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The Galloping Tale: A Storytelling Adventure
Game
Materials Needed:

Cardstock or thick paper (at least 6 sheets)
Scissors
Pens or markers in various colors
An empty jar, hat, or small box (the "Story Jar")
Optional: 5-6 small wooden blocks to create story dice instead of cards.
Optional: A timer (phone timer is fine).

1. Learning Objectives

By the end of this lesson, Liv will be able to:

Develop the core components of a story (character, setting, conflict, plot point, resolution)
using a hands-on method.
Construct a coherent narrative by creatively linking randomly selected story prompts.
Verbally narrate a complete story with a clear beginning, middle, and end, bypassing the
pressure of writing.
Demonstrate creative problem-solving by integrating unexpected elements into a story about
horses.

2. Alignment with Standards and Curriculum

This lesson aligns with common English Language Arts (ELA) standards for middle grades, focusing
on narrative development and creative expression.

Narrative Writing (e.g., CCSS.ELA-LITERACY.W.8.3): Write narratives to develop real or
imagined experiences or events using effective technique, relevant descriptive details, and
well-structured event sequences. This lesson serves as a pre-writing and oral composition
stage.
Speaking & Listening: Present information, findings, and supporting evidence clearly,
concisely, and logically. Liv practices this by orally delivering her story.
Integration of Knowledge and Ideas: The lesson requires synthesizing random ideas into a
coherent whole, a key critical thinking skill.

3. Instructional Strategies & Lesson Activities (Approx. 60-75 minutes)

Part 1: The Hook - Introduction (5 minutes)

Teacher/Parent Script: "Today, we're not going to 'write' a story. We're going to build one and
play it like a game. Every great horse story, from Black Beauty to The Black Stallion, has a few key
ingredients. We're going to create our own ingredients, mix them up, and invent a brand new
adventure for a horse. The best part? There are no wrong answers, only new directions for the tale."

Briefly explain the five categories we will use to build the story: Character, Setting, Inciting Incident
(The Problem), A Twist, and a Resolution.
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Part 2: Create the Game (20-25 minutes)

This is a hands-on activity where Liv creates the "game pieces."

Prepare the Cards: Take 5 sheets of cardstock and label each with one of the following1.
categories:

CHARACTERS (Who is the story about?)
SETTINGS (Where does the story happen?)
INCITING INCIDENTS (What problem kicks off the story?)
THE TWIST (What is an unexpected event in the middle?)
RESOLUTIONS (How could it end?)

Brainstorm & Write: On each category sheet, ask Liv to brainstorm and write down 6-8 ideas2.
specifically related to horses. This is where her passion leads the way. Cut the ideas into
individual slips of paper.

Example Characters: A wild mustang afraid of humans, a retired racehorse with a
secret, a foal on its first day away from its mother, a loyal ranch horse, a magical horse
that can talk, a grumpy pony who hates children.
Example Settings: A forgotten canyon, a pristine show-jumping arena, a bustling
medieval stable, a circus train car, a remote island, a veterinarian's clinic.
Example Incidents: A sudden blizzard traps the horse, a prized saddle is stolen, the
herd's lead horse goes missing, a fence breaks during a storm, the horse is sold to a
mysterious stranger.
Example Twists: The horse discovers a hidden map, a rival animal offers to help, the
'villain' isn't who they seem, the horse gains a temporary magical power (like speed or
flight), a long-lost friend appears.
Example Resolutions: The horse leads the herd to a new home, wins the big
competition against all odds, finds its way back to its true owner, brokers peace between
two rival groups, decides to choose a new path in life.

Fill the Story Jar: Fold up all the paper slips and place them in the "Story Jar" (or hat/box).3.
Keep the categories separate if possible, perhaps by using different colored paper or by
placing them in different containers.

Part 3: Play the Game - The Galloping Tale (20-25 minutes)

This is the oral storytelling part of the lesson.

Draw Your Story Foundation: Liv draws one slip of paper from the Character pile and one1.
from the Setting pile.
Example: She draws "A retired racehorse with a secret" and "A forgotten canyon."
Teacher Prompt: "Okay, tell me about this horse. What's his name? What's his secret? What
does this forgotten canyon look like?" Spend a few minutes just describing the opening scene.
Start the Action: Now, Liv draws one slip from the Inciting Incident pile.2.
Example: She draws "The herd's lead horse goes missing."
Teacher Prompt: "Wow, okay! How does your retired racehorse react? Is the lead horse his
friend? Does he feel responsible? Let's start the story. 'It was a quiet morning in the canyon
until...'"
Narrate the Adventure: Encourage Liv to narrate the story out loud. She can stand up and3.
move around. You are her audience. Your role is to listen and ask engaging questions if she
gets stuck (e.g., "What does the air smell like?" "What sound does he hear next?"). Let her
describe the journey and the challenges.
Introduce the Twist: When the story reaches a good mid-point, have her draw from The4.
Twist pile.
Example: She draws "A rival animal offers to help."
Teacher Prompt: "A twist! Who is this rival animal? A lone wolf? A wise old coyote? A sneaky
fox? Why would they offer to help? Does your horse trust them? Tell me what happens next."
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Find the Ending: As the story nears its climax, have her draw from the Resolutions pile. She5.
does not have to use this ending exactly, but it should inspire the conclusion.
Example: She draws "The horse leads the herd to a new home."
Teacher Prompt: "How can you use that idea to finish your story? Does finding the missing
lead horse result in everyone having to find a new home? Does your retired racehorse become
the new leader?"

Part 4: Debrief and Reflect (5-10 minutes)

Discuss the story and the process.

"What was your favorite part of the story you created?"
"Which prompt was the hardest to fit in? How did you solve that problem?"
"Did the story end up where you thought it would?"
"See? You just created a full, detailed story with a character, a plot, and a great ending, all
without having to worry about a blank page. That's what storytelling is all about."

4. Differentiation and Inclusivity

For Extra Support: If Liv struggles with brainstorming, provide a pre-made list of prompts to
choose from. You can also "co-play" the game, with you drawing a card and adding to the
story, then her drawing a card, turning it into a collaborative tale.
For an Advanced Challenge (Extension):

The Writer's Challenge: Challenge Liv to write down the story she just told, now that
the creative heavy lifting is done.
The Artist's Challenge: Ask her to storyboard the 3 most important scenes from her
tale, like a comic strip.
The World-Builder's Challenge: Have her draw a map of the setting or a detailed
character sketch of her hero horse.

5. Assessment Methods

Assessment is informal and observational, focusing on process over product.

Formative (During the Lesson):
Observe the quality and creativity of the ideas Liv generates for the story cards.
Listen to how she verbally connects the prompts during the storytelling game. Is she able
to logically link disparate ideas?
Use your check-in questions to gauge her thinking process and engagement.

Summative (End of Lesson):
Verbal Story Rubric (Mental Checklist): Did Liv's final story include a clear character
and setting? Did it incorporate the prompts from the jar? Did it have a discernible
beginning, middle, and end? Was there evidence of creative thinking?
Self-Reflection: Her answers during the debrief serve as a self-assessment of her own
creative process.


