
Curious Quest



Curious Quest is an imagined world to engage 

children and make their imagination shine. 



Characters
Has a great big story dream 

machine. Collects their 

imaginations to feed the machine 

and has been since they started 

drawing club.

The Greap is a baddy 

who always wants to 

steal N&Ts 

inventions. 

Noodle and Titch

help the stories 

come through the 

machine. They have 

secret symbols 

that represent 

capital letter and 

full stop. Every 

sentence begins 

with noodle and 

ends with Titch.  Noodle and Titch

use ‘Inventuring’ 

to grow Brain. 



Portal

This is what books and vocabulary come through. 

Things are sent through by  Professor Klunk.



Inventuring

When children invent they need codes to make 

them work. 



Message Centre

Children use the message centre to write their 

codes before creating their invention. 



We spend the first week 

exploring characters 

gradually.
What does the dream machine look like?

What does professor clunk look like?

Where do they live?

Do they have superpowers?

Day 1- Introduce professor 

klunk and the portal and 

the story dream machine. 

Day 2- Noodle and Titch

Day 3- Inventuring and 

Noodle and Titches link 

with Professor Klunk

Day 4- Noodle and Titch’s 

joy in sentence writing and 

they secret codes. 

Day 5- How children will 

inventure and set 

expecattions for how they 

mark make during this time. 



During the Quest

We don’t know where PK has come from, where he 

is, where N&T live, where the Greap is and what 

he wants, how to overcome the greap. Unknowns 

are raised with them as you go along. 



How the Mini Moments work in 

each lesson
Mini 

Mo

men

t

1 2 3

optional

4

Optional

5 6 7 8

Foc

us

Word Bathing From the 

portal

Optional 

Gadabout

The Quest 

codes

Book 

Snuggle

Modelled 

drawing

Time 

Together 

and 

Inventuri

ng

To the 

portal 

(plenary)

The 8 ambitious 

words (same as 

DC)

PK sends 

somethin

g through 

the portal 

to 

children 

Sing the 

rhyme 

while 

marching 

round the 

room

SPAG, 

spelling, 

handwriti

ng

Read 

story,/poe

m/non 

fiction/ani

mation/tr

aditional 

tale

(same as 

DC)

Draw and 

code 

(same as 

DC)

Children’s 

turn with 

me or in 

the 

learnng

landscape

.

Speak to 

professor 

Klunk

through 

Potal)



1- word bathing

The words wake up the magic mustard tin

8 words explored with actions (same as DC)



2- from the portal 

Show the book and say / write a message from PK

‘Look what I found’

‘look out for p6’

Chance for communication between PK and the 

children.



3- The gadabout (optional)

Hold the book to chest, hop up and children follow 

around the room chanting a rhyme as they do it. Every 

30s pause and ask a question about the story. 

Children chat, and then carry on again. Builds 

comprehension and inference. 

Have an action that goes with this. E.g. looking 

through binoculars. 



4- The Quest Codes (optional/ 

could do different way) 

Whiteboard and pen task

Teacher models the weekly focus e.g. 

handwriting, spelling, suffixes

Children practice and show their boards. 

These Quest Codes start up the machine. 



5- The book snuggle (Same as 

Drawing Club) 

Share book/poem/animation

Bring the joy with the story

1 week of the same book then move on otherwise 

children’s joy will wither away.



6- Modelled drawing (Same as 

DC)

Day 1- Character

Day 2- Location

Day 3- Adventure time

Day 4- Adventure time

Day 5- Adventure time

Focus on making conversation and writing



7- Time together and 

Inventuring
Half come to the teaching area to draw 
and write codes (sentences)

While my group are beginning their 
drawing, the other half write their 
code first and go off and invent at 
different ‘pop-up stations’ with play 
dough, construction, modelling, 
drawing. 

If inventions have nothing to with the 
book its ok. They still feed the dream 
machine and building their imagination. 

These inventions are for PK and must 
have a code otherwise it isn’t good for 
him. 

The code always makes their invention 



Message centre in 

the middle is where 

their books go back 

through the portal 

to PK.



Example Groups 

Days 1 2 3 4 5

Time 

Together 

Table 1

Most 

confident

Getting there Most 

confident

Getting there Getting there

Time together 

Table 2

Least Getting there Least Getting there Least

Inventing Getting there Most 

confident

Getting there Most 

confident

Most 

confident

Inventing Getting there Least Getting there Least Getting there



Writing codes at the cusp of 

confidence



8- To the portal

Chance to gather and share inventions with each 

other and with PK by speaking through the 

portal. 

Can put written message in. 

Last day of the week, celebrate helping noodle 

and titch, PK and brain. They always want to 

overcome the Greap too. 



After Christmas we meet the 

Faithful Friends
Mini moment 2 changes slightly and it's no 

longer PK sending the books and words. PK now 

sends the faithful friends on a quest through 

the imagined world. They are the ones who send 

something through the portal. This requires a 

new context week to introduce these characters.




