interdiction Stories
(Whatever you do, don't...)
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1. INTRODUCTION:
Here we introduce the characters and the setting. There are four bits of information in this
paragraph; who the Main Character is, who the Main Character lives with, where they live, and
what the Main Character was good at.
This information can go in any order: For example:
Once there was a turtle named Eshu. He lived with a Fairy girl named Motoko. They lived in a
little cottage in the Enchanted Forest. Eshu was very good at singing.
For a special challenge, I like to give this task:
Spend at least 3 or 4 sentences just describing the setting before you introduce the characters.
Start from a big, broad picture, then come down to a smaller more detailed picture.
Example:
There was once a Mountain completely covered by forest. But it was no ordinary forest, it was
enchanted. The forest had trees that whispered and knew the names of anyone who passed
through them. The forest had creatures who spoke each others languages. And best of all, the
forest had music. Day and night, through calm or storm, there was always music in that forest. It
seemed to rise up from the Earth itself. Now, of course, in a forest like that, being able to really
sing would be something special.
In the middle of that forest, in a little cottage so small you could easily miss it even i f you were
standing close by, there lived a turtle named Eshu. He was not fast, or brave or even particularly
clever, but he could sing. He could sing so that the very stars in the sky slowed down to listen.
He lived with his little sister Motoko who was not a turtle and not much like Eshu at all. She was
quite a bit bigger than Eshu, but he called her his little sister because he was much older, about
two hundred years older. In fact, Motoko was mostly human. Both her grandmothers were fairies
and both her grandfathers were human princes. Not caring much for life in the royal court,
Motoko came to live in the forest where she could live the fairy life full of magic and wonder.
NOTE:
This section might begin:
Once upon a time...
Once there was
Way back when the world was new, there was
Back in the days before
I explain that whatever phrase you use to open the story, it is important that you use words and
not numbers. As soon as you use numbers, you're talking about real time. 1803 is a real time.
500 years ago is a real time. We are not talking about real time. We're talking about imaginary
time when we say, "Once upon a time."
DEPARTURE:
The challenge in the Departure page is to get students to slow down and paint a picture of the
scene in which the errand becomes necessary. The simplest form is to just say that the Friend
sent the Main Character on the errand. For example:
One day, Motoko sent Eshu to the Old Wizard's tower at the southern edge of the forest to
deliver some fairy dust. She warned Eshu not to go near the Dragon's Swamp.

But it's important for students to realize that something happened that day to make the errand
necessary. What was going on in the story that made them aware of the necessity?
Example:
One Spring morning, Eshu and Motoko were out tending their garden when a strange looking
bird landed nearby. It was one that Eshu in all his 220 years had never seen before. They called
to it in several bird languages but it didn't speak. Instead, it fluttered over to them and dropped
something from its beak. It was a note written on a small piece of birch bark.
It said, "Dear Motoko, as you know I am not in good standing with the Fairies lately, since the
"incident." But I am working on a potion that will make things better for all of us here in the
Enchanted Forest. I hope to make it impossible for hunters to carry their weapons into the forest.
If my spell works, any human-made object that can pierce the skin or break the bone will become
so heavy that no human could carry it. Now a spell that powerful could not be done without
Fairy Dust. Please send me just an ounce of Fairy Dust and I will be forever grateful.
Yours,
The Wizard Rom
Motoko was lost in thought for a minute after reading the note. She was not inclined to go
against the wishes of the Fairy Council, and they had banned Rom from using magic since his
last "mistake." On the other hand, Motoko knew the old wizard meant well and she was the only
one who knew that the "mistake" was not really his fault. She decided to give him the Fairy Dust.
She would send Eshu that very morning.
As she handed Eshu a little vial of the magic dust, she said sternly, "Whatever you do, don't go
near the Dragons' Swamp."
It's more interesting and draws us more deeply into the story when we can visualize the scene
that makes the errand necessary.
NOTE:
This paragraph begins, One day....
Since they have already made decisions about the day, they can embellish that with description
of the day. E.g. "One cool, autumn morning, ... or "One mysterious, winter night...
One of the challenges you will find is getting young students to use their imaginations and not
use electronics. I try to get them to not use telephones, radios, televisions, iPods, game boys, cars,
airplanes, etc. Try to remember these are "long time ago: stories and these things didn't exist.
This is another case where those who read more or are read to have an advantage over those who
get their stories from electronic media.
TRAVEL:
This page requires the most writing of the six rough draft pages. Here we take the Main
Character from the starting place all the way to the forbidden place. Once the character enters the
forbidden place, we're done with this page.
Again, the trick is to get students to slow down and develop the scene. Here I break the writing
into discrete parts.
A. Preparation and saying Goodbye:
The Main Character (MC) must prepare for the journey, dressing appropriately for the season

and the weather and bringing any necessary equipment or accoutrements according to the

character's special ability or skill. In Eshu's case, he is going to sing his way out of trouble so
there is no special equipment. Once the MC is ready, he or she must say goodbye to the
friend. This gets the character out the door.
Example:
Eshu packed the little vial carefully into a secret compartment in his shell. He also packed a
small battle of potion that Motoko had made for his for special occasions. It was a potion that
could make him very fast for just a few seconds, just enough to get himself out of danger. He
didn't like to use it because he found i f hard to control himself at high speed, but it had saved his
life before and might again. Finally, he put on a wide brimmed hat to keep the sun out of his eyes
and whispered goodbye to Motoko as he sauntered out the door. It was going to be a long trip.
NOTE: We begin,"
put on a ..." or "
packed ..."
B. Beginning the journey. We create the scene by describing the moment the character steps
out the door. Specifically, I tell them to describe the weather, the terrain and the
character's emotions. This can be very simple because there is plenty more to come.
Example:
It was a windy morning, the air was crisp and clear. Eshu felt a little nervous as he trudged along
the dusty forest path.
NOTE: This paragraph begins, "It was..."
C. Time passed/ Things Changed
After a certain amount of time has passed, the weather or the terrain might change making
the character's emotions change as well. I ask them not to use more than four hours so that
the story can take place all on that certain day.
Example:
After about half an hour, it began to rain. Eshu felt relieved. He always felt better when there
was water.
NOTE: Sample openings might be:
After
minutes ...
A few
passed and ....
About
minutes later
After
walked for about
minutes (or hours)....
It had only been about
minutes when it began to
D. A Reason to Stop
We give the M C a reason to stop because at this moment in the story, we are right near the
forbidden place. Something is about to make the MC enter that place but we want it to
happen in a surprising and compelling way. We don't want the MC to look foolish or silly.
Instead we want the reader to feel that it really wasn't completely the MC's fault. Ideally, we
want the reader to say, " I might have gone in there too!"
Brainstorm a list of reasons for the MC to stop.
(Tired, hungry, thirsty, confused about which way to go, noticed something strange or out of
place, etc.)
Example:
Just as Eshu was rounding a bend in the path, he noticed some strange tracks ahead. He stopped
to investigate, not wanting to walk into any danger unaware.

NOTE:
stopped because
E. Entering the Forbidden Place
Something the MC saw, heard or smelled caused him to go into a place nearby that will turn
out to be the very place he wasn't supposed to go. That something could frighten, tempt or
trick the MC into going into that place.
A sudden roar from right behind him could make the MC run and not stop running until he
ran into a nearby place for shelter that will turn out to be the forbidden place.
A delightful smell might be so tempting that the MC closes her eyes and wanders toward it
only stopping when she has entered the source of the smell which will turn out to be the place
she was not supposed to go.
A call for help might convince the MC to go out of her way and enter the forbidden place.
The trick here is to not name the place. For example, "Suddenly Eshu heard a frightening
roar from right behind him. He jumped up and ran as fast as his little legs would carry him.
He could hear something catching up to him. Terrified, he ran right into a nearby swamp.
(Later we will find out that this is the Dragons Swamp.)
Or
"All of a sudden, Eshu noticed a fork in the road. A sign said, "This way to the Palace." Eshu
had no way of knowing that someone had changed the sign. He followed that path and it led
him right into a swamp. (Later we find that this is the Dragons Swamp.)
This page ends the moment the MC has entered the forbidden place.
Example:
All of a sudden, he realized what kind of tracks they were. He started looking for a place to hide,
but it was too late, a dragon had spotted him. Dragons liked to eat turtles. They seemed to like
the crunchy shells. Eshu was not about to be a meal for this dragon. He wasted no time in
drinking that special potion. Zoom! He would have made a cheetah look like a snail! He was
going so fast, he even ran across a river without getting his feet wet. But they he lost control. A
little twig in the road was all it took and Eshu went bouncing head over heels, tumbling and
spinning out of control until finally he landed with a plop right into what felt like a big pool of
mud. He got up and looked around. He didn't even know where he was. All he knew was it
looked and smelled like some kind of swamp.
NOTE: Sample openings might be:
Suddenly,
saw....
All of a sudden,
heard ...
Just then,
noticed
All at once,
smelled
Just at that moment,
heard ....
PROBLEM:
This page starts from the moment the MC has entered the forbidden place. Three things happen
on this page;
A. The MC is trapped or captured
B. The Troublemaker appears.
C. The Troublemaker says exactly (with gory detail) what he or she intends to do to the MC.

This is a place for the students to really have fun describing the Troublemaker. Use very sense.
What does this creature look like? What does it smell like? What sounds does it make when it
moves? What gross things are hanging off of it? What does its breath smell like when it leans in
close and makes its threats?
Example:
Eshu had just enough time to clean a little mud off his face when suddenly, he felt himself being
lifted up into the air. He looked at the long, slender claws clutching his shell and knew that he'd
been captured by a dragon. The dragon turned Eshu around so that she could look him in the eye.
She was the biggest green dragon he had ever seen. She had to be at least 2,ooo years old. Her
teeth looked like swords that had seen too many battles, all jagged and worn. Her eyes were long
slits with a fiery glow deep in the center.
In a low, raspy voice that sounded like stone being dragged across steel, the dragon said, "My
name is Momo Satomo. You must surely have heard of me." O f course he had heard of her. She
was the most famous and most cruel of all the dragons. She only came out of her cave once every
50 years to hatch a new brood of babies, but when she came out, even the other dragons would
tremble.
"You are very small." She complained. " I am not sure i f I should eat you myself or feed you to
my babies."
NOTE: Sample openings might be:
The moment
entered that
The very second
walked into the
The instant
went into the
No sooner had
gone into the
than suddenly,
As soon as
got in the
The minute
ran into the
Brainstorm different types of traps and different ways the MC might get captured.
Brainstorm ideas for the kinds of things the T M might want to do to the MC.
SOLUTION:
The MC must figure out a way to use that special skill to get away from the Troublemaker. The
MC may: Trick, distract, confuse, befriend, frighten, hypnotize, challenge, negotiate with, or find
some way to help the Troublemaker.
This paragraph starts with thinking. The MC must think her way out of trouble. The MC will get
the Troublemaker to release her from the trap and create an opportunity to get away.
Example:
Thinking quickly, Eshu told the Dragon, "If you let me go, I'll get you a ton of food!"
Or, Thinking quickly, Eshu said, " I challenge you to a
contest!"
Or, Eshu was thinking so hard that smoke started coming out of his ears. Then he got an idea. He
said, "Where I come from, you have to let a person sing one last song before you can eat them."
Tell how the Troublemaker responds. It is important here to go into detail of what happens. I f the
MC challenges the Troublemaker to a contest, then we must hear the Troublemaker must
respond and accept the challenge. Then the Troublemaker must let the MC out of the trap. Next
you must describe the contest and tell how the MC uses it as a chance to escape.

For example, i f you said the MC was good at running, he might challenge the T M to a race. The
TM will release the MC from the trap and take him outside where they will mark a starting line
and decide on a finish line. Then comes the count; on your mark, get set, go! The MC might let
the T M start running and just run the other way. There is no reason to actually race the T M
because the point is just to get away from him.
This page ends when the MC has gotten clear of the TM.
Example:
Eshu looked up at the dragon. He had to think fast. " I f you bring me to your babies, I can sing for
them and help them sleep.: He offered.
The idea appealed to Momo Satomo. I f her babies were asleep, she could go and find them
plenty of food without worrying about them wandering off or getting into mischief.
"That's a good idea." She smiled. She carried Eshu across the swamp to a well hidden cave.
There she dropped him into a large stone pen full of little baby dragons of various colors, She
scales glistened like jewelry. There were at least twenty of them all huddled together with their
mouths open greedily when they saw their mother. Momo Satomo chuckled in her weird stony
voice, "They will either sleep, or they will eat you. Either way is fine with me."
Eshu began to sing. He sang like he had never sung before. He put his whole heart into this
lullaby that would save his life. The dragon babies quieted. They no longer even seemed
interested in food. Their mouths and their eyes began to close. They sank down into a pile
sleeping on top of each other. Had they not been so frightening, they could almost be cute.
Eshu kept singing. Even Momo Satomo became sleepy. She settled down right on the edge of the
pen and began to snore a snore that could cause an avalanche i f they were closer to the
mountains. But luckily, the mountains were far away and the mud of the swamp just vibrated
softly adding to the hum of the forest. Eshu tiptoed away.
SAFE:
This is the closing of the story. The MC must finish the errand and then get home quickly and
safely. There is no need to make the journey home into another story. It helps i f the person the
MC was going to see has some way to help the MC get home quickly. For example, i f he was on
his way to see the king, the king might let his guards take the MC home in his coach. I f he was
going to see a wizard, the wizard might use his magic wand to get him home instantly.
At last the MC will get home and have a conversation with the Friend. The big question here is
will the Friend find out that the MC went into the forbidden place? End with a dialogue between
the two characters.
Example:
It took Eshu about four more hours to reach the Wizard Rom's Tower which stood in the center
of the forest. The old wizard was busy mixing powders and reading recipes of spells. He had two
books floating in the air beside him while he stirred something in a bowl with his left hand and
pour something into a flask with his right.
He greeted Eshu without taking his eyes off the books. "Thank you for coming all this way. I
trust your journey was safe and uneventful."
"Actually, I was captured by Momo Satomo." Eshu replied.
Both books fell out of the air and the wizard almost dropped the bottle in his right hand. "No one
has escaped ever escaped her! What happened!? He shouted.
Eshu told the whole story about his escape from one dragon that led him straight into the hands

of a worse one. The wizard explained that Momo Satomo and her babies would now be asleep

for another 50 years. He made Eshu draw him a map of their exact location so that when he
finished his other work, he could go there. Eshu was not sure what the wizard intended to do
with Momo Satomo but that was not his concern. He gave the old wizard the fairy dust and the
grateful wizard said, " I have a spell that will get you home in no time at all."
Rom whispered some strange words in a most ancient language and the next thing Eshu knew ,
he was standing right outside his own door. He walked inside and found Motoko preparing
dinner. "How was the trip?" She asked in a matter-of-fact kind of voice.
Eshu told her the whole story. Motoko felt bad that he had been in such danger. She wasn't
expecting so much dragon activity this time of year, but then she was too young to even know
about Momo Satomo. " I ' m going to start working right now on a potion that will let you go fast
any time you want to." She smiled. And they sat down to a delicious dinner.
NOTE:
Sample openings might be:
It took
hours to reach ....
After about
minutes,
got to
It only took another
minutes to
It was late in the evening when
come to
(Don't use
O'clock, just reckon time by generally terms like morning, or evening, or tell
where the sun was in the sky. E.g.; The stars were shining brightly when
reached...
The sun was high in the sky by the time
got to
)

So here is my story.
There was once a Mountain completely covered by forest. But it was no ordinary forest, it was
enchanted. The forest had trees that whispered and knew the names of anyone who passed
through them. The forest had creatures who spoke each others languages. And best of all, the
forest had music. Day and night, through calm or storm, there was always music in that forest. It
seemed to rise up from the Earth itself. Now, of course, in a forest like that, being able to really
sing would be something special.
In the middle of that forest, in a little cottage so small you could easily miss it even i f you were
standing close by, there lived a turtle named Eshu. He was not fast, or brave or even particularly
clever, but he could sing. He could sing so that the very stars in the sky slowed down to listen.
He lived with his little sister Motoko who was not a turtle and not much like Eshu at all. She was
quite a bit bigger than Eshu, but he called her his little sister because he was much older, about
two hundred years older. In fact, Motoko was mostly human. Both her grandmothers were fairies
and both her grandfathers were human princes. Not caring much for life in the royal court,
Motoko came to live in the forest where she could live the fairy life full of magic and wonder.
One Spring morning, Eshu and Motoko were out tending their garden when a strange looking
bird landed nearby. It was one that Eshu in all his 220 years had never seen before. They called
to it in several bird languages but it didn't speak. Instead, it fluttered over to them and dropped
something from its beak. It was a note written on a small piece of birch bark.
It said, "Dear Motoko, as you know I am not in good standing with the Fairies lately, since the
"incident." But I am working on a potion that will make things better for all of us here in the
Enchanted Forest. I hope to make it impossible for hunters to carry their weapons into the forest.
If my spell works, any human-made object that can pierce the skin or break the bone will become
so heavy that no human could carry it. Now a spell that powerful could not be done without
Fairy Dust. Please send me just an ounce of Fairy Dust and I will be forever grateful.
Yours,
The Wizard Rom
Motoko was lost in thought for a minute after reading the note. She was not inclined to go
against the wishes of the Fairy Council, and they had banned Rom from using magic since his
last "mistake." On the other hand, Motoko knew the old wizard meant well and she was the only
one who knew that the "mistake" was not really his fault. She decided to give him the Fairy Dust.
She would send Eshu that very morning.
As she handed Eshu a little vial of the magic dust, she said sternly, "Whatever you do, don't go
near the Dragons' Swamp."
Eshu packed the little vial carefully into a secret compartment in his shell. He also packed a
small battle of potion that Motoko had made for his for special occasions. It was a potion that
could make him very fast for just a few seconds, just enough to get himself out of danger. He
didn't like to use it because he found i f hard to control himself at high speed, but it had saved his
life before and might again. Finally, he put on a wide brimmed hat to keep the sun out of his eyes
and whispered goodbye to Motoko as he sauntered out the door. It was going to be a long trip.
It was a windy morning, the air was crisp and clear. Eshu felt a little nervous as he trudged along
the dusty forest path.

After about half an hour, it began to rain. Eshu felt relieved. He always felt better when there
was water. Just as Eshu was rounding a bend in the path, he noticed some strange tracks ahead.
He stopped to investigate, not wanting to walk into any danger unaware.
All of a sudden, he realized what kind of tracks they were. He started looking for a place to hide,
but it was too late, a dragon had spotted him. Dragons liked to eat turtles. They seemed to like
the crunchy shells. Eshu was not about to be a meal for this dragon. He wasted no time in
drinking that special potion. Zoom! He would have made a cheetah look like a snail! He was
going so fast, he even ran across a river without getting his feet wet. But they he lost control. A
little twig in the road was all it took and Eshu went bouncing head over heels, tumbling and
spinning out of control until finally he landed with a plop right into what felt like a big pool of
mud. He got up and looked around. He didn't even know where he was. A l l he knew was it
looked and smelled like some kind of swamp.
Eshu had just enough time to clean a little mud off his face when suddenly, he felt himself being
lifted up into the air. He looked at the long, slender claws clutching his shell and knew that he'd
been captured by a dragon. The dragon turned Eshu around so that she could look him in the eye.
She was the biggest green dragon he had ever seen. She had to be at least 2,ooo years old. Her
teeth looked like swords that had seen too many battles, all jagged and worn. Her eyes were long
slits with a fiery glow deep in the center.
In a low, raspy voice that sounded like stone being dragged across steel, the dragon said, "My
name is Momo Satomo. You must surely have heard of me." O f course he had heard of her. She
was the most famous and most cruel of all the dragons. She only came out of her cave once every
50 years to hatch a new brood of babies, but when she came out, even the other dragons would
tremble.
"You are very small." She complained. " I am not sure i f I should eat you myself or feed you to
my babies."
Eshu looked up at the dragon. He had to think fast. " I f you bring me to your babies, I can sing for
them and help them sleep.: He offered.
The idea appealed to Momo Satomo. I f her babies were asleep, she could go and find them
plenty of food without worrying about them wandering off or getting into mischief.
"That's a good idea." She smiled. She carried Eshu across the swamp to a well hidden cave.
There she dropped him into a large stone pen full of little baby dragons of various colors, She
scales glistened like jewelry. There were at least twenty of them all huddled together with their
mouths open greedily when they saw their mother. Momo Satomo chuckled in her weird stony
voice, "They will either sleep, or they will eat you. Either way is fine with me."
Eshu began to sing. He sang like he had never sung before. He put his whole heart into this
lullaby that would save his life. The dragon babies quieted. They no longer even seemed
interested in food. Their mouths and their eyes began to close. They sank down into a pile
sleeping on top of each other. Had they not been so frightening, they could almost be cute.
Eshu kept singing. Even Momo Satomo became sleepy. She settled down right on the edge of the
pen and began to snore a snore that could cause an avalanche i f they were closer to the
mountains. But luckily, the mountains were far away and the mud of the swamp just vibrated
softly adding to the hum of the forest. Eshu tiptoed away.
It took Eshu about four more hours to reach the Wizard Rom's Tower which stood in the center
of the forest. The old wizard was busy mixing powders and reading recipes of spells. He had two
books floating in the air beside him while he stirred something in a bowl with his left hand and

pour something into a flask with his right.

He greeted Eshu without taking his eyes off the books. "Thank you for coming all this way. I
trust your journey was safe and uneventful."
"Actually, I was captured by Momo Satomo." Eshu replied.
Both books fell out of the air and the wizard almost dropped the bottle in his right hand. "No one
has escaped ever escaped her! What happened!? He shouted.
Eshu told the whole story about his escape from one dragon that led him straight into the hands
of a worse one. The wizard explained that Momo Satomo and her babies would now be asleep
for another 50 years. He made Eshu draw him a map of their exact location so that when he
finished his other work, he could go there. Eshu was not sure what the wizard intended to do
with Momo Satomo but that was not his concern. He gave the old wizard the fairy dust and the
grateful wizard said, " I have a spell that will get you home in no time at all."
Rom whispered some strange words in a most ancient language and the next thing Eshu knew ,
he was standing right outside his own door. He walked inside and found Motoko preparing
dinner. "How was the trip?" She asked in a matter-of-fact kind of voice.
Eshu told her the whole story. Motoko felt bad that he had been in such danger. She wasn't
expecting so much dragon activity this time of year, but then she was too young to even know
about Momo Satomo. " I ' m going to start working right now on a potion that will let you go fast
any time you want to." She smiled. And they sat down to a delicious dinner.
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HOMEWORK

FOR THE TRAVEL

PAGE

In order to write the Travel Page, you must pay close attention to decisions you made
about the time of year and time of day. You must also think about the Special Skill and
how that might determine what the Main Character wears and carries on the trip.
The Travel page can be divided into 5 parts:
•
•
•
•
•

Preparation
Starting out
Change as Time passes
Stopping
Entering the Forbidden Place

1. Preparation - The MC must dress according to the Season and Time of day that
you decided on. The MC must also prepare by bringing whatever supplies may
be necessary to allow him or her to use the Special Skill. If the MC is good at
Baseball then he or she may pack a mitt or a bat and ball. If the MC is good at
dancing, he or she may wear dancing shoes,
a. What does the MC Wear?
b. What does MC Pack?
c. How does MC say goodbye to the Friend?
2. Starting Out - This is the point where the MC steps out into the World. This is a
very important scene in your story. We will paint the scene for our readers by
describing 3 things: the terrain, the atmosphere and the MC's emotions.
a. The Terrain means the land. What type of land is outside the MC's house?
Is it forest or grassy plains? Is it mountainous or a riverside? Describe the
land around the MC at this moment.

b. The Atmosphere is the air. You can describe this by describing the
weather. Describe the weather at that moment.

c. Emotions. Describe how the MC was feeling at that moment This is going
to be an adventure. Is the MC excited? Worried? Nervous? Lonely?

Change - Time Passes
a. A certain amount of time passes and something will change. Should it be
the weather? For example, "After a couple of hours it started to rain."
b. Or should it be the Terrain? For example, "Eshu walked for about an
hour. Then found he that he was no longer in the forest. The ground was
very rocky and he was going up the side of a mountain."
c. Whether you choose the terrain or the weather or both, it will also
change the way the MC feels. Describe what changes and how it makes
the MC feel.
Stopping - Something will make the MC stop. Brainstorm a list of ideas for what
might make the character stop. Now describe what makes your MC stop.

Entering the Forbidden Place - Something happens to make the MC go the
wrong direction. Use the senses. It will be something the MC saw, heard or
smelled. It will either be something tempting that gets the MC to go towards it
or something frightening that will make the MC run away from it. It could also
be something that tricks the MC like a road sign that was changed or a voice
calling for help that was really a trap. Describe something the MC saw, heard or
smelled and tell how the MC reacted to it.

The final preparation for the Travel Page is to draw a map of the land where
your story takes place. Use a map key to identify the symbols on your map. You
map must include the three places on your Planning Sheet, but it may also
include places that are not in this particular story.
Look at other story books that have maps in the beginning of the book, like
Lord of the Rings. You can color your map if you like.

- Naming the Trouble-Maker
1. We don't name the Trouble-Maker after anyone we know. I have used several methods for
creating names. The following has been a favorite.
2. Make two rows of lines, one above the other. In the first row put four and in the second put
six lines. These will represent the first and last name of the Trouble-Maker.
3. On the first line, put an uppercase consonant
4. On the second, put a lower case vowel.
5. Repeat the same two letters to finish off the first name.
6. Now start the last name with a different upper case consonant.
7. Next add a different vowel.
8. On the third line, add a different consonant.
9. Now take the last three letters of the first name and repeat them here in the last name so
that the two words rhyme with each other.
10. You have now created the name of the Trouble-Maker. Put it under the middle box (The
Forbidden Place) and add what the characters is, for example, Nunu Kazunu the Ogre.
This completes the Planning Sheet and the students are now ready to begin the Rough Draft.

Consonant

Vowel

Repeat same consonant and vowel

Consonant

Vowel

Consonant

Repeat last three letters of the first name

