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Lesson Plan: Blueprint of a Civilization
Subject: Social Studies / History

Grade Level: Class 6

Student: Ishita

Time Allotment: 90-120 minutes (flexible)

Materials Needed
A shoebox or similar small cardboard box
Modeling clay (various colors) or play-doh
Craft supplies: craft sticks, pipe cleaners, small pebbles, sand, fabric scraps, toothpicks,
aluminum foil
Art supplies: colored paper, markers, crayons, scissors, glue
A large sheet of paper or whiteboard for brainstorming
Pen or pencil
Optional: Small toy figures or animals

Lesson Overview
This hands-on lesson moves beyond memorizing facts about ancient civilizations. Ishita will take on
the role of a founder, designing and building her very own civilization from the ground up. By
creating a diorama in a shoebox, she will actively apply the core concepts that define a civilization,
focusing on creativity and critical thinking.

1. Learning Objectives
By the end of this lesson, Ishita will be able to:

Identify and explain the 6 key characteristics of a civilization (using the G.R.A.P.E.S.
framework).
Apply these characteristics by designing a unique, fictional civilization.
Construct a 3D model (diorama) that visually represents the key aspects of her civilization.
Verbally present her civilization, justifying her creative choices with historical concepts.

2. Guiding Framework
This lesson aligns with common world history curricula for middle school, which focus on identifying
the patterns and structures that allowed early human societies to develop into complex civilizations.
It explores themes common to the study of Mesopotamia, Egypt, the Indus Valley, and others,
without being tied to a single one.

3. Lesson Activities & Instructional Strategies
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Part 1: The Spark of Civilization (15 minutes)

Hook/Introduction: Start with a thought-provoking question. "Ishita, imagine you and 50
other people are the first to discover a new, resource-rich island. You have everything you
need to survive—food, water, shelter. But how do you go from just *surviving* to building a
great society? What are the first things you would need to organize or create to build a real
community that could last for a thousand years?"
Brainstorming: Discuss her ideas. Guide the conversation toward concepts like leadership
(government), rules (laws), shared beliefs (religion), ways to trade (economy), and building
unique things (achievements).

Part 2: The G.R.A.P.E.S. Blueprint (20 minutes)

Direct Instruction: Introduce the acronym G.R.A.P.E.S. as a tool historians use to
understand any civilization. On a large piece of paper, write out each letter and discuss its
meaning.

G - Geography: Where is your civilization? Near a river? In the mountains? On a coast?
How does the land affect their life?
R - Religion: What do the people believe? Do they have gods or goddesses? What are
their important ceremonies or sacred places?
A - Achievements: What are they famous for? Did they invent a new technology (like
the wheel or writing), create amazing art, or build impressive buildings?
P - Politics: Who is in charge? Is there a king, a queen, a council of elders? What are the
laws?
E - Economy: How do people get what they need? Do they trade, farm, or craft goods?
Is there a currency?
S - Social Structure: How is society organized? Are there different levels or classes of
people (like rulers, priests, workers, etc.)? What are the different jobs people do?

Planning Sheet: Give Ishita a plain piece of paper. Have her fold it into six sections, labeling
each with one of the G.R.A.P.E.S. components. This will be the blueprint for her civilization. Ask
her to jot down 1-2 ideas for each category for her own, brand-new civilization. Encourage her
to be creative! (e.g., "For Geography, my people live in floating cities on a giant lake. For
Achievements, they invented waterproof paper made from lake reeds.")

Part 3: "Civilization in a Box" - The Creative Build (45-60 minutes)

Hands-On Activity: Now, it's time to build! Present the shoebox and craft supplies. Explain
that the shoebox is her "world" and she needs to create a scene—a diorama—that shows her
civilization in action.
Task: "Using your blueprint, build a model of your civilization. Try to include at least one thing
in your diorama to represent each of the G.R.A.P.E.S. For example, you could build a clay
pyramid (Achievement), place it near a blue paper 'river' (Geography), and have a special
figure as the king standing on top (Politics)."
Facilitation: While she works, engage her with questions to deepen her thinking. "Why did
you choose to make the temple the tallest building? What does that say about your
civilization's religion?" or "How will the people in the far-off craft stick houses trade with the
people near the river?"

Part 4: The Founder's Tour (10 minutes)

Closure & Presentation: Once her diorama is complete, ask Ishita to be a tour guide. She
will present her "Civilization in a Box" and explain her creation, using her G.R.A.P.E.S. blueprint
as a guide. She should point to different elements in the box and explain what they represent
(e.g., "This is the market square where they trade shiny stones for fish - that's the Economy.").
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4. Differentiation and Inclusivity
Support: If Ishita struggles with ideas, provide prompts like "What if your civilization was built
inside a giant tree?" or "What if their most important achievement was music, not buildings?"
You can also help with the initial brainstorming on the G.R.A.P.E.S. sheet.
Challenge/Extension: For an extra challenge, ask Ishita to:

Create a name and a flag for her civilization.
Write a short story (1-2 paragraphs) about a day in the life of a person living there.
Come up with a list of 3 important laws for her society.

5. Assessment Methods
Formative (During the lesson):

Quality of ideas during the initial brainstorm.
Her ability to explain each G.R.A.P.E.S. component.
Her answers to your questions during the building phase.

Summative (End of lesson):
The Diorama: Does the model creatively include visual representations for most/all of
the G.R.A.P.E.S. components?
The Oral Presentation: Can Ishita clearly and confidently explain how her model
connects to the G.R.A.P.E.S. framework? Does she use the vocabulary from the lesson?

Success Checklist:

☐ Ishita identified a unique Geography.
☐ She included an element of Religion (temple, idol, ceremony).
☐ She showcased a unique Achievement (a structure, an invention).
☐ She represented Politics (a ruler's throne, a palace).
☐ She showed evidence of an Economy (a market, farms, trade goods).
☐ She hinted at a Social Structure (different types of houses or jobs).


