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Overview
Entrepreneurs are problem-solvers who identify needs, challenges, or opportunities and create solutions. In this lesson, learners explore how a local author recognized a need, created engaging books for young readers, and founded a publishing company to share those stories with others. Inspired by the author’s journey as a creator and innovator, learners become authors themselves by creating an original character, planning a story, and writing a fictional narrative. 
Learners discover how creativity and storytelling can be used to communicate ideas, connect with others, and make a positive impact.
NB Curricular Connections 
	English Language Arts: 
· Strand: Interactions - Big Idea: Exchanges – Skill Descriptor: Respond personally to presentations, oral stories, and multi-modal text. 
· Strand: Representations – Big Idea – Composition - Skill Descriptor: Organize ideas and create written and media texts collaboratively and independently.
· Strand: Reading – Big Ideas: Reading Comprehension – Skill Descriptor: Connect and respond personally and critically to text.

	Personal Wellness: 
· Strand: Career Connected Learning – Big Idea: Thinking about potential career pathways. Skill Descriptor: Demonstrate an informed vision for the future linked to own interests, preferences, values, and abilities.

	Visual Arts:
· Strand: Create – Big Idea: Exploration and Process – Skill Descriptor: Apply the elements of art and principles of design to develop skills, language, techniques, and processes.
· Strand: Communicate – Big Idea: Reflect and Respond – Skill Descriptor: Reflect on and respond to artistic intent in their own and others’ expressive works.




What You’ll Need 
· Recording of Author presentation
· Character Creator Organizer
· Graphic Organizers
· Writing Templates (optional)
Instructions
Step 1: What is an entrepreneur?
Think/Pair/Share:
· Think about what you think an entrepreneur might be. 
· Turn to a partner and share your ideas. 
· Invite learners to share. 
Discussion:
· An entrepreneur is someone who notices problems and comes up with creative solutions to make life easier, safer, or more fun. 
Step 2: Meet the Author
Introduce learners to local author Paul McAllister. Watch the author’s presentation.  
Step 3: Read the Book
Have learners listen to Planes, Trains and Monster Mobiles. Pause to ask comprehension questions.  Possible questions include: 
What problem or challenge did Atticus face in the story? How did he try to solve it? 
· Focuses on problem/solution, a key story element. 
How did Herman help Atticus during their adventure? What does this tell you about their friendship? 
· Encourages inference and character analysis. 
What lesson do you think readers can learn from Atticus and Herman's journey? Use evidence from the story to support your thinking.
· Promotes deeper thinking and discussion.
Step 4:  Brain Break – Reading Comprehension
Have learners complete brain break to answer questions about the story.  Refer to the slideshow for instructions.  

Step 5: Author’s Journey 
The author will discuss how he identified a need for books that would capture the interest of young readers. He created engaging stories and eventually founded a publishing company to share them with a wider audience.
Step 6: Create a Character
Discuss the character Herman from the story.
Ask students:
· How would you describe Herman? 
· What special talents or strengths does Herman have? 
· What challenges does Herman face during the story? 
· What qualities make Herman a good friend? 
· What makes Herman a memorable character? 
Explain that authors create characters with unique personalities, strengths, wishes, and challenges. These details help readers connect with and care about the character.
Distribute the Character Creator template. Encourage learners to develop and communicate their character ideas in ways that best support them, such as drawing, writing, labeling, oral discussion, role-playing, speech-to-text, or dictating ideas for a peer or adult to record. 
Learners will: 
1. Give their character a name. 
2. Decide on their character's greatest talent. 
3. Think about their character's biggest wish or goal. 
4. Create a challenge or problem their character might face. 
5. Identify their character's best quality. 
6. Write a catchphrase or something their character always says. 
Once learners have imagined the character, they will draw an illustration on the handout provided.  Additional paper (or the back of the page) may be used for sketching and planning.  Prior to drawing, use the slides provided to review and discuss 3 elements of art that will be the focus of the illustration activity.  
1.) Shape – Learners will experiment with shapes to represent the monster design.  Review the examples on the slide and encourage learners to choose shapes that will best suit the character’s personality (discuss smooth vs. jagged edges, large vs. small, etc.) 
2.) Texture – Use the slide provided to explain that texture refers to the surface quality of the monster.  For example, are they bumpy or furry?  Do they have spikes or scales?  Texture is created through repetition.  Demonstrate how you might create fur or hair by repeating lines, or bumps by repeating a circle shape on the monster’s skin.  
3.) Colour – Use the slide provided to demonstrate how colour can be used to help communicate the monster’s personality.  Discuss neurtral vs. bright colours.  Explain how learners can use pencil crayons to create different values (tints or shades) in order to add detail to the illustration.  

Encourage learners to include plenty of detail in both their drawing and writing. Remind them that the character they create today will become the main character in the fictional narrative they write later in the lesson.
Invite learners to share their character with a partner and explain what makes their character unique.
Step 7: Plan Your Story
Before authors begin writing, they organize their ideas. Just as an architect creates a blueprint before building a house, authors create a plan before writing a story. 
Learners will use the Story Planner to map out the key parts of their fictional narrative. Encourage learners to capture and organize their ideas in ways that work best for them, such as drawing, oral storytelling, speech-to-text, discussion, scribe, or teacher-supported recording. 
Review each section:
Setting
Learners identify where and when the story takes place.
Ask:
· Where does your story happen?
· When does it happen?
· What details will help readers picture the setting?
Main Character
Learners use their Character Creator as reference. 
Ask:
· What is your character's name?
· What is your character like?
· How does your character feel at the beginning of the story?
Problem (Conflict)
Every story needs a challenge for the character to overcome.
Ask:
· What problem does your character face?
· Why is it important?
· How might your character solve it?
Plot
Students outline the main events of their story:
· Beginning: Introduce the setting and character.
· Middle: The problem occurs, and the character takes action.
· End: The problem is solved.
Circulate and ask questions to help expand ideas.  
Step 8: Write a First Draft
Using their Story Planner as a guide, learners will write the first draft of their fictional narrative. Remind learners that a first draft is a chance to get their ideas down and tell the story from beginning to end. 
Learners may choose the tools and formats that best support their storytelling, including writing, speech-to-text, oral storytelling, comic strip, graphic novel, picture book, storyboards, dramatic play, audio or video recordings, or a combination of approaches. 
Conference with learners:
· How does your story begin?
· What problem does your character face?
· What happens next?
· How will your story end?
· What details could help your reader imagine the story?
Step 9: Revise and Edit
Authors revisit their work to make it stronger, clearer, and more engaging for readers. Before publishing, learners will review their story to improve ideas, add details, and correct errors.
Explain:
· Revising means improving ideas, details, and organization.
· Editing means checking spelling, punctuation, capitalization, and grammar.
Learners may revise independently, with a partner, in a small group, or during a teacher conference.
Encourage learners to ask:
· Does my story have a clear beginning, middle, and end?
· Is the problem clear?
· Have I included enough details?
· Does my ending solve the problem?
· Is there anything I can add, remove, or change to improve my story?
Learners can: 
· Create a cover page
· Add illustrations
· Create model of character 
· Enhance their story with other creative features
Step 10: Publish Your Story
Once revisions are complete, learners will create a polished final copy of their story. Explain that publishing means preparing work for an audience.

Step 11: Share and Reflect
Authors share their work to entertain, inform, and inspire others. Invite learners to share their published stories through an Author's Chair, partner reading, gallery walk, classroom showcase, or another sharing format.
After sharing, guide learners through a reflection.
Ask:
· What are you most proud of in your story?
· What did you learn about being an author?
· How did revising help improve your story?
· How did it feel to share your work with an audience?
· Why is it important to create stories for others?
Remind learners that authors and entrepreneurs both use creativity to bring ideas to life. They create something meaningful, improve it through feedback and revision, and share it with others.
Make Meaning Activity
Please see the attached Make Meaning documents for several choices on how you and your learners can reflect upon today’s activity.
Extension Activities: 
Character Sculpture: Use clay, plasticine, or modeling dough to create a 3D version of your character.  See PowerPoint attached for instructions, including colour theory lesson to accompany this task.  
Character Trading Card: Design a trading card that highlights your character's talents, goals, and special qualities.
Character Interview: Role-play an interview and answer questions as your character.
Build a Setting: Create a diorama, drawing, or model of the world where your character lives.
Story Sequel: Write or illustrate the next chapter of your character's story.
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