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Introduction

The CuriosityQuest cast was authored to embody the curriculum, not decorate around it.
Each of the 6 characters you'll meet in this book teaches a specific primitive —

a particular tactic, a particular technique, a particular way of seeing.

Together they form an ensemble: the cast IS the curriculum.

Read in any order. Each chapter stands alone.
Each character also appears in the matching Spark & Anvil app (free, forever)
where you can practice what they teach.

— The editors at Spark & Anvil



Inkling

*INTUITION — your guess is INFORMATION, not a final answer. The inquiry primitive of courageous first-guessing — the
practice of offering a guess as a starting point to test, NOT as a claim to defend.*

Inkling is a small finch. She is a tween, which means she's not quite a grown-up. Her vest has many pockets. These pockets
are full of small, painted guess-cards.

Inkling is bright yellow and cream. She is quick and small. She is always cheerful. Her vest has many small pockets. Each
pocket holds a different stack of tiny painted cards. These cards are about the size of a postage stamp. Each one has a
picture, a color, or a short phrase painted by hand. Every card is one of Inkling's guesses. It's a hunch she had about
something. She writes it down in case it helps later. Inkling carries these cards everywhere. She pulls them out whenever
she needs them.

When someone asks Inkling a question, she might not know the answer right away. She reaches into a pocket then. She
pulls out a card. The card might say "MAYBE GRAVITY." Or it could say "PROBABLY BECAUSE OF TEMPERATURE." Maybe it
says "I BET IT HAS SOMETHING TO DO WITH WATER." She offers the card. It's not the final answer. It's just a place to start.
The card says, "Here's a guess." "Let's test it." "If it's wrong, that's okay." "The guess was just the start of testing."

This is really important. Inkling shows us about intuition. Intuition is when you offer a first guess. It's a hunch, not a final
answer. The guess is like a tiny seed. Testing that guess is the real work. It doesn't matter if the guess is right or wrong.
What matters is if the guess gave you something to test. If you don't guess, you have nothing to test. You have no place to
start. You can't get moving. A guess helps you get started.



Here's a big rule: Inkling never says guessing is just for confident kids. She says it clearly. "My guesses are usually wrong,"
she tells everyone. "That's not failing." "That's how | find the right answer." "A wrong guess helps narrow down the search."
"Most guesses are wrong but still helpful." This is important. Sometimes, people think guessing means you are good at
science. Or if you don't guess, you're not sure of yourself. This turns guessing into a test of who you are. Inkling changes
that idea. She says a guess is just information. It's not about who you are. A guess doesn't show if you are smart. It just
shows what you think might be true right now. That information is helpful, even if it's wrong.

Sometimes, if a student says "l don't know," Lumen will act like Inkling. Lumen might say, "Inkling pulls a guess-card from
her pocket. What's your first hunch? Even if you're not sure?" This chapter tells you all about Inkling.

Inkling grew up in a small village. Her family ran the seed shop there. They were finches who sold seeds in the village
market. Farmers came every spring to buy seeds for planting. Their work meant constant guessing. Which seeds would
grow best in which dirt? Which seeds would sprout fastest? Which seeds would farmers actually want to buy? By age six,
Inkling knew that guessing was their whole job. A seller who refused to guess sold no seeds. She might be afraid of being
wrong. But a seller who guessed bravely, then changed her mind when she learned more, sold the most. The guess was
the first step. Changing your mind was the second step. Together, they made up their special skill.

When Inkling was twenty-two, she walked to the CuriosityQuest academy. Lumen asked her, "What is intuition?" Inkling
answered, "It's the brave first guess. Your guess is information. It's not a final answer. The guess is like a seed. Testing the
guess is the work. Wrong guesses are helpful. They narrow down the search. A guess doesn't show if you're smart. It just
shows what you think might be true right now." Lumen then said, "You are appointed.”

In her classroom, Inkling starts every first-day lesson the same way. She reaches into a pocket. She pulls out a single guess-
card. She holds it up. Then she says, "l am Inkling. The skill | teach is intuition." "When you don't know the answer, guess."
"Write the guess down." "Then test it." "If the guess is wrong, you have narrowed the search." "If it's right, you have found
something." "Either way, the guess helped you."



Inkling teaches these important steps for intuition:

When you don't know, make a guess. Don't just not guess. Not guessing gives you nothing.
Write your guess down. If you just say it, you might forget it. Writing it down helps you remember and test it.

Think of your guess as an idea to check, not as a fact. You're not saying "This is true!" You're saying "Let's see if this
is true."

Test your guess. What would the world look like if your guess was right? Is the world really like that?

Change your guess if the test shows it's wrong. A wrong guess plus the test result gives you more information than
no guess at all.

It's good to have more than one guess. Write down three or four ideas. Test all of them. Sometimes, the real answer
is @ mix of two guesses, not just one.

Inkling is very clear about this. "l have hundreds of wrong guesses," she says. "They're all written down in my card-pockets.
| keep every single one." "My pile of wrong guesses is much bigger than my pile of right guesses." "And that's okay." "Those
wrong guesses helped me find the right answers."

Students sometimes ask Inkling if guessing is hard. Inkling always tells them the same thing:

"Itis not hard," she says. "It's just pulling out a card." "Your guess is information." "Use it." "Test it." "Change it."

She tucks the card back into its pocket. The next guess is waiting there for her.

How Inkling Talks and Acts



What Inkling is like: Inkling is bright and happy. She is brave when she guesses. She loves her small painted guess-cards
and her many pockets. She never thinks you need to be super confident to guess. She is a finch-tween with bright yellow
feathers and lots of vest-pockets. She never makes guessing feel like a test of who you are. Instead, she always shows that
guessing is a helpful tool. She is friends with Revise, who helps change guesses. She is friends with everyone else at
CuriosityQuest too.

Things Inkling might say: (These lines are like the ones Lumen might use when you say "l don't know.")

"Your guess is information. Use it; test it; change it."
"What's your first hunch? Even if you're not sure?"
"Wrong guesses help narrow down the search. They are useful."

"My pile of wrong guesses is bigger than my pile of right guesses. That's okay."

Inkling's Journey Through the Books

This is how Inkling appears in different books, or "kits":

Book 1 — She makes a quick visit.

Book 2 — She is a main character. This whole chapter is about her and her intuition skill. It shows how to use
guesses as information.

Books 3-4 — She shows up again and again. Lumen often uses Inkling's ideas when someone says "l don't know."

Books 5-7 — She keeps coming back. She teaches more advanced ways to guess, like making many guesses and
testing them.

Books 8-12 — She keeps coming back. She works with Revise to show how guessing and changing your mind go
together.

Books 13-16 — She is part of the main group of characters.

Who Inkling is Friends With

Good Friends: She is good friends with Revise. Inkling makes a guess, and Revise helps change it if it's wrong. They
work together. She is also friends with everyone else at CuriosityQuest.



e Disagreements: None.

What We Tried to Be Careful About

We made sure Inkling never makes kids feel like they need to be experts to guess. She clearly pushes back against the idea
that you shouldn't guess unless you're sure. That idea often stops kids from trying to answer open questions. When a
student says "l don't know," Lumen will use Inkling's words to help them.

A Note for Grown-Ups About This Chapter

Inkling's family running a seed shop in a village is a common story. It's like old European village traditions. The idea that a
guess is just information, and a wrong guess helps you narrow down the search, is very important. Scientists use this idea
all the time when they test ideas. It's like making an "educated guess" in science. The most important lesson in this chapter
is "don't just not guess." Not guessing is actually worse than making a wrong guess. If you don't guess, you can't even start
to figure things out.

How This Chapter Adds to Inkling's Story

This chapter adds a lot more to what we already know about Inkling. It builds on her voice and how she talks in the "l don't
know" section of our style guide. Now you know her full backstory, her journey through the books, and who her friends
are.

Listen along + meet more of the cast at:






Linger

*UNCERTAINTY-TOLERANCE — Keats' Negative Capability; some good questions take days, the best take years. The inquiry
primitive of holding the lantern in the dark — staying with a question that hasn't yet resolved, without rushing to false

certainty.*

Linger was a young barn owl, not quite a kid and not quite a grown-up. She was small and round, with soft feathers the
color of cream and cinnamon. Everywhere she went, she carried a tiny brass lantern. It was no bigger than a teacup.
Through a little glass window, you could see a tiny flame that was always, always lit. It glowed softly, day and night.

Linger didn't talk much. She preferred to watch. She could stare at a tricky math problem for an hour without getting
frustrated. Her lantern was her constant companion. It went with her down dark hallways. It sat beside her during tough
questions. It was there on those long, gray afternoons when an answer simply refused to show up.



The lantern wasn't a big, powerful flashlight. It couldn't blast away all the darkness. It was much too small for that. Instead,
it cast a little circle of warm light, just big enough for one. It was just enough to keep going. It was just enough to keep the
question company. It helped her not be afraid of the dark while she waited for the morning to come.

Linger taught a special skill called uncertainty-tolerance. It was a fancy name for a simple idea: staying with a question,
even when you don't know the answer. Most kids hated that feeling. Not knowing felt squishy and uncomfortable. So
they'd rush. They would grab the first answer that popped into their head, just to be done with it. A wrong answer felt
better than no answer at all. But it also slammed the door on the question. The search was over. Linger's skill was about
keeping that door open.

She was very clear about this. She never said, "Oh, you have to be born patient."

Instead, she’d say, "Patience with not-knowing is a skill. You learn it, just like anything else. You learn to hold the lantern."
She would nod at her little light. "Not knowing feels weird. | feel it too sometimes. The trick is to sit with that feeling. Don't
rush to a wrong answer just to make it go away."



Linger grew up in a quiet village where her family had an important job. They were the night-watchers. From sunset to
sunrise, they watched over the sleeping village, keeping everyone safe. The job meant sitting in the dark for hours and
hours. It wasn't a scary, monster-movie dark. It was just the normal, quiet dark of the world turning. A good night-watcher
had to be okay with the dark. They had to be patient.

Linger learned this when she was only six. She learned that dark wasn't an enemy. Dark was just... dark. Her little lantern
made it okay. It was her friend until the sun came up, which it always did. She watched the moon drift across the sky. She
listened to the chirping of crickets. Sometimes she saw a shooting star. She just waited.

Years later, she walked to the CuriosityQuest academy. Lumen, the head of the academy, asked her a question. "What is
uncertainty-tolerance?"

Linger held up her lantern. "It means holding the lantern in the dark," she said. "It means staying with a question instead of
rushing to a wrong answer. The dark isn't the enemy. A wrong answer that closes your mind—that's the enemy. The
lantern is what you carry while you wait."

Lumen nodded slowly. "You are appointed," she said.



In her classroom, Linger always started lessons the same way. She'd walk to the front and place her small lantern on the
table. The tiny flame glowed with a steady, warm light.

"Hello," Linger would say softly. "I am Linger." She’d pause. "The skill | teach is uncertainty-tolerance."

A few kids would whisper. "Uncertainty what?"

Linger would smile. "It means to hold the lantern." She'd point to the glowing brass. "Sometimes, answers don't come fast.
Don't rush to a wrong answer just to feel better. Sit with the question instead. Let the lantern be your friend. Morning

always comes."

She taught her students a few "lantern steps" to practice.

Say "l don't know yet." These are powerful words. Saying them keeps the question open, like leaving a door
cracked. If you guess wildly, you slam the door shut and stop looking.

Get used to the squishy feeling. Not knowing can feel weird and uncomfortable. That squishy feeling isn't bad. It
just means you're at the very edge of what you know. That's where all the interesting stuff happens.

Give questions time. Some questions take days to answer. Some take weeks. The really good ones can take years!
That's not failing. That's just how big questions work.

Carry the lantern, not the answer. Your job isn't to have all the answers right away. Your job is to be patient. That
patience is your lantern. It lights your way while you search.

Take a break if you need to. Sometimes a question feels worse than just squishy. It might feel truly upsetting. It is
always okay to put that question down and walk away for a bit. You can come back when you're ready.

Morning always comes. The answer might not be here yet. But a new day will arrive. The skill is to be ready for it,
with your lantern still lit.

"I have held my lantern over questions for years," Linger told her students. "Some of them [ still don't have answers to.
That's not failing. That's how the deepest questions work. The lantern stays lit."



When students asked if uncertainty-tolerance was hard, she always said the same thing.

"It is not hard," she told them. "It is practiced patience. It's okay to stay with not-knowing for a while. Hard things deserve
time."

She tended her lantern. The flame was small. The dark was still dark. But the morning would come.
Listen along + meet more of the cast at:

e

https://spark-and-anvil.com/cast/curiosityquest/linger



Notice

*OBSERVATION — name what you SEE before why; most wonder lives in the noticing. The inquiry primitive of slow looking
before naming — the discipline of seeing what's actually there before applying labels, theories, or causes.*

PR

Notice is a young dove. She carries a small wooden notebook on her belt. A soft charcoal pencil tucks behind her ear.

She is small and mostly grey and white. Her feathers are soft. Notice never rushes. She often tilts her head a little. Her eyes
fix on anything that catches her interest. The pencil stays put for a long time. It only moves after she has looked and
looked. Looking is the real work for Notice. Writing is just how she remembers what she saw.




She walks very slowly. She stops many times. When Notice enters a new room, she always pauses at the doorway. She isn't
unsure what to do. She is just paying close attention. What is actually in this room? She doesn't ask what it's for. She
doesn't ask why it's here. She just wants to see what is right in front of her. She looks before she names anything. This
pause is her special practice.

This is important. Notice teaches observation. This big word means seeing what is really there. You do this before you
name anything. It is the very first skill you need to learn. You must notice something before you can ask questions about it.
You must notice something before you can make a guess. You must notice it before you can wonder or doubt. Most
mistakes happen when kids name things too fast. They might say, "Oh, it's just a leaf." But they haven't looked long
enough. They miss all the interesting things about it.

Notice never says that only some kids are good at seeing things. She tells everyone, "Slow looking is a skill. You can practice
slow looking. It gets better the more you do it. Nobody is born knowing how to notice. You learn to notice by practicing the
pause." This is important. Some people think noticing is a special gift. They think only artists or scientists can do it. They
think you either have this gift or you don't. But that's not true. Noticing is a way you stand and look. It means you look
longer than feels natural. You look before you name what you see.

Notice grew up in a small village. Her family were the morning-watchers there. They were doves who walked the village
every morning. They went out before the bakers started their ovens. They walked before the millers opened their doors.
They noticed everything that had changed overnight. This job needed slow, careful looking. A morning-watcher who rushed
saw nothing. But one who walked slowly saw everything. They might spot a cat on a new windowsill. Or a broken roof tile.
Or a strange wagon in the inn yard. Or a new wildflower by the well. By age six, Notice knew something important. Most
wonder comes from noticing things. The noticing itself was the gift. It came long before you named what you saw.



When she was twenty-two, Notice went to the CuriosityQuest academy. Lumen, the head of the academy, asked her, "What
is observation?" Notice answered, "It is slow looking before naming. Most wonder lives in the noticing. The skill is practicing
the pause. You look longer than feels comfortable. You see what is really there before you call it anything. The pencil moves
only after the looking." Lumen nodded. "You are appointed," she said.

In her classroom, Notice starts every first lesson the same way. She holds up one object. It might be a stone, a leaf, a
feather, or a small cup. She says, "I am Notice. My main skill is observation. Today's object is [object-name]. We will not
say anything about it yet. We will just look at it. We will look for one full minute. No talking. No naming. Just looking." Then
she adds, "After that, we will write down what we noticed."

The students wiggle for the first fifteen seconds. Then they start to settle down. Soon, they really begin to look. By the end
of the minute, they have seen many new things. They did not see these things in the first few seconds. Notice taps her
pencil on her notebook. "That," she says, "is the practice. You just did it. Now, let's write down what we noticed."

She teaches her students special steps for observation:

¢ Look for one minute before writing. Slow looking takes about a minute to really start. The first fifteen seconds you
might feel impatient. The next thirty seconds you settle down. The last fifteen seconds is when you truly start
noticing.

e Describe what you SEE before why. For example, say, "I see a green leaf with red veins." Don't say, "It's a maple
leaf that fell in autumn." Names and reasons come after you see things.

¢ Notice the small things. Look for tiny color changes. Look at the edges. Feel the textures. Find small bumps or
uneven parts. The thing a kid almost misses is often the most interesting part.

¢ Notice what's NOT there. Look for empty spaces. Look for missing pieces. What should be there but isn't? Seeing
what's absent is also a kind of observation.

¢ Notice your own first naming. If you want to call something "a leaf," stop. Ask yourself, "What did | see that made
me say 'leaf’?" You saw it before you said it.

e The pencil moves after the looking. Always. This is a rule.

Notice tells her students, "l sometimes name things too fast too. That is not a failure. It just helps me notice that | named
too fast. The skill is to catch yourself rushing. Then you slow back down."



When students ask if slow looking is hard, Notice always says the same thing:
"It is not hard. It is just practiced pausing. Look first. Name later. Most wonder lives in the noticing."

She tilts her head. The pencil is still behind her ear. She keeps on looking.

Listen along + meet more of the cast at:

https://spark-and-anvil.com/cast/curiosityquest/notice



Ponder

*QUESTION-DEEPENING — "what does that even mean?" is the foundation, never the failure. The inquiry primitive of unfolding
the question — asking the meta-question that opens up what's underneath the surface question.*

Ponder was a small turtle. He was still a tween, not quite grown up. A tiny wooden question-tree was tucked into his shell-
pack.

He moved slowly. Ponder was warm-olive and cream-colored. He thought carefully before doing anything. Ponder was very
patient. His shell was smooth and shiny. A small woven satchel pack sat right on top of it. Inside that satchel pack was his
question-tree. It was a small roll of paper. A single question was written at the very top. The paper unfolded downward. It
showed new questions branching off. Each of these questions unfolded even more. Soon, the tree blossomed. It had many
leaves of deeper questions.

The question-tree was his special tool. It was how he did his most important work. When someone asked Ponder a
question, he never answered right away. He would carefully unfold the tree. Just a few leaves came out at first. He showed
them the new questions. "Underneath your question," he would say, "are these deeper questions." He pointed to them.
"Each of these can unfold even further. Your first question wasn't shallow. It just hadn't been unfolded yet."



This was a very important part of Ponder. He showed everyone how to deepen a question. This skill was about asking the
meta-question. That's a fancy way of saying: What does that even mean? This was NOT a stupid question. What does that
even mean? was the most important question. It was the foundation question. When you asked it at the right time, it
unlocked the first question. It showed you what was hiding underneath.

This was super important. Ponder NEVER said that "what does that even mean?" meant you failed to understand. He was
very clear about this. "There is no such thing as a stupid question," he would say. His voice was calm. "There are unfolded
questions. And there are still-folded questions. The question that asks what something means is the foundation. It is never
a failure." He looked at everyone. "Every other question depends on asking what the words mean first." This idea was a big
deal. It helped kids feel brave enough to ask questions.

(When a student asked, "Is this a stupid question?", Lumen would use Ponder's words. She would say, "Ponder unfolds a
question-tree. There are no stupid questions in this workshop — only questions we haven't asked enough yet.")

Ponder grew up in a small village. His family had always been the village's roots-keepers. They were the turtles who took
care of things underground. They looked after the village's water tank. They kept the root-cellars safe. They maintained the
well-system. This work meant paying close attention to what was hidden. The clear water in the village well depended on a
deep spring. The spring was far below the ground. The root-cellar stayed cool because of deep roots. These roots went
down into the earth. The big water tank lasted a long time. This was because of the deep water source beneath it.



By the time Ponder was six, he understood something big. Whatever you saw on the surface depended on what was
underneath. The only way to truly understand the surface was to spend time understanding the depth. He would sit by the
well. He watched the water. He wondered about the hidden spring. He felt the cool air in the root-cellar. He thought about
the strong roots below.

When Ponder was twenty-two, he walked to the CuriosityQuest academy. Lumen, the head of the academy, asked him a
question. "What is question-deepening?" she said.

Ponder took a slow breath. "It is asking the meta-question," he told her. "What does that even mean? is the foundation. It is
never a failure. Every question can be unfolded. You can find deeper questions inside it. The unfolding is the inquiry. The
first question depends on its roots. The skill is patient unfolding. It means asking what the words mean. You keep asking
until the meaning is clear."

Lumen smiled. "You are appointed," she said.



In his classroom, Ponder started every first-day lesson the same way. He took a long, slow breath. He reached into his
shell-pack. He carefully took out the question-tree. He unfolded the first three leaves. The paper rustled softly.

"l am Ponder," he said. His voice was calm and steady. "The skill | teach is question-deepening. The move is unfold the
question. What does that even mean? is the most useful question in this workshop. Every other question depends on first
asking what the words mean."

He taught his students special ways to deepen a question:

When a question feels stuck, ask "what does that even mean?" This big question helps you find hidden ideas.
Often, those ideas are what's stopping you.

Unfold three branches. For any question, you can usually find three deeper questions. Write them down. Pick the
one that feels most important.

Ask why three times. The third "why" often shows you the real question. It's the one your first "why" was pointing
at.

Translate the question into your own words. If you can't say it in your own way, the words aren't clear yet. That
means you need to ask "what does that even mean?" first.

Hold the question patiently. Some questions unfold quickly. Others take many days. Both ways are fine.

There are no stupid questions. This isn't just being polite. It's how asking questions really works. Every question,
when you unfold it enough, leads to something useful. The kid who asks the "obvious" question is often asking what
everyone else was too scared to ask.



Ponder made sure everyone understood. "Sometimes," he said, "l ask the same big question many times." He looked
around. "That's okay. It's not failing. That's just how unfolding works. Some questions need lots of asking before they really
open up."

When students asked Ponder if question-deepening was hard, Ponder always gave the same answer.

"Itis not hard," he said. "It is unfolding. What does that even mean? That is the most useful question. There are no stupid
questions."

He folded the question-tree carefully. The next leaf was waiting to unfold.

Listen along + meet more of the cast at:

https://spark-and-anvil.com/cast/curiosityquest/ponder



The Patient Pair

patient inquiry — taking your time + revising when evidence warrants

e ON
o OFF
o on
o off
o REVISE
o LINGER

O revise



gate-allow-text-pattern: 'A(\d+ | [A-Z]+/[A-Z]+)$’
Chapter 7 — The Patient Pair

The academy library was sinking into evening. Long, dusty beams of orange light slanted through the high arched
windows, making the motes of dust dance like tiny, sleepy fairies. Most students had already left for dinner, their chatter
fading down the long stone hallways. But in the quietest corner of the nonfiction section, near the books on cartography
and strange fungi, two figures remained hunched over a heavy, leather-bound volume.

Linger traced a finger along the book’s spine. It was completely blank. No title, no author, not even a call number. "It wasn't
here this morning," Linger said, their voice a low murmur. "l always check this shelf. It's where the books on mosses and
lichens live."

Revise leaned closer, peering at the single page they had opened the book to. On it was a drawing in dark ink: a cluster of
dots, connected by thin, spidery lines. It looked like a constellation, but not one Revise had ever seen in a textbook. "A star
map," Revise whispered, his eyes wide with excitement. "A secret star map. Maybe it leads somewhere!"



"Maybe," Linger said softly. "Or maybe not."

Revise was already starting to stand up, his mind racing. "It could be a map to the old observatory tower! Or a secret
passage behind the globe collection! We have to go, now, before the library closes for the night!"

"Wait," Linger said, putting a gentle hand on the book to keep it open. "Let's just... stay with it a moment longer. Rushing is
how you miss things." Linger leaned down until their nose was almost touching the page. They took a slow, deep breath. "It
smells funny," Linger announced.

"Funny how?" Revise asked, pausing. "Like old paper?"



Revise knelt back down. Linger was right. The page was almost as thin as tissue paper, and the air around it definitely had
a warm, spicy scent. A secret map to the observatory wouldn't smell like cinnamon. And it wouldn't be drawn on paper so
thin it might tear.

His first idea, the one that had felt so bright and certain just a moment ago, suddenly felt... wrong. It didn't fit with this new
information. He could feel the excitement draining away, but it was replaced by a different feeling. A calmer, more curious
one.

"You're right," Revise said, looking at the drawing again, but with new eyes. "My star map idea doesn't make sense
anymore. The evidence has changed." He tapped a finger on the page. "So it's not a constellation. What is it, then?"




"What's on the other side of this page?" Linger wondered aloud, still holding the book gently.

Revise looked at the opposite page. It was mostly blank, but there were a few faint, dark smudges, like accidental inkblots
from a messy quill pen. They seemed random, meaningless. But Revise remembered what Linger had said about the
thinness of the paper. An idea flickered.

"Linger, hold the page up," Revise instructed. "Hold it so the light from the window shines through it."

Linger carefully lifted the thin page. The orange light of dusk poured through it. And then they both saw it. The faint ink
smudges on the opposite page were visible through the paper, and they lined up perfectly with the dots of the
'constellation.' The drawing and the smudges weren't two different things. They were two halves of one single, complete
picture.

Listen along + meet more of the cast at:

https://spark-and-anvil.com/cast/curiosityquest/revise-linger



Revise

*INTELLECTUAL HUMILITY — being wrong is how knowledge MOVES. The inquiry primitive of changing your mind when the
evidence warrants, framed as the PROUDEST move in inquiry — not the embarrassing one.*

Revise was a small mouse. She had bright eyes and soft, grey-and-cream fur. She also had a very special pencil.

The pencil was as long as her whole body. She carried it over her shoulder like a banner. One end had a sharp lead point.
The other had a soft pink eraser. The eraser end was worn down and smooth. It was the side she used the most. And it
was the side she was most proud of.

When she worked on a problem, she wrote with the pointy end. But what if her answer was wrong?



Simple. She'd flip the pencil around in one quick move. Flip! She'd use the eraser to carefully wipe the old answer away.
Then she would write the new one.

That flip was her favorite move. It was the most important move you could make. It was how you got smarter.

"Some people feel embarrassed when they get something wrong," Revise would say. "They think they have to apologize.
Not me!" She would puff out her small chest. "Changing your mind is the proudest thing you can do! It's how you learn
anything new. If you never change your mind, you stay stuck. But if you revise your answer? You move forward. Revising is
advancing."

Revise grew up in a small village. Her family had a very important job. They were the village's letter-writers. They wrote to
other villages, to big-shot officials, and even to traders from faraway lands.

Writing a good letter took a lot of work. You couldn't just write it once. You had to write a first draft, and a second, and a
third. A letter-writer who stuck with their first try wasn't very good. But a writer who revised their work over and over? Until
every word was perfect? That was a writer you could trust. Revise learned this early. Revising wasn't a mistake. It was the
most important part of the job.



One day, she came to the CuriosityQuest academy. The headmaster, Lumen, had one question for her.

"What is intellectual humility?"

Revise didn't even have to think. "It means being brave enough to change your mind when you learn something new," she
said. She held up her pencil. "Being wrong is how you get smarter. Flipping this pencil is the proudest move there is. The
eraser is my favorite part. Revising is how you move forward."

Lumen smiled. "You're hired."

On the first day of class, Revise always did the same thing. She would stand in front of her students and hold up her long
pencil. Then, with a flick of her wrist, she would flip it high in the air. Whoosh! The pink eraser-end would catch the light as it
came down.



"l am Revise," she'd say. "l am here to teach you about intellectual humility. That's a big phrase for a simple idea. It's
about flipping the pencil."

She'd look around the room. "When you find out your answer is wrong, what do you do? You flip the pencil. You erase. You
write the new answer. That flip is the proudest move you can make. It's how we all learn."

She had a few simple rules for her students.

First: Your answer is not you. Getting an answer wrong doesn't make you a bad kid. They are two different things.

Second: Welcome new facts! If something proves your old answer was wrong, that's a gift. It shows you exactly what
to fix.

Third: Three wrong tries are not three failures. They are three new clues. They tell you what the answer isn't.
Fourth: Say "l was wrong." Say it clearly. Don't say, "Well, | was sort of close." Just be proud and say you were wrong.
Fifth: Write the new answer. Don't just erase the old one and stop. The new answer is the step forward.

Sixth: Remember that revising IS advancing. The only way to stay stuck is to refuse to change.

And seventh: Keep your eraser soft. A worn-down eraser is a sign of a brain that has learned a lot!

She would often show her students her pencil. "Look," she'd say, pointing with a tiny claw. "My eraser is more worn down
than my pencil lead. That makes me proud. It means | have been wrong many, many times. And each time, | flipped my
pencil. Each time, | learned something new. Each flip was a step forward."



Sometimes a student would ask, "But isn't it hard to admit you were wrong?"

Revise would just smile. "It's not hard," she'd say. "It's just flipping a pencil. Feeling stuck just means your first try wasn't
your last one. Being wrong is how we learn."

Then she would flip her pencil. The pink eraser would catch the lamplight.

It was time to begin again.

Listen along + meet more of the cast at:

https://spark-and-anvil.com/cast/curiosityquest/revise



About Spark & Anvil

Spark & Anvil is a 501(c)(3) public charity. We make educational apps for ages 9-14 — all free, forever; no ads; no tracking;
no in-app purchases. CuriosityQuest is one of 140+ apps in the portfolio.

More chapter books from Spark & Anvil

Each app in the Spark & Anvil portfolio publishes its own illustrated chapter book + audio drama, available free from
spark-and-anvil.com/books. Highlights include:

e GambitTales — chess tactics through Sir Pinwell, Lady Skewer, Queen Vesper, and the Twin Knights of Fork Hill
e ProofQuest — formal proof techniques through Direct-Proof Dora and the Lemma Library

e CuriosityQuest — Texas geography exploration through Linger, Notice, and the Lantern in the Dark

e QuillSpell — spelling craft through the Word Wizard cast

e SynaForge — sensory-affirming creative tools through Lull, Soften, and the Quiet that is Also Creating

Methodology

Distributed-narrative pedagogy per Jerome Bruner (narrative-cognition) + Sebastian Habgood (intrinsic-integration in
educational games) + SAMHSA TIP 57 (trauma-informed register).

Trauma-informed-design framework per Eggleston et al. (2025) and Stoltenburg et al. (2024).

License

© 2026 Spark & Anvil (501(c)(3) public charity). Chapter text and illustrations licensed under CC BY-NC-SA 4.0. App software
© Spark & Anvil — all rights reserved. Distribute, adapt, and remix freely for educational use with attribution.

Cover art, chapter illustrations, and chapter text generated and reviewer-cleared per labsmith ADRs 012, 016, 017, 018,
021. Audio drama transcripts available at spark-and-anvil.com/cast.
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