LEARNING OUTCOME

What do you want your

learners to do?

@ CREATE

= Learners design...
= Laarners devalog,.,
« Loarnars produce..,

« Learnars formulate...

{;:_:'} APPLY

« Learnars apply...
« Learners use...

* Learners demanirate..

« Leamers implement...

[T] unDERSTAND

+ Learners -m:r.-hnn. .
o Liaprniers interpret...
& Lenrmies surmimanids.,

» Learnars discuss...

@ EVALUATE

# Learners evaluate...
» Ledrners justify...
» Loarmers critique...

¢ Learners priofitise..,

(S anaLysE

= Learners analyse...
* Learmmers compare,
* Learnars oxaming...

* Leamers differentiate

[2] RememeER

= Laarmers '.I:f-&ﬂ!iﬁ —
= Liarmdrs recall,..
& Laarmrs n:q;qgni.ﬂl .

= Loamars hst...

o EXPOSITION

Intreduce the story.

L
- MAIN CHARACTER

MOTIVATIONS

What drives your character?
What's at risk?

{:} INTERMAL finside the piErson)
o

D® EXTERNAL (outsise influences

STAKES

What could be lost, gained
or changed?

-

9 RISING ACTION #1

First decision point.

What should your

character da?

X

CHOOSE 1 OPTION

CONSEQUENCE 1
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9 RISING ACTION #2

Second decision peint.

What should your
character do?

CHOOSE 1 OPTION

@ cooo O

@ NEUTRAL O

CONSEQUENCE 2
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The highest point.

Biggest challenge

ar turning point.

CHOOSE 1 OPTION

& coop O

CONSEQUENCE 3

ON </
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O

9 FALLING ACTION o RESOLUTION

What happens after How does the
the climax? * story end?
L
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CHOOSE 1 OPTION
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@ neuraL O
O © O

Good Newtral Bad
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CONSEQUENCE 4
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