong thing happens

*Act of god - weather (tornado, wind, thunder, lightning) or magic

*Force - using greater physical strength or more powerful magic to beat your
opponent

*Skill- better ability in any area

*Courage- faith in God that you can win against the odds

*Lucky Break- something happens in your favour that is out of your control
*Someone Helps

*Hard work

Protagonist’s Two Difficulties: |Antagonist’s Two Successes:
a. a.

b. b.

5. Protagonist wins the contest. Antagonist loses. Choose:
trick, disaster, act of god, force, skill, courage, lucky break, someone helps, hard
work, truth is revealed or confessed to win/lose the contest.

Protagonist’s Success: Antagonist’s Failure.
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Predator and Prey Contest Story

Prey:

Setting:

Encounter:

Motive:

Predator:

1st Trick:

2nd Trick:

3rd Trick:

To Build the Story Problem Choose:

M *Trick - unfair advantage used to win (such as a disguise)
*Disaster- accident, wreck/break or destroy something, gets hurt,
M character or object gets stuck, get embarrassed when nothing

B happens or embarrassed when the wrong thing happens

N *Act of god - weather (tornado, wind, thunder, lightning) or magic
H *Force - using greater physical strength or more powerful magic to
j| beat your opponent

d *Skill- better ability in any area

| *Courage- faith in God that you can win against the odds

M *Lucky Break- something happens in your favour that is out of your
} control

N *Someone Helps

H *Hard work

*Truth is revealed or confessed to win/lose the contest
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Man vs. Man Contest Story

Protagonist: Antagonist:
Setting:
Encounter:
Motive:
Protagonist’'s Difficulty Antagonist's Success:
Protagonist’s Trick: Antagonist’'s Disaster/Success
Protagonist’'s Success Antagonist’s Final Disaster

To Build the Story Problem Choose:

| *Trick - unfair advantage used to win (such as a disguise) :
M *Disaster- accident, wreck/break or destroy something, gets hurt, X
fl character or object gets stuck, get embarrassed when nothing :
N happens or embarrassed when the wrong thing happens

 *Act of god - weather (fornado, wind, thunder, lightning) or magic

M *Force - using greater physical strength or more powerful magic to
 beat your opponent

f| *Skill- better ability in any area

H *Courage- faith in God that you can win against the odds

fl *Lucky Break- something happens in your favour that is out of your

N control

| *Someone Helps

H *Hard work

i *Truth is revealed or confessed to win/lose the contest
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Circle Story Maps
Book Lists
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Circle Stories and Subplots

When a child chooses to write a circle story he receives the beginning and
ending of his story, because circle stories start and end in the same place or way.
For example: in a lost and found circle story the character has something, loses it,
and regains it at the end. In a lost and found mystery story the character has
something, it/he is stolen, and at the end the character regains him/it. Time travel
circle stories begin with the character in one location in time and typically end in
the same location in time. Dream circle stories begin with the character going to
sleep in one location and usually end with the character waking in the same
location. Journey circle stories begin with the character in one location and end
with him returning to that location.

Circle stories do not address the plot or problem in the body of the story,
because once the circle begins the child will be left wondering what the problem
will be in the middle of the circle. This is where the subplots or stand alone story
patterns come in. There is usually one or more of three subplots found inside a
circle story. These are: copycat, stuck or contest. Sometimes a switch or a
physical transformation may be used. In longer stories or novels many
combinations of these subplots will be used. Once the subplot is introduced and
resolved the circle story will complete itself and things will return to the way they
were in the beginning. Usually a lost and found circle story has a contest subplot
to get back the lost item. Lost and found mystery stories usually have the subplot
of a contest to get back the lost item/person. If they are retrieving a lost person the
contest subplot is combined with a stuck story subplot as the person is trapped
somewhere or being held against their will. Time travel circle stories, dream, or
journey circle stories may use any of the subplots listed above. A character may
follow the copycat subplot in a time travel, dream, or journey circle story by
meeting a character and trying to form a friendship by copying their actions. The
subplot may function as copy it works, copy it works, copy it’s a disaster so
character stops copying.

The goal then is to teach children five types of circle stories and at least the
three main subplots of copycat, stuck, and contest so that the child will know how
to start and end the story as well as include a successful story problem (copycat,
stuck or contest). In novels, as well as picture books there may be numerous
combinations of these three basic story plots as well as circle, switch and
transformation subplots.
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Types of Circle Stories

1. Lost and Found Circle Stories

Things that have been lost:

parents, children, grandparents, pets, purses, wallets, keys, glasses, vehicles, bikes,
mittens, hats, scarves, homework, \buttons, friends, brushes, combs, toothbrushes,
businesses, talents, abilities

Intial Motive: Character wants his object/person back.

Examples: Are you My Mother? by P.D. Eastman Silverwing by Kenneth
Oppel

2. Lost and Found Mystery Circle Stories

Things that have been stolen/lost:

people, pets, money, jewels, stamps, paintings, horses, bulls, vehicles, bikes
Initial Motive: Character wants his object/person back.

Examples: The High Rise Private Eyes: The Case of the Climbing Cat by
Cynthia Rylant

Jigsaw Jones: The Case of the Stolen Baseball Cards by James Preller

3. Time Travel Circle Stories/Entering Other Worlds

Places to travel:

future, past, other worlds

Initial Motive: complete a mission, have an adventure, change history, change the
future, save a nation, rescue a person

4. Dream Circle Stories

Places to visit:

anywhere (future, past or present in any location)
Initial Motive: Have a rest.

5. Journey Circle Stories

Places to travel:

distant lands, other worlds, places within own country, go for a walk/jog/run,
work, school

Initial Motive for travel: complete a mission, have an adventure, to win a battle,
to rescue a person, save a nation, have an adventure
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Circle Idea Bank

*Circle stories begin and end in the same place/way. They
must have a subplot of one or a combination of: contest,
copycat, stuck, transformation, switch, circle.

Journey
physical
imaginary

Lost and Found
character
object

Time Travel
history
future

Entering Other Worlds through..
pictures books playhouses storms

cellar attic doors wardrobe
movies television video game
Dreams

night dreams
daydreams
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Switch Pattern Story Plot

When a child chooses to write a switch story he receives the beginning and
ending of his story, because switch stories usually start and end in the way. For
example: in a character switch story two figures deliberately or accidentally
change places, roles or jobs at the beginning of the story and change back at the
end. In an object (purse, wallet, bag, painting, jewellery) switch story, two figures
accidentally or deliberately change objects at the beginning of the story and
change back at the end.

Switch stories do not address the plot or problem in the body of the story,
because once the switch has been made the child will be left wondering what the
problem each character faces will be. This is where the subplots or stand alone
story patterns come in. There is usually one or more of three subplots found inside
a switch story. These are: copycat, stuck or contest. Sometimes a circle or a
physical transformation may be used. In longer stories or novels many
combinations of these subplots will be used. Once the subplot is introduced and
resolved the switch story will complete itself and things will return to the way they
were in the beginning. Usually a lost and found switch story has a contest subplot
to get back the lost item. Lost and found mystery stories usually have the subplot
of a contest to get back the lost item/person. If they are retrieving a lost person the
contest subplot is combined with a stuck story subplot as the person is trapped
somewhere or being held against their will. If characters switch jobs, roles or
positions the story will usually have a copycat subplot as the character will be
forced to fulfill the other character’s job, role or position. The subplot may
function as copy it works, copy it works, copy it’s a disaster so character stops
copying and wants to switch back. Some switch stories only follow the journey of
one character.

The goal then is to teach children the two types of switch stories (character or
object switches) and at least the three main subplots of copycat, stuck, and contest
so that the child will know how to start and end the story as well as include a
successful story problem (copycat, stuck or contest). In novels, as well as picture
books there may be numerous combinations of these three basic story plots as well
as circle and transformation subplots.
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Switch Story

Character: Character:
Lesson 1

Setting:

Encounter:

Motive:

N\ /™

Lesson 4
Character: Character:
Lesson Two: Lesson Three:
Subplot: Subplot:
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Character Transformation Story Plot Patterns

When a child chooses to write a character transformation story he receives the
beginning and ending of his story, because character transformation stories usually start
with: a) a character’s distinctive quality and end with that character changing his
distinctive quality or all other characters changing to accommodate their uniqueness or
b) a character’s belief about something and end with the belief being changed or all other
characters belief systems changing to agree with what the main character believes, or c¢) a
character who wishes to become something he is not or achieve a certain goal. Some
examples of a character tranformation story would be: a) the character may be a greedy
king who is transformed into a generous king, or b) the character may have a very loud
voice and everyone dislikes this, but in the end the other characters come to accept and
even appreciate this distinct quality, or c¢) the character may wish to become an inventor,
but in the beginning is a failure and only succeeds at the end. An example of a
belief transformation story in which the character may believe that people who eat
different foods are weird, but at the end make friends with a person that eats different
foods and grows to appreciate and even like these new foods. ~ Character and belief
transformation stories do not address the plot or problem in the body of the story,
because once the distinctive quality or belief has been established the child will be left
wondering what problem will transform the character or belife. This is where the
subplots or stand alone story patterns come in. There is usually one or more of three
subplots found inside a transformation story. These are: copycat, stuck or contest.
Sometimes a circle or a physical transformation may be used. In longer stories or novels
many combinations of these subplots will be used. Once the subplot is introduced and
resolved it will cause the transformation and thus complete the story. Taking a look at
literature, we might begin with Midas whose belief that if everything were gold is
transformed when his daught is stuck as a gold statue. Here we have a belief
transformation with a stuck subplot. Moving on to The Toad Sleeps Over by John
Bianchi, we find prejudice addressed with a predator and prey (contest) subplot.
Looking at a complex character such as Edmund ,from C.S. Lewis’ The Lion, the Witch,
and the Wardrobe, we find that his goal is to become a ruler of Narnia like the Witch. The
Witch has no intention of sharing her power with Edmund and kidnaps him. She intends
on killing him. Eventually Edmund is transformed when he witnesses her ruthless
behaviour and the way she turns the squirrel family into stone statues (stuck subplot) for
questioning her authority. Through this process along with his rescue from the Witch’s
power, Edmund is transformed into a true King of Narnia with compassion for others.

The goal then is to teach children the two types of transformation stories (physical
and character) as well as the three main subplots of copycat, stuck, and contest so that
the child will know how to start and end the story as well as include a successful story
problem (copycat, stuck or contest). In novels, as well as picture books there may be
numerous combinations of these three basic story plots as well as circle and switch
subplots.
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Character Transformation Stories

The character transformation stories show the permanent changes which occur in a
character’s distinctive qualities or their belief systems. These stories usually begin with: a) a
character’s distinctive quality and end with that character changing his distinctive quality or all
other characters changing to accommodate their uniqueness or b) a character’s belief about
something and end with the belief being changed or all other characters belief systems
changing to agree with what the main character believes, or ¢) a character who wishes to
become something he is not or achieve a certain goal. They require a subplot to show how this
change is achieved. The three basic subplots are: copycat, stuck, and all the contest variations
listed in the contest story section. Some examples of books include: Shaggy by Marcus Pfister,
The Quilt Maker’s Gift by Jeff Brumbeau, and Wemberley Worried by Kevin Henkes. Other
character transformation stories are shown by a linear journey where the character escapes to a
safe place and is transformed from being in danger to having freedom. Examples include:
Underground to Canada by Barbara Smucker and Selina and the Bear Paw Quilt by Barbara
Smucker.

Character Transformation Stories Example: A baby skunk is born into the
skunk family, but he won’t spray his scent.
Unique Quality of Character He’s always: spritzing . .
Show your character’s unique quality. It could | |everyone with cologne and putting air
be something that is the opposite of other fresheners in the nest when the other skunks
characters like him. are absent.
Subplot: Stuck, Contest, Copycat Subplot: Predator and Prey .
Which subplot will you choose to show your | |1- A coyote corners the baby skunk and is
character’s about to eat him.
transformation? 2. The baby skunk trips over a log trying to
escape.
Transformation Complete: 3. Baby skunk sprays his scent and the
How is your character transformed? coyote disappears.
Transformation Complete:
Baby skunk sprays his scent as needed and is
glad to have this protection.
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Transformation Story Outline
(What does the character want and how does he achieve it?)

Lesson One:
1. Setting:

2. Character:

3. Motive:

Lesson Two: Unsuccessful attempt at achieving
desired goal.

Feeling:

Lesson Three: Unsuccessful attempt at achieving
desired goal.

Feeling:

Lesson Four:
Goal 1s achieved when....

Feeling:
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