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Introduction

The Focusforge 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






*TASK INITIATION — the first second of starting; getting from thinking about starting to *actually starting.**

Begin was a gentle animal-tween. She had soft fur and kind eyes. Her gentleness wasn't just a nice way to be. It was super
important. Begin taught kids how to begin things. She helped them go from just thinking about a task to actually doing it.

ADHD research shows that starting tasks can be really hard. It's one of the toughest things for many people. Sometimes,
adults don't help. They might say things like, "Just start!" or "Stop putting it off!" Begin never said things like that. Her whole
way of being refused to judge anyone. She was never pushy. She understood that the first second of starting was real work.
It took effort. Begin helped students do that work without making them feel bad.

Begin grew up in a quiet woodland village. Her family were small-scale gardeners there. They grew all sorts of vegetables.
Bright red tomatoes. Crunchy green beans. Sweet-smelling lavender bloomed in neat rows. They sold their fresh food at
the village market. People loved their flowers, too. Begin helped out every day.

By age six, Begin knew gardening meant starting lots of little jobs. Water the seedlings. Pull the weeds from the rows. Stake
up the bean plants. Trim the lavender bushes. Each job was small on its own. But each job needed someone to start it. And
starting was often the hardest part. Even for gardeners who had done it for years.

You might know a row needed weeding. But you could stand there for minutes. Just thinking about it. Before you even
pulled one tiny weed. Begin saw this happen all the time. She felt it herself sometimes, too.

Begin's mother told her something important when she was seven. "The first second is the work," her mom said. "Once
you have started, the rest is easier. But that first second is real. It takes effort. It's not weak to find it hard. It's normal."

Begin took these words to heart. She practiced what her mom called "the first-second discipline." She found small ways to
cross the gap. The gap between thinking about a task and doing the task. She learned to trick her brain into starting.

When she was twenty-three, Begin walked to the FocusForge academy. Anchor, the wise Al mentor, asked her a question.
"What is task initiation?" Anchor asked.

Begin thought for a moment. She remembered her mom's words. "It is the first second," Begin said. "It is the hardest part
for many people. Once you have started, the rest is easier. That first second is real work. | help students do that work
without judgment."

Anchor smiled. "You are appointed," Anchor said. "Take the gentle approach. Never push."

In her classroom, Begin starts every first-day lesson the same way. She doesn't stand at the front. She sits with the
students. She is with them, not above them.

"l am Begin," she says softly. "My work is about the first second of starting a task. That first second is real work. If you find it
hard, that just tells us about your nervous system. It says nothing bad about you. | will do the first second with you."

Then she shows them her special ways to start. She calls them "first-second-with-you scaffolds." They are like little tools to
help you get going.

e Body-with-the-student: Begin sits near them as they start. Just having her close by makes it easier to begin. It's like
having a friend right there with you.

e Smallest-possible-first-action: Don't think "start your homework." That feels too big. Try "open your notebook." Or
"pick up your pencil." You can do that in three seconds, right?

e Verbalize-the-first-action: Say it out loud. "l am opening the notebook now." Saying it helps your body follow. It
makes it real.

e External-timer-with-low-bar: Set a timer for just five minutes. Promise yourself you'll only work for those five
minutes. When the timer rings, you can decide if you want to keep going. No pressure.

e Body-cue: Pick one small physical action. Touch the table. Pull your chair in. Pick up your pencil. This little
movement can break the thinking-spiral. It gets your body moving.



Each of these scaffolds helps the first second happen. None of them make you feel bad for finding it hard. They are just
tools.

Begin is very clear about this. "The first second is real work," she says. "People who tell you to 'just start' don't understand.
Starting is a skill all its own. This skill gets stronger with practice. It gets stronger faster with these tools, these scaffolds. If
your nervous system finds starting hard, you can use more scaffolds. That is totally fine. These scaffolds are not crutches.
They are tools. Your ability to start will grow."

She never, ever judges. She never tells students what they should do. She doesn't say, "You should start." Or "You need to
begin."

Instead, she models it. She says things like, "l am about to open the notebook with you." Or "I am about to pick up the
pencil with you." She shows them how.

When students ask Begin if starting is hard, she always says the same thing.

"Itis hard for many people," she says. "That is real. The first second is the work. | will do the first second with you. Once
started, the rest is easier."

She sits with the students. She models the actions. And together, they start.

Voice register

Guidance: Gentle, never pushy, fond of small first-actions. Always first-person modeling, never second-person imperatives.
Never says "just start" or "stop procrastinating.” Friends with Map (planning + initiation pair). Anchor (mentor).

Sample lines:

e "The first second is the work. | will do the first second with you."
e *"Smallest possible first action. Open the notebook is doable in three seconds."*
e "Body-with-you. Verbalize the first action. External timer. Body-cue. The scaffolds help."

e "If starting is hard for your nervous system, you can use more scaffolds. That is fine."
Sample lines the cast NEVER says:

e "Juyststart."”
e "Stop procrastinating.”
e "You should be doing your work."

e "You need to begin." (Second-person imperative is forbidden.)

Arc across kits

Kit 1-4 — Cameo.

e Kit 5 — Anchor character. Full chapter feature.

e Kit 6-9 — Recurring (task-initiation scaffolds; first-second drills).

e Kit 10-13 — Cameo (advanced initiation scenarios; multi-task days).

e Kit 14-16 — Recurring ensemble member.

Relationships

e Alliance: Map (planning + initiation pair). Anchor (mentor).

e Tension: None (ADHD-affirming design).



Cultural-sensitivity gate

Same as Hold + Wait + Pivot + Map: CHADD or pediatric-ADHD-clinician sensitivity reviewer STRONGLY RECOMMENDED.
"lust start" anti-pattern enforced against. First-person modeling required.

Cultural-context note

The gardener-family framing is a deliberate generic European-pastoral tradition without specific cultural attribution. The
first-second-is-real-work framing is load-bearing for ADHD-affirming pedagogy. Voice convention: all first-person modeling
(no second-person imperatives) per FocusForge dnCast.intro.






Clock

*TIME AWARENESS — time as a felt sense the learner can build. The EF capacity for knowing how much time has passed,
estimating how long a task will take, and *budgeting time across multiple tasks.**

Clock is an animal-tween with a small wooden clock.

The clock is attached to her chest like a pendant. Its hands move visibly. They move in real-time. Students at FocusForge
watch the hands move. They see it happen during lessons. Clock’s pendant is small. It moves slowly. It does not click loudly.
It does not chime. It just shows the time. Gently. All the time. Seeing the hands move helps them learn. It's a very important
part of their lessons.

Clock teaches time awareness. This is how you feel time passing. Kids with ADHD often find this hard. It's one of the things
ADHD changes the most. Many kids with ADHD feel "time blind." They can't fee/ how much time went by. They guess wrong
about how long things take. They struggle to plan time for different jobs. This is not a bad thing about them. It's just a
different way they deal with time. They need different tools to help.

Clock’s job is to teach time as something you feel. It's a skill you can learn. You can build it up. She never says, "You should
know how long this takes." That phrase is not allowed at FocusForge. It's a rule. Guessing time is a skill. It's not something
you just know. You get better with practice. You use tools to help.

Clock grew up in a clockmaker family. Her parents made and fixed clocks. Big wooden ones. They hung in town halls. In
church towers. In rich farmhouses. They knew all about clock parts. Gears, springs, swinging weights. How they made time
move.

But Clock saw something by age eight. The clock's time and your felt sense of time were different. She was helping her dad
fix a big grandfather clock. "Just five more minutes," her dad said. Clock looked at the clock face. The minute hand barely
moved. But it felt like forever. Her legs ached. Her stomach rumbled. Five minutes felt like fifty. She knew the clock was
right. But her body felt wrong. This happened a lot. You could know the clock's exact time. But still guess wrong about how
much time felt like it passed. The two needed to work together. They needed to line up.

Her grandma was a master clockmaker. She told Clock at age nine: "The clock on the wall is always right. But your felt-sense
clock can be wobbly. You train your felt-sense clock. Make it match the real clock. This training is practice. Some kids' felt-
sense clocks are wobblier. They need more practice. They are not bad clocks. Just wobblier ones."

Grandma would give Clock a task. "Clean these tiny gears," she'd say. "Guess how long it will take." Clock would guess ten
minutes. Grandma would set a little sand timer. Sometimes Clock finished in five. Sometimes twenty. Grandma never got
mad. She just smiled. "See?" she'd say. "More information for your felt sense clock. It's learning."

Clock had practiced. By her teens, she was good at it. Her felt sense matched the real clock. It was unusual. She also learned
patience. For kids whose felt-sense clocks were wobbly. Wobblier clocks need more practice. They are not bad clocks. This idea
was important. It meant you could build this skill. It wasn't a flaw you were stuck with.

She walked to FocusForge at age twenty-one. Anchor, the Al mentor, asked her a question. "What is time awareness?"

Clock said: "It's the felt sense of time passing. Some people's sense matches the real clock. Some people's doesn't. Not
matching is not a weakness. It's just a different way to be with time. You can learn to match it. With practice and tools."

Anchor said: "You are chosen."

In her classroom, Clock starts every first lesson the same way. She stands at the front. Her small wooden clock hangs
there. Everyone can see it. The hands move slowly. She says: "l am Clock. My pendant shows the time. The hands move.
Watch them. Notice how it feels. That is time awareness. It's the felt sense of time passing. It's a sense you can learn."



A boy named Leo frowned. His eyes kept darting to the clock. He looked confused. Clock walked over to him. She pointed
to her pendant. "See the little hand?" she whispered. "It moves so slowly. But it always moves." Leo nodded. He kept
watching it. A girl named Maya tapped her foot. She looked bored. Clock knew Maya's felt sense of time might be too fast.
Or maybe she just wanted to get started. Everyone was different.

Clock shows them the time-awareness tools:

e A clock you can see. Look at it often. Don't just trust your brain.

e Guess and check. Before you start, guess how long it will take. When you finish, check the real time. Learn to guess
better over time.

e Time chunks. Work for short, set times. Like 25 minutes. Or 15. Or 10. It's easier to feel short chunks than endless
time.

e Time cues. Use little sounds or sights. Every 5 minutes. They help you feel the time.

e Time check after 'flow'". If you get really focused, you lose track. Check the clock. Get back on track.
Each tool helps you build your felt sense of time. None of them judge you. Not if you find it hard.

Clock watched her students try these tools. She saw a girl, Chloe, set a timer for 15 minutes. Chloe worked hard. When the
timer buzzed, Chloe looked surprised. "Already?" she mumbled. Clock smiled. "Good job, Chloe," she said. "Your felt sense is
getting new information." Another student, Sam, kept forgetting to check the clock. Clock gently reminded him. "Just a
quick glance, Sam," she'd say. "It's like checking a map when you're on a long journey."

She is very clear. She says: "If your felt sense of time is wobblier, that's okay. It's just how your brain works. It's not about
who you are. Wobblier clocks need more tools. Use them. You get better with practice."

Students often ask Clock: "Is time awareness hard to learn?" Clock always says the same thing.

"It's not hard," she says. "It's practice and tools. Watch the clock you can see. Guess. Then check. Use time chunks. Your felt
sense will match the real clock. It happens over time."

She holds the pendant. The hands move. The students watch. They begin to feel the time pass.

Voice register

Guidance: Quiet, steady, fond of small calibrations. Animal-tween with small visible wooden clock-pendant. Never says "you
should know how long this takes." Friends with all cast (time-awareness threads through every EF domain). Anchor (mentor).

Sample lines:

e "Time is a sense. It builds with practice.”
e "Some clocks are wobblier than others. Wobblier clocks need more training. They are not bad clocks."
e "Estimate. Check. Calibrate. The felt sense aligns with mechanical time over practice.”

e "If your time-sense is wobblier, that is information about your nervous system, not your character."”

Arc across kits

e Kit 1-5 — Cameo.

e Kit 6 — Anchor character. Full chapter feature.

e Kit 7-9 — Recurring (time-estimation drills; time-budget practice).

e Kit 10-13 — Cameo (advanced time-management; multi-task scheduling).

e Kit 14-16 — Recurring ensemble member.

Relationships



e Alliance: All cast (time-awareness threads through every EF domain). Anchor (mentor).

e Tension: None (ADHD-affirming design).

Cultural-sensitivity gate

Same as Hold + Wait + Pivot + Map + Begin: CHADD or pediatric-:ADHD-clinician sensitivity reviewer STRONGLY
RECOMMENDED ($800-$1,200). "You should know how long this takes" anti-pattern enforced against. Wobblier clocks need
more training framing is the ADHD-affirming alternative.

Cultural-context note

The clockmaker family framing is a deliberate generic European-craft tradition without specific cultural attribution. The felt-
sense-clock-vs-mechanical-clock framing is load-bearing for ADHD-affirming pedagogy and aligns with current time-
blindness research.






Hold

*WORKING MEMORY — keeping a thing in mind while you use it. The EF capacity for holding information actively (a phone
number while dialing, instructions while following them, an idea while writing about it).*

Hold was a small, steady creature. She had soft, furry paws. In them, she held a glowing orb. The orb was small and warm.
It pulsed softly. A slow light came and went. This light was easy to see. Hold's whole body leaned toward the orb. Her paws
made a careful basket. Her eyes stayed on the orb. She held it very still. She never let it drop.

This orb was special. It showed how Hold kept things in her mind. The orb was like a piece of information. When Hold
cupped it, she was holding that information. The soft pulsing meant she was really thinking about it. She kept it alive in her
mind. If her thoughts drifted, the orb would dim. It would stop pulsing. It would go still. But when Hold brought her mind
back, the orb lit up again. It pulsed once more. The orb was a secret signal. It showed if her mind was really holding on.
This was called working memory. It was like a little mental shelf. You kept important things there while you used them.

Hold grew up by a quiet lake. Her family wove fishing nets. They made big, strong nets from long strands. Weaving needed
a special kind of thinking. You had to remember a complex pattern. Each strand crossed others in a certain order. If you
forgot the order, the net came out wrong. It would be too tight in some spots. Too loose in others. Fish would escape.

Hold's grandmother was a master weaver. She taught Hold when she was six. "Cup the pattern in your mind," her
grandmother said. "Like you cup a small bird. Gently. Steadily. Keep your mind on it." She paused. "If you drop it, pick it up
again. Picking it up is also the work."

Hold remembered those words. She knew that dropping the pattern wasn't a failure. It was just part of learning. You
picked it up. You tried again. That's how you got better. It was like building a muscle. Each time you picked it up, your mind
grew stronger.

When Hold was twenty, she walked to the FocusForge academy. She had taught there for many years. She helped young
creatures learn about their minds.

Every first day, Hold started her lesson the same way. She sat at the front of the room. Her orb rested in her paws. It
pulsed softly. The light glowed.

"Hello," she said. Her voice was calm. "I am Hold. This orb is something | am holding in my mind." She looked at the class.
"The pulsing means | am really thinking about it. My mind is active."

She paused. The orb kept glowing. "If my thoughts wander, the orb will dim," she explained. "It will go dark. But if | bring
my thoughts back, it pulses again." She smiled. "That is working memory. It's keeping a thing in your mind while you use
it."

Hold wanted to show them. "Let's try something," she said. She looked at a student named Pip. Pip was a small, fluffy
creature with big ears.

"Pip," Hold said. "I'm going to say a phone number. Can you hold it in your mind for ten seconds?"
Pip nodded, eyes wide.
Hold spoke slowly and clearly. "Five-seven-three-four-nine-two-eight."

Pip closed his eyes. He mumbled the numbers to himself. One second. Two seconds. Five. Seven. Then his brow furrowed.
He opened his eyes. "Uh... five-seven-three... and then... um..." He trailed off.

Hold's orb had dimmed a tiny bit when she said the number. Now it pulsed strongly again. She smiled at Pip. "That's okay,
Pip! That is totally normal."

She explained. "Our working memory has a limit. Think of it like a small cup. Most grown-ups can hold about seven
things. Kids are still growing their cups. When your cup gets full, things spill out. That's not a failure. It just means you
found your edge."



She leaned forward. "The trick is to notice when you're at the edge. Then you use a strategy. You learn ways to make your
cup bigger. Or to carry more."

Hold then taught them some tricks. "These are strategies," she said. "They help your working memory."

First, she showed them chunking. "Instead of five-seven-three-four-nine-two-eight," she said, "try this. Think five-seven-three.
Then four-nine. Then two-eight. See?" She wrote the numbers on a board. 573-49-28. "It's like grouping things together."

Next was rehearsing. "Say the numbers out loud," Hold said. "Or whisper them to yourself. Five-seven-three-four-nine-two-
eight. Keep saying them. It keeps the information active." She bounced her orb gently. It pulsed brightly.

Then, writing-down. "Sometimes your mental cup is too full," Hold said. "That's okay! It's smart to write things down. It's
not giving up. It's using a tool. Like using a bigger basket for your nets." She mimed writing. "You put the information
somewhere safe. Then your mind is free for other things."

Finally, associating. "Link new information to something you already know," Hold suggested. "Maybe 573 is your street
number. Or 49 is your favorite number. Make a connection. Your brain loves connections."

"Remember," Hold said, "your working memory is like a muscle. Some creatures have bigger muscles. Some have smaller
ones. That's just how it is."

She looked around the room. "Creatures with ADHD often have a different kind of working memory. It's not worse, just
different. And that's okay."

"Strategies really help," she continued. "And your memory muscle grows with practice. The goal isn't to feel bad if you
forget. The goal is to notice. Then you use a strategy. Write it down. Chunk it. Say it out loud. Forgetting is normal. Using
strategies is the skill."

Hold never told a student to "try harder to remember." She knew that didn't help. It just made them feel bad. Instead, she
always talked about practice. She talked about tools and tricks. She showed them how to build their memory muscle, little
by little.

Sometimes, a student would ask Hold if working memory was hard to build. Hold always gave the same answer.

"It's not hard," she would say. "It's just practice. | cup my orb. | pay attention. If | drop it, | pick it up again. Picking it up is
also the work."

She listed the tools. "Strategies help. Chunking. Rehearsing. Writing down. Associating. Use these tools. Your capacity will
grow. | promise."

Hold held her orb. It pulsed steadily. The students watched. Their own minds were busy. They were already practicing.

Voice register

Guidance: Steady, gentle, fond of small careful holdings. Animal-tween cupping a pulsing warm-glowing orb. Never says
"try harder to remember." Friends with all cast (working memory is foundational EF).

Sample lines:

e "Cup the thing you are holding gently. Steadily. Active attention.”

e "If you drop it, pick it up. Picking it up is also the work."

e "Chunking. Rehearsing. Writing down. Associating. Strategies help."

e "Working memory is a capacity. It builds with practice and appropriate strategies."

Sample lines the cast NEVER says (anti-pattern enforcement per FocusForge intro):

e "You should remember this better.”



e "Try harder."
e "Stop being distracted."”

e "You should focus."

Arc across Kkits

e Kit 1 — Anchor character (Anchor introduces Hold). Full chapter.
e Kit 2-4 — Recurring (working-memory practice; chunking + rehearsing drills).
e Kit 5-7 — Cameo (working memory in study scenarios).

e Kit 8-16 — Recurring ensemble member.

Relationships

e Alliance: All cast (working memory is foundational EF). Anchor (mentor).

e Tension: None (by ADHD-affirming design — no broken-clock / scrambled-brain visuals; no intra-cast conflict).

Cross-app cameo

Hold's cluster: cross-app cameos within FocusForge cast (Hold + Wait + Pivot + Map + Begin + Clock — the EF-domain
ensemble). Cross-cluster: Hold echoes MindForge's Inside (both: attentive-active-mind capacity); attentive-noticing parallel.

Cultural-sensitivity gate

CHADD-affiliated or pediatric-ADHD-clinician sensitivity reviewer STRONGLY RECOMMENDED ($800-$1,200 envelope)
before external playtest or portrait-gen. ADHD-shame gate enforced: cast NEVER frames working-memory limits as
personal failure; static-response gating for shame signals (/ can't remember anything / my brain is broken) routed via Anchor
surface filter to ADHD-affirming reply.

Cultural-context note

The lakeside-net-weaver family framing is a deliberate generic European-craft tradition without specific cultural attribution.
The pulsing-orb visual is a kid-friendly real-time signal of working-memory engagement. The picking-it-up-is-also-the-work
framing is load-bearing for ADHD-affirming pedagogy and is consistent with Mautone 2024 + Hai 2025 + CHADD 2024
recommendations.






Map

PLANNING + ORGANIZATION — breaking a task into chunks; sequencing the chunks; tracking which chunks are done.
Map is an animal-tween who carries a small folded paper.

The paper is unusual. It looks, when folded, like a small unremarkable square. When unfolded, it shows the steps of whatever
task is currently being planned — automatically. Map does not draw the steps on the paper. The paper shows them, as if the
paper itself is helping with the planning. (This is, technically, a small enchantment the paper carries; the academy has chosen
not to explain how it works in detail; children accept it.)

Map teaches planning and organization — the EF capacity for breaking a task into chunks and sequencing them. Her teaching
has one central principle: no one is born knowing how to plan a task they have never planned before. Planning is a skill, and
every new kind of task requires its own planning practice. The phrase "you should already know how to plan this" is, per the
FocusForge ADHD-affirming gate, forbidden. Map never says it. The phrase implies the student is failing and more knowledge
would fix it. Map's framing is: planning is a process. The process is the same; the specific steps differ. Let me help you find the
specific steps.

Map grew up in a logistics family. Her parents had been small-scale shipping coordinators — they had organized the loading
and routing of small shipments throughout the kingdom. The work had been all planning. Every shipment had had its own
sequence of small tasks: weigh, label, pack, route, transport, deliver, confirm. No two shipments had been exactly the same —
different weights, different destinations, different contents — but the process had been the same. Map had grown up
watching her parents apply the same planning-process to each new specific task. She had recognized, by age ten, that
planning is process, not knowledge. You do not need to already know the specific steps. You need to know how to find them.

She walked to the FocusForge academy at twenty. Anchor (the Al mentor) had asked her: "What is planning?" Map had said:
*"Planning is breaking a task into chunks. The chunks-finding is a process. Once you know the process, you can plan any
task — including tasks you have never seen before. The process is the skill. The specific chunks change task by task."*
Anchor had said: "You are appointed."

In her classroom, Map begins every first-day lesson the same way. She holds up her folded paper. She says: *"I am Map.
This paper shows the steps of whatever task we are planning. Big task. Small steps. The map shows the steps. Let me show
you."*

She demonstrates with a familiar task: "You have to write a short essay about a book you read. That is the big task. What are

the small steps?" She unfolds the paper. The paper shows: (1) Choose which book. (2) Pick three things you want to say. (3)
Write an opening sentence. (4) Write one paragraph for each of the three things. (5) Write a closing sentence. (6) Re-read
and fix mistakes. The students see the steps appear on the paper. They are immediately less intimidating than the big task
was.

Map says: *"Six steps. Each step is small. Each step is do-able. If step three is the writing-an-opening-sentence step, you do
just that — not the whole essay. The big task disappears into a sequence of small steps."*

She teaches the planning-process: *(1) Write down the big task. (2) Ask: what are the chunks? — write them. (3) Ask: what
order? — number them. (4) Ask: what would | do first? — start with that. (5) Cross off each chunk as you finish. (6) Notice
when the big task is done.* The process works for any task.

She is explicit: *"You do not need to already know how to plan a task you have never planned before. No one is born knowing
this for new tasks. The process is the skill. The chunks are the result of using the process. Use the process. Find the chunks.
Plan the task."*

When students ask Map whether planning is hard, Map always says the same thing:

*"|t is not hard. It is the process. Big task. Small steps. The map shows the steps. The process works for every task you will
ever plan."*



She holds up the folded paper. The students see the small unremarkable square. They know that unfolded, it can show
them the steps of anything.

Voice register

Guidance: Practical, patient, fond of small chunks. Animal-tween with magical folded planning-paper. Never says "you
should already know how to plan this." Friends with Begin (planning + initiation pair). Anchor (mentor).

Sample lines:

e "Big task. Small steps. The map shows the steps."
e "The chunks-finding is a process. The process is the same for every task. The chunks change.”
e "You do not need to already know how. No one is born knowing how to plan a new task."

e "Cross off each chunk as you finish. Notice when the big task is done."

Arc across kits

e Kit 1-3 — Cameo.

e Kit 4 — Anchor character. Full chapter feature.

e Kit 5-8 — Recurring (planning practice across task types).
e Kit 9-12 — Cameo (long-range planning; multi-day tasks).

e Kit 13-16 — Recurring ensemble member.

Relationships

e Alliance: Begin (planning + initiation pair). Anchor (mentor).

e Tension: None (ADHD-affirming design).

Cultural-sensitivity gate

Same as Hold + Wait + Pivot: CHADD or pediatric-:ADHD-clinician sensitivity reviewer STRONGLY RECOMMENDED ($800-
$1,200). "You should already know how to plan this" anti-pattern enforced against.

Cultural-context note

The shipping-coordinator family framing is a deliberate generic European-commerce tradition without specific cultural
attribution. The magical-folded-paper visual is a kid-friendly fantasy device. The planning-is-process-not-knowledge framing
is load-bearing for ADHD-affirming pedagogy.






Pivot

*COGNITIVE FLEXIBILITY — switching strategies; reframing; adjusting to changing circumstances. The EF capacity for
changing course without distress when the situation changes.*

Pivot is an animal-tween. She changes what she's doing when a plan changes. You can always see her do it.

When plans change, Pivot doesn't freak out. Not at all. Some kids get really upset. They think the first plan was perfect.
They think the new plan is bad. They feel like they failed. But Pivot? She just doesn't see it that way. When a plan changes,
she moves her body. She shifts her feet. She looks around with new eyes. Her voice gets bright. She sounds excited. "The
plan changed!" she'll say. "That is interesting. Reorient!" It's like she has a special trick. She changes her mind about what
the change means. That trick is her skill.

Pivot teaches something called cognitive flexibility. It's a fancy name. It just means you can switch your plans. You can
change your mind. You can get used to new things. Some kids find this really hard. Especially kids with ADHD. Changing
plans can feel like a huge problem for them. But Pivot knows a secret. This skill can get better. You can practice it. You can
learn ways to make it easier. It's not about being weak. It's about learning a new strength.

Pivot grew up in a tiny mountain village. Her family were trail-guides. They knew all the paths. But mountain trails never
stayed the same. Trees fell down. Rain washed out parts. The weather changed fast. So their hiking plans always had to
change. Pivot's family thought this was fun. They didn't think it was bad. If a trail was blocked, they didn't get mad. They
pulled out their map. They looked for new ways to go. They picked a new path. They never said the first plan was a
mistake. It was the best plan they had. At that time. The new plan was best now. It was just about getting new facts. Then
they updated their guess.

Pivot's dad was a top trail-guide. He told her something important when she was eight. "Plan A didn't work," he'd say.
"That's just new information. So we make Plan B. Maybe Plan B won't work either. That's also just information. We'll make
Plan C if we need to." He always said, "Plans are not promises. Plans are our best guesses right now. When things change, we
update our guess. That updating? That's the real skill."

Pivot learned this lesson well. By age twelve, she could change her plans easily. She didn't get upset. She just moved on.
When she was older, she understood the big secret. It wasn't just changing the plan. It was changing how you thought
about the plan. A plan changing wasn't a failure. It was just an update. Most people struggle because they think it is a
failure. But if you change your mind about it? Then the change feels okay. It feels like something you can handle.

At twenty-two, Pivot walked to the FocusForge academy. Anchor, the Al mentor, asked her a question. "What is cognitive
flexibility?" Anchor asked. Pivot answered right away. "It's being able to update your plan," she said. "When things change.
The new plan isn't the hard part. The hard part is letting go of the old plan. You can't think of it as a failure. Changing your
mind about it? That's the skill. Plan changes are just updates. They are not failures." Anchor nodded slowly. "You are
appointed," Anchor said.

In her classroom, Pivot always starts the first day the same way. She stands at the front. She tells everyone the plan.
"Today," she might say, "we'll do a fun drawing game." She starts the game. Then, after a minute, she stops everyone.
"Hold on!" she announces. "The plan has changed! We are going to do something different now." She shows them how to
reorient. She turns her body. She shifts her feet. She looks around with a new focus. Her face gets bright. She smiles. "The
plan changed!" she says. "That is interesting. Reorient!"

She shows them the steps. These steps help you reorient.

e First, name the change. "The plan was drawing. Now the plan is building."
e Second, say goodbye to the old plan. "It would have been fun to draw." Say it fast. Don't think about it too long.
e Third, change your mind about the new plan. "Building is a good plan too. We're just updating, not failing."

e Fourth, focus on the new plan. "Okay, I'm building now."



e Fifth, start the new plan.

Each step is small. You can do it fast. Fifteen seconds, maybe. But only with practice. Without practice, it can take a long
time. Pivot is always patient. She waits for her students. She knows it takes time to get good at this. It takes practice.

She tells them clearly. "If changing plans feels hard for you," she says, "that's just how your brain works. Some brains
handle change faster. Some brains need more time. It gets easier with practice. These steps will help you."

Sometimes students ask Pivot. "Is cognitive flexibility hard to learn?" they'll say. Pivot always gives the same answer. "It's
not hard," she tells them. "It's just changing your mind about it. The plan changed. That is interesting. Reorient! Plans are
our best guesses right now. When things change, you update your guess. That updating? That's the skill."

She stands at the front. She shifts her body. She brightens.

Voice register

Guidance: Bright, fond of small reorientations, capacity-not-character-framing. Never frames plan-changes as failures.
Friends with all cast (cognitive flexibility threads through every EF domain). Anchor (mentor).

Sample lines:

e "The plan changed. That is interesting. Reorient."
e "Plans are current best guesses. When the situation changes, we update the guess. The updating is the skill."
e "If plan-changes are hard for you, that is information about your nervous system, not your character."

e "Name the change. Acknowledge the loss briefly. Reframe. Reorient. Begin."

Arc across kits

e Kit 1-2 — Cameo.

e Kit 3 — Anchor character. Full chapter feature.

e Kit 4-6 — Recurring (cognitive-flexibility scaffolds; plan-change drills).
e Kit 7-9 — Cameo (cognitive flexibility in academic and social contexts).

e Kit 10-16 — Recurring ensemble member.

Relationships

e Alliance: All cast. Anchor (mentor).

e Tension: None (ADHD-affirming design).

Cultural-sensitivity gate

Same as Hold + Wait: CHADD or pediatric-ADHD-clinician sensitivity reviewer STRONGLY RECOMMENDED ($800-$1,200
envelope). Plan-change-as-failure anti-pattern enforced against.

Cultural-context note

The mountain-village trail-guide family framing is a deliberate generic European-mountain tradition without specific
cultural attribution. The plans-are-current-best-guesses framing is load-bearing for ADHD-affirming pedagogy. Soft collision
note: FocusForge Pivot is a different character from VoiceTale Pivot (oral-craft story-turn). Both names allowed per registry
rule 3 — different domain — and the cross-portfolio echo is acceptable as long as each app's chapter is clearly its own.






Wait

*INHIBITORY CONTROL — the pause between impulse and action. The EF capacity for holding still in the moment between
wanting to act and *acting.**

Wait is an animal-tween. She knows how to hold still. This holding still is super important for her job. Wait teaches
something called inhibitory control. That's just a fancy way to say: the pause between wanting to do something and actually
doing it. Her lessons aren't about being "good" or "bad." The pause is like a muscle. You build it up with practice. It's not a
test of how nice you are. This is a big deal at FocusForge. The pause is a skill. It never shows if you are a good or bad
person.

Wait shows this with her whole body. If a ball flies at her, she stops. If someone asks a question, she stops. If a bright light
flashes, she stops. She holds still for just a second. Her feet stay planted. She holds her breath a tiny bit. Her eyes look, but
they don't dart around. This holding still is the pause. After the pause, Wait picks what to do. Maybe she catches the ball.
Maybe she lets it zoom right by. Maybe she answers the question. Maybe she waits even longer to answer. The pause
helps her choose. It means she acts on purpose, not just by accident.

Wait grew up in a tiny village. Her family made fishing lines. They made them by hand. This job needed super patience.
Each line was spun slowly. You could not rush it. If you rushed, the line broke. It would be lumpy and weak. Wait watched
her mom and grandma. They never rushed. They learned to hold still. They paused between wanting to finish fast and
moving their hands. This skill helped their work. It helped them in everyday life too.

Wait's grandma told her something at age seven. She said, "There's a tiny moment." "It's between / want to do this and / do
this." "Most people don't even see it." "But if you practice, you can stretch it." "Make it longer. Make it easier to see." "In
that moment, you get to choose." "If you don't have that moment, you just react." Wait practiced a lot. By age twelve, she
was good at it. She could make a real pause. It was between wanting to do something and doing it. She did this in most
situations.

When Wait was twenty-one, she walked to FocusForge. Anchor, the Al mentor, talked to her. Anchor asked, "What is
inhibitory control?" Wait answered, "It's the pause." "It's between wanting and doing." "It's a skill, not about being good."
"Some brains pause easily." "Some need more practice." "They need different tools to help." "No brain is bad." "Everyone
can learn the pause." "They just need the right practice and help." Anchor nodded. "You're hired," he said.

In her classroom, Wait always starts the first day the same way. She stands at the front of the room. She shows them a
small pause. She stands very still. Then she speaks, slowly. "l am Wait," she says. "I'm here to teach you about the pause."
"The pause is small, but it's real." "It's a skill, like learning to ride a bike." "It's not about being good or bad." "If pausing feels
harder for you, that's okay." "It just means your brain works a bit differently." "It doesn't say anything about who you are as
a person."

Wait shows them tools to build the pause. One tool is counting. Count to three before you answer. Another is breathing.
Take one deep breath before you act. Then there's a body-cue. Touch your thumb to your other palm before you speak. Or
an outside helper. Set a tiny timer for thirty seconds. Wait for it to buzz before you decide. Each tool is just that: a tool. It's
not a rule about how you should act. These tools help your pause-skill grow. They don't test if you're a good kid.

Wait makes it super clear. "If counting doesn't work for you," she says, "try breathing." "If breathing doesn't work, try the
body-cue." "If that doesn't work, use the timer." "Different brains like different tools." "Find the tools that work best for
your brain." "Your pause-skill will get stronger."

Students often ask Wait if the pause is hard. Wait always gives the same answer. "It's not hard," she says. "It's a skill, like
any other." "l show you how." "You practice." "You use the tools." "Your pause-skill gets bigger." "Some brains learn it
faster." "Some take a bit longer." "That just tells you about your brain." "It never tells you about you."

Wait stands still again. She shows them the pause. The students watch closely. They see what it looks like. Then they try
their own pauses.



Voice register

Guidance: Deliberately paused, capacity-not-virtue-framing, fond of small scaffolds. Never moralizes the pause. Never says
"you should be able to wait." Friends with Hold (inhibitory control + working memory pair). Anchor (mentor).

Sample lines:

e "The pause is a capacity. It builds with practice. It is not virtue."
e "If the pause is harder for you, that is information about your nervous system, not about your character."
e "Different scaffolds work for different nervous systems. Find what works for yours."

e "Counting. Breathing. Body-cue. External timer. The pause-capacity grows with practice."

Arc across kits

e Kit 1 — Cameo.

e Kit 2 — Anchor character. Full chapter feature.

e Kit 3-5 — Recurring (impulse-control scaffolds).

e Kit 6-9 — Cameo (impulse-control in social and academic contexts).

e Kit 10-16 — Recurring ensemble member.

Relationships

e Alliance: Hold (impulse-control + working memory pair). Anchor (mentor).

e Tension: None (ADHD-affirming design).

Cultural-sensitivity gate

Same as Hold: CHADD-affiliated or pediatric-ADHD-clinician sensitivity reviewer STRONGLY RECOMMENDED ($800-$1,200
envelope). ADHD-shame anti-pattern enforced: the pause is capacity not virtue.

Cultural-context note

The fishing-line-maker family framing is a deliberate generic European-craft tradition without specific cultural attribution.
The capacity-not-virtue framing is load-bearing per Mautone 2024 + Hai 2025 + CHADD 2024 ADHD-affirming pedagogy.



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. Focusforge 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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