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Introduction

The Mintforge cast was authored to embody the curriculum, not decorate around it.
Each of the 5 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






Coin
*COIN — *what money is, what it does, what it can't measure.**

Coin was a small turtle. She wore a chunky apron. It had many pockets. Her shell was round and soft. It was a warm olive-
cream color. Little patterns swirled across it. Coin always looked very patient. She carried special things in her apron. Some
were money. Some were not.

She had shiny coins. She had crinkly paper bills. There was an old gift certificate. It was for a free scoop of ice cream. She
also carried a friendship bracelet. It was made of bright, woven strings. And a small, folded thank-you note. It had a
drawing of a happy sun.

Coin loved to say, "Money measures some things. Some things are unmeasurable." This was her favorite saying. It was a
very important idea.

She used her special things to teach. The coins, bills, and gift certificate? Those were money. The friendship bracelet and
thank-you note? Not money. But they were still very valuable. Coin showed everyone the difference. She taught what
money is. She taught what money isn't.

This was her main job. Coin taught about currency + exchange. That's the big idea of what money is. And what it does.
Many kids think money is the same as value. But they are not the same thing at all.

Money is a tool. It helps you trade for specific things. Like buying an apple. Or a new book. But some things are not for
sale. You can't buy friendship. You can't buy love. You can't buy time with your family. You can't buy the joy of a sunny
afternoon. These things can't be measured in dollars. Coin's whole job was to show what money does. And to name what
money can't measure.

Coin was always very clear. "Money measures some things," she would say. "Some things are unmeasurable. Money is a
tool. It's a useful tool. But it's not the measure of everything that matters."

Coin taught many important ideas about money.

First, money is a medium of exchange. This is a fancy way of saying it helps you trade. Imagine you have apples. You want
bread. You would have to find someone who wants apples and has bread. That's hard! Money makes it easy. You sell your
apples for money. Then you use that money to buy bread. You don't need to find a perfect match.

Second, money is a store of value. This means money saved holds its value. Most things spoil. Apples go bad. Milk goes
sour. But money usually doesn't. You can save it for later. It will still be worth something.

Third, money is a unit of account. Prices are in money. This gives everything a common measurement. So you can
compare things. Is a toy car worth two apples or ten? Money tells you.

Fourth, Coin taught what money DOESN'T measure. This was super important. Friendship, love, the meaning of a
painting, time with family. The joy of a meal made by someone who loves you. These things are not for sale. They can't be
measured in dollars.

Fifth, she taught about different currencies. The dollar, the euro, the yen. The peso, the real, the rupee. Each is a
country's money. They trade at different rates. One dollar might be worth many pesos.

Sixth, Coin talked about wealth-shame. This was also very important. Having more money does not make you a better
person. Having less money does not make you worse. "Money is a tool," Coin would say. "It's not a measure of your worth."

Finally, Coin kept things simple. She talked about kid-level money. Allowance. School store. A savings jar. Not big banks or
crypto-trading.



Coin grew up in the village marketplace. It was called MintForge. Her family had been "fair-traders" for a long time. They
were turtles too. They watched people trade things. They learned a lot. They taught their children, "Money is a useful tool.
But a saved-up favor is also valuable. Or a song. Or a kindness. Money can't count those things." Coin carried that lesson
forward.

When she was twelve, she walked to MintForge. Penny, a wise old mentor, asked her a question. "What is currency +
exchange?"

Coin thought for a moment. She looked at her small, round shell. Then she looked up at Penny. "Money measures some
things," she said. "Some things are unmeasurable. Money is a tool. It's useful. But it's limited."

Penny smiled. "You are appointed," she said.
Now, in her own workshop, Coin showed her students. She held up her tokens. "Watch closely," she said.

She picked up a shiny coin. It was a copper penny. "This is money," she explained. "It can buy an apple. Or a small piece of
candy." She put it down.

Next, she held up the friendship bracelet. It had bright, tangled strings. "This is NOT money," she said. "It can't buy an
apple. It can't buy candy." She paused. "But it is very valuable. It means someone is your friend." She held it gently. "It
shows you care."

Then she held up the small thank-you note. It was folded neatly. "This is also not money," she told them. "It can't buy
anything." She opened it carefully. "But it is valuable too. It means someone saw you. They appreciated what you did." She
smiled. "It means you matter."

"Money measures the apple," Coin said. She pointed to the coin. "Money does NOT measure the friendship. Or the thank-
you note." She looked at each student. "Both kinds of value matter. They are just different."

She tapped her chest with a gentle claw. "l am Coin," she said. "The big idea | teach is currency + exchange. My job is to
help you know what money does. And to name what it can't measure."

Coin was gentle. But she was also firm. "Don't be embarrassed," she told them. "It doesn't matter if you have a little
money. Or a lot of money." She looked them in the eye. "Money is a tool. It is not a measure of your worth."

She continued, "Some of the most valuable things in life. They aren't bought. They aren't sold. That's not because money
failed. That's just what money is."

She finished with her favorite saying. "Money measures some things. Some things are unmeasurable."

Voice register

Turtle-tween. Patient-about-what-money-is, fond of currency-vs-non-currency token demonstrations. NEVER frames money-
as-measure-of-worth; ALWAYS centers "money is tool; some things are unmeasurable" LOAD-BEARING framing.

Sample lines:

e "Money measures some things. Some things are unmeasurable."
e "Money is a tool — useful but limited."

e "Not a measure of worth."

Arc

e Kit 1 — Anchor (LOAD-BEARING wealth-shame + value-beyond-money).

e Kits 2-16 — Recurring (every money discussion routes through Coin's framing).

Relationships



e Sets up Tag + Grow + Plan + Tilt: All financial-math primitives operate alongside Coin's "money as tool" foundation.

e Cross-app design-language continuity with MarketQuest Stock + Crave: wealth-shame + needs-vs-wants

framework.

Cultural-sensitivity gate
LOAD-BEARING wealth-shame gate (inherited from MarketQuest). LOAD-BEARING value-beyond-money framing. Anti-

money-as-measure-of-worth. Scope-appropriate kid-level (NOT hedge-fund / crypto / monetary-policy).

Cultural-context note

Wealth-shame gate aligns with social-emotional learning (CASEL) + family-financial-literacy pedagogy (Jump$tart Coalition).
Turtle-tween chosen for patient-fair-trader biomimicry; rendered chunky-cartoon-round-soft to keep visual register

approachable.






Grow

*GROW — *the patient math of money over time. interest on interest.**

Grow was a tree-frog-tween. She wasn't tiny, but she wasn't huge either. Her body was round and plump, like a friendly
cartoon character. She always wore a little savings-vest. It had tiny pockets. Inside, she kept special cards. These cards
showed numbers and drawings. One drawing was her favorite. It was a picture of a tree. Its rings showed how it grew. Each
year, a new ring added to the old ones. This made the tree grow bigger and bigger. Grow herself was warm leaf-green. Her
belly was a soft cream color. She loved to say, "Interest on interest. Patience is the secret pigment." She said it slowly, like
she had all the time in the world. And she usually did.

Grow taught about money. Not just any money. She taught about compound interest. This was a special kind of money
magic. Most kids thought interest was simple. You saved some money. The bank gave you a little extra. That extra was a
small percentage of what you first saved. That was simple interest. But Grow knew a bigger secret. She knew about
compound interest. This was when your extra money started earning its own extra money. It was like magic. The money
grew faster and faster over time. Grow's job was to show everyone this magic. She wanted them to see how patience could
make their money grow.

Grow held up a card. It showed a hundred shiny coins. "Let's say you save one hundred dollars," she chirped. "The bank
gives you five percent interest. That's five dollars." She flipped the card. Now it showed $105. "So now you have one
hundred five dollars." She tapped the card. "Next year, the bank gives you five percent again. But this time, it's five percent
of one hundred five dollars. Not just the first hundred." A new card appeared. "$5.25. Now you have $110.25." She smiled.
"Then $115.76. Each year, the growth grows. That's compound interest." She paused. "Interest on interest. Patience is the
secret pigment."

Grow explained how money grew. First, there was simple interest. "That's when the bank only pays you on your first
money," she said. "It's a bit boring. And it almost never happens with real savings." Then there was compound interest.
"This is where the real magic lives," Grow whispered. "Your money makes more money. And that new money makes even
more money."

She showed them the three big things that made money grow. "First, you need some money to start," she said. "We call
that the principal. Second, you need a percentage. That's how much extra the bank gives you. Third, you need time. Lots of
time." She explained that some banks added interest once a year. "But some banks add it every month," she added. "Or
even every day! The more often they add it, the faster your money grows."

Grow grew up in the savings-tree village. It was a place called MintForge. Her family had always lived there. They were the
patience-keepers for the village. They were tree-frogs, just like Grow. Their family had a special way of teaching. It took
years for a tree-frog egg to become a tadpole. Then years more to become a froglet. And even more years to become a
full-grown frog. This slow change taught them a big lesson. Her grandma used to croak, "What grows slowly can become
much bigger. It beats what grows fast and is spent." They learned that "time is money's secret ingredient." Grow carried
that lesson with her every day.

When Grow was twelve, she walked to MintForge. Penny, the wise old mentor, met her. "What is compound interest?"
Penny asked. Grow stood tall. "Interest on interest," she said clearly. "Patience is the secret pigment. Each period's interest
is added. The next period's interest grows from the new balance. Time plus interest equals magic." Penny smiled. "You are
appointed," she said.

Grow's workshop was a cozy hollow. It was inside the biggest savings-tree in MintForge. Soft moss covered the floor. Tiny
glowing mushrooms lit the walls. Shelves held jars of shiny coins. Each jar had a different label. "Year 1," "Year 5," "Year
10." Two young froglets sat on mushroom stools. One was Pip. He bounced his knees. The other was Squeak. She sat very
still, watching Grow with wide eyes.

Grow pointed to a large wooden model. It was a tree, but not a real one. Its trunk had many rings. Each ring was a separate
piece. She could add or remove them. "This is my compound tree," Grow said softly. "It shows how money grows."



She placed a small wooden coin at the base. "Let's start with one hundred dollars," she told Pip and Squeak. "And a five
percent interest rate." She added a ring to the tree. "Year one: $105." She added another ring. "Year five: $128." Pip's knees
bounced faster. "Year ten: $163." Squeak leaned forward. "Year twenty: $265." Grow added the last ring. "Year thirty:
$432."

"Look at the curve," Grow said. She traced a line up the tree. "It gets steeper. The growth speeds up."
Pip looked confused. "But it only started with one hundred dollars," he said. "How did it get so big?"
"That's the magic of compound interest," Grow replied. "The interest keeps earning more interest."

Then Grow showed them two different paths. She set out two small jars. "Imagine Person A," she said. "They save fifty
dollars every month. They start when they are fifteen years old." She put a small pile of coins in the first jar. "Now imagine
Person B. They save one hundred dollars every month. That's twice as much! But they start later, when they are thirty
years old." She put a bigger pile of coins in the second jar.

"Both people stop saving at age sixty-five," Grow explained. "Who do you think has more money?"
Pip pointed to the second jar. "Person B! They saved more each month."

Grow shook her head gently. "No, Pip. Person A has much more money. Person A had fifteen more years of their money
growing. Their money had more time to compound." She looked at both froglets. "Time beats amount. Starting early is a
big secret."

"l am Grow," she said. "The special lesson | teach is compound interest. The best way to make your money grow is to start
early. Let time do its magic. Patience always pays off."

She looked at Pip, whose knees had slowed down. "Don't be sad if your savings are small at first," she said. "Small money
plus lots of time plus patience equals much bigger money than you'd ever expect." She tapped the compound tree. "The
first few years are the hardest. The growth seems slow. But you must trust the curve. It will speed up."

Grow smiled. "Interest on interest. Patience is the secret pigment."

Voice register

Tree-frog-tween. Patient-about-time-horizons, fond of compound-tree-illustration. *NEVER frames money-growth as
instant; ALWAYS






Plan

*PLAN — *the math of choosing with limited resources. every yes is also a no.**

Plan was a squirrel-tween. He had bright, curious eyes. His fur was a warm, reddish-brown. A creamy white patch covered
his belly. Plan wore a chunky planner-vest. It had many pockets. Each pocket held tiny pencils or sticky notes. He always
carried his special budget board. A small nut-storage bin hung from his belt. This board was his favorite thing. It had three
clear sections: Save, Spend, and Share. The bin showed how many nuts Plan had. Plan loved to talk about nuts. He was
super curious about how to use them best. He always said, "Every yes is also a no." He'd add, "That's not failing. It's just
how choices work."

Plan taught about budget allocation. This was how you chose what to do with your stuff. It was also about opportunity
cost. That's the good thing you give up when you make a choice. Many young squirrels thought budgeting meant saying
"no" to everything fun. Plan knew that wasn't true. Budgeting was really about choosing your "yes." If you said "yes" to one
thing, you automatically said "no" to another. Why? Because you only had so much stuff. This "no" was called opportunity
cost. It was the good thing you gave up. Plan loved to show everyone this. He wanted them to choose on purpose. He
wanted them to feel good about their choices.

Plan would tap his little board. "Listen," he'd say. "Every yes is also a no. It's not a failure. It's just how choices work.
Imagine you have twenty shiny acorns. You could buy a new game. Or you could save them for winter. Or you could share
them with a friend. Maybe you do a mix! Whatever you pick, you give up the other options. That's opportunity cost. So
choose on purpose!"

Plan loved to teach these ideas. He called them his "budgeting steps."

First, he'd ask, "How many nuts do you have right now?" This was your total resources.

Next, he'd point to his board. "What are your categories?" he'd ask. "Like, what do you need? What do you want? How
much will you save? How much will you share?" He'd explain that Crave, the chipmunk who loved snacks, taught about
needs and wants. "Each category gets some nuts," Plan would say.

Then came the fun part: allocation as choice. "Decide how many nuts go to each pile," Plan would chirp. "Don't just think
about it. Put the nuts there! Specific choices work best."

He'd always remind them about opportunity cost. "Remember," he'd say. "If you spend twenty nuts on a game, you can't
save those twenty nuts. You also can't share them. That cost is real. It's what you gave up."

Plan knew budgets weren't perfect. "Your first budget will be wrong," he'd say with a shrug. "That's okay! Just track and
adjust. See what you actually spend. Then change your plan next time."

He showed different ways to plan. "Some squirrels use the 50/30/20 rule," he'd explain. "Fifty percent for needs, thirty for
wants, twenty for saving." He'd also show the "save-share-spend-give" jars. "Four jars, four choices," he'd say. "It's a great
way to start with your own money."

Plan was very clear about one thing. "There's no 'right' way to budget," he'd insist. "Your family's needs are different. Your
wants are different. Just choose on purpose. Don't feel






Tag

*TAG — *the transparent math of how prices are built.**

Tag was a small raccoon. He wore a shopkeeper's vest. His tail had chunky rings. His paws were soft. He always carried two
things. One was a tiny calculator. It looked like a price tag. The other was a receipt roll. He loved numbers. He especially
loved price numbers. He would stare at price tags for ages. He always wondered, "How did they get that number?" He
often said, "Every price has math inside. Let me show you the math."

Tag taught about percentage + markup. This was the math of prices. Prices aren't just numbers. They are built from other
numbers. He showed how stores figure out prices. It was all about costs and percentages. Most kids just saw the final
price. They missed how it was put together. But Tag knew the secret. Every price starts with a store's cost. Then the store
adds its own markup. That's a percentage on top. Then comes sales tax. Knowing this helps you see things. You can tell
when you pay for something extra. You can also see when prices change. Tag's job was to make price-math clear. He
decoded the percentage-math behind every label.

Tag was very clear. "Every price has math inside. Let me show you the math." He held up a shiny red apple. "A store buys
this apple. It costs them one dollar. That's the wholesale price. Then they add a fifty percent markup. That means fifty
cents more. Now the apple costs one dollar and fifty cents. Then comes sales tax. Let's say it's eight percent. That adds
twelve cents. So the final price is one dollar and sixty-two cents. That's how the price tag was built. Now you can read it!"

Tag taught many math tricks.

e Percentage = per hundred. He explained, "Fifty percent means fifty out of a hundred. That's like half. Twenty-five
percent is twenty-five out of a hundred. That's like a quarter. Eight percent is eight out of a hundred. It's a small
part."

e Markup. Tag used his tiny calculator. "Let's say a toy store buys a cool robot. It costs them ten dollars. They need to
make money. So they add a markup. Maybe fifty percent. That means they add half of ten dollars. So, five dollars
more. The robot now costs fifteen dollars. That's before tax, of course!" The store needed to cover its costs. It also
needed money to stay open.

e Discount/ sale. "What about a sale?" Tag asked. "Let's say your favorite video game costs twenty dollars. It's on sale
for ten percent off. Ten percent of twenty dollars is two dollars. So you save two dollars! The game now costs
eighteen dollars. Discounts are fun!"

e Sales tax. "Sales tax is tricky," Tag said. "It's money added at the checkout. It changes in different towns. It gets
added after the store's markup." He tapped his calculator. "It's on the price before you pay it."

e Tip (for services). "When you eat at a restaurant," Tag explained, "you might leave a tip. It's extra money for good
service. You choose how much. Fifteen to twenty percent is common. It's good to know how to figure that out."

e Price-tag transparency. Tag pointed to a price tag. "When you see a price, you can break it down. What was the
store's cost? How much markup did they add? What about tax? You can see it all."

e Anti-price-mystery framing. "Prices are not magic," Tag insisted. He tapped his calculator. "They are built from
math. And math can always be figured out!"

Tag grew up in the village shop row. His family had lived there for ages. They were the village's price-watchers. They had
quick paws. They were good at spotting patterns. They taught everyone to "see the math inside the tag. The price isn't
magic; the price is math." Tag learned these lessons well. He carried them forward.

He walked to MintForge when he was twelve. Penny, his mentor, met him. "What is percentage + markup?" she asked.
Tag looked her in the eye. "It's the clear math of how prices are built," he said. "Every price has math inside." Penny smiled.
"You are appointed," she told him.



In his workshop, Tag showed how it worked. He held up his price-tag calculator. "Watch this," he said. He picked up a small,
wooden bird. "The store buys this bird for four dollars. That's its wholesale cost. The store adds a forty percent markup.
So, forty percent of four dollars. That's one dollar and sixty cents. Now the bird costs four dollars plus one dollar sixty
cents. That's five dollars and sixty cents. This is the price before tax. Then comes sales tax. Let's say it's eight percent. Eight
percent of five dollars sixty cents is about forty-five cents. I'll round it up. So, the final price is five dollars and sixty cents
plus forty-five cents. That makes six dollars and five cents." He held up the tiny receipt. It showed each number. "Six dollars
and five cents. Math is decodable. The tag isn't magic." He looked around. "l am Tag. | teach percentage + markup. My
main idea is this: every price has math inside; decode the math."

He was always gentle. "Don't let prices scare you," he said. "Every dollar has percentage-math behind it. Practice in your
head. Ten percent is easy. Just move the decimal point. Twenty percent is double that. Five percent is half of ten percent.
Practice makes the math fast. You'll be a pro in no time."

"Every price has math inside. Decode the math."

Voice register

Raccoon-tween. Curious-about-price-math, fond of receipt + calculator demonstrations. NEVER frames prices as arbitrary-
mystery; ALWAYS centers "every price has math inside; decode the math" framing.

Sample lines:

e "Every price has math inside."
e "Let me show you the math."

e "Prices aren't magic; prices are math."

Arc

e Kit 2 — Anchor.

e Kits 3-16 — Recurring (every percentage / markup discussion routes through Tag).

Relationships

e Builds on Coin: Money's math foundation supports percentage-math.
e Soft-collision with NeuralQuest Tag: same name, different domain. Registry rule 3.

e Cross-app design-language continuity with FractionForge + RatioRealm: percentage = fraction-math.

Cultural-sensitivity gate

Anti-price-mystery framing. Anti-credentialism — village raccoon shop-watcher empirical knowledge treated as load-
bearing.

Cultural-context note

Percentage + markup pedagogy is canonical CCSS Math 6.RP + 7.RP + Jump$tart Coalition financial-literacy curriculum.
Raccoon-tween chosen for dextrous-pattern-tracker biomimicry; rendered chunky-cartoon-soft-paws to keep visual
register approachable.






Tilt
*TILT — *the math of uncertain outcomes. distributions over destinies.**

Tilt, a small fox-tween, carefully polished her probability-spinner. It gleamed under the workshop lights. Her chunky scout
vest had many pockets. Each one held a stack of special cards. These were her outcome-distribution cards.

"Life has many possible outcomes," Tilt often said. She liked to add, "Distributions over destinies." It sounded fancy. But it
just meant things don't always turn out as you expect.

Most people thought money choices had only one ending. They imagined a straight line. You put money in. You got a
certain amount back. Tilt knew this wasn't true. She knew the math of uncertain outcomes. This was her big lesson: risk +
variability.

She picked up a card. It showed a tall, skinny mountain peak. "This is like saving your money," she explained to an empty
chair. "The outcome is narrow. It's very predictable." She tapped the card. "You know what you'll get."

Then she picked up another card. This one looked like a wide, rolling hill. "Stocks are different," she said. "They have more
ups and downs. But over a long time, they usually go up." She traced the hill with her paw. "The outcomes are spread out.
But mostly positive."

Her last card was a strange one. It had a tiny bump on one side. Then a huge, towering spike on the other. "This is like
playing the lottery," Tilt whispered. "Almost everyone loses. They get zero. But one tiny person wins big." She shook her
head. "The math is bad for lotteries. You almost always lose."

Tilt believed knowing the "shape" of these possible outcomes was super important. It helped you make smart choices. It
was like having a map of the future. Even if the future wasn't perfectly clear.

Tilt's family had always watched the weather. They lived in a small meadow-edge village. Farmers depended on their
predictions. Tilt's great-great-grandparents were the best weather-watchers. They didn't just say, "It will rain." They said, "It
might rain a little, or it might rain a lot." Or, "Some years are wet. Some are dry." The average might look normal. But
farmers need to plan for both.

They knew that the "spread" of the weather mattered. Not just the average. Over many generations, they learned a big
truth. "Distributions are how reality works," her grandma used to say. Tilt carried that lesson forward.

She remembered the day she met Penny. Tilt was twelve. Penny was a wise old badger. She was looking for someone to
teach about money. "What is risk + variability?" Penny asked.

Tilt didn't hesitate. "It's the math of uncertain outcomes," she said. "Distributions over destinies. Know the shape. Choose
with the shape in mind. Gambling is bad math."

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

Now, in her workshop, Tilt set up her spinner. It was a beautiful thing. A tiny arrow sat in the middle. Around the edge were
numbers. "Watch closely," she told the empty chair.

She spun the spinner for a "saving" game. Whirr! The arrow spun fast. It landed on 4%. She wrote it down. Whirr! It landed
on 5%. Whirr! Another 5%. She spun it twenty times. The numbers she wrote down were all very close. 4%, 5%, 4.5%, 5.2%.

"See?" Tilt pointed to her list. "The results are all clustered together. This is predictable. Low variability." She picked up the
tall, skinny mountain card. "It's like this shape."

Next, she spun for "stock market investing." This time, the numbers were wilder. 10%, -2%, 15%, 3%, 8%. They jumped
around more. But after twenty spins, most of them were positive. The average was good.

"Higher variability," Tilt explained. "More ups and downs. But over time, it usually works out well." She held up the wide,
rolling hill card. "It's this shape. Wider, but still mostly good."



Finally, she spun for "lottery." This was the tricky one. Whirr! Zero. Whirr! Zero. Whirr! Zero. Nineteen times, the spinner
landed on zero. Then, on the twentieth spin, WHIRR! It landed on a huge number: 1,000,000!

Tilt looked at her list. "Almost all zeros," she said. "One big number. On average, you lose money with this game. It's
negative expected value." She held up the strange card with the tiny bump and huge spike. "Almost-always-zero. This is
bad math."

"l'am Tilt," she announced to the empty chair. "The big idea | teach is risk + variability. The move is: know the distribution-
shape. Choose with that shape in mind. And remember, gambling is bad math."

She put her spinner away. "Don't gamble with money you need," she said softly. "The math is bad. It's not about being
good or bad. It's just math."

She paused. "But also, don't be afraid of all uncertainty. Risk that you understand is a trade-off. It's not always a danger."

Tilt smiled. "Life has many possible outcomes. Distributions over destinies."

Voice register

Fox-tween. Patient-about-uncertainty, fond of probability-spinner + distribution demonstrations. NEVER moralizes about
gambling; ALWAYS centers "math is bad; distributions are how reality works" framing.

**



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. Mintforge 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
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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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