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Introduction

The Truthquest 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






Claim

*CLAIM — *what EXACTLY is being asserted? distinguish claim from opinion from feeling from prediction.**

Claim was a mockingbird kid. She wore a chunky investigator vest. She always looked super careful. She carried a small set
of cards. They were her claim-cards. She also had an assertion-tracker.

Claim was small. Her ears were sharp. Her feathers were warm cream. They had soft grey edges. She paid close attention
to words. She always wanted to know what someone really said. Her favorite thing to say was, "What EXACTLY is being
said? Is it a claim? Or an opinion? A feeling? A guess? Or just a question?" Her claim-cards were special. They helped her
sort what people said. The cards had different types: a factual claim, an opinion, a feeling, a prediction, or a question. Her
tracker helped her see if something was a claim or something else entirely.

This part was super important. Claim taught a special skill. It was called claim-identification. This skill was about naming
what someone really said. It was like a detective skill for words.

Lots of kids mixed up words. They thought claims, opinions, feelings, and predictions were all the same. They reacted to
everything like it was a claim.

But Claim knew better. These were different kinds of words. They needed different ways to respond. A factual claim was
something you could check. Like, "The school bell rings at 8:00 AM." You could prove it. An opinion was what someone
thought was best. Like, "Chocolate ice cream is the best." You couldn't really prove that. It was just how someone felt. A
feeling was about the person speaking. "l feel happy today." That was about them. A prediction was a guess about the
future. "It will rain tomorrow." You had to wait to see if it was true. A question just asked for information. "What time is it?"
It wasn't saying anything for sure. If you treated an opinion like a claim, arguments got messy. People misunderstood each
other. Claim's job was to make the first move. When someone said something, she'd ask, "What kind of words are those?"
Then you could use the right tools. Claim-identification was the very first skill. Claim wanted everyone to see this. It
wasn't just a fancy idea. It was how you understood things.

Claim was always clear. Her sharp ears heard everything. "What EXACTLY is being said?" she'd ask. "Is it a claim? Or an
opinion? A feeling? A prediction?" She gave examples. "If someone says, 'Pizza is the best food,' that's an opinion. It's not a
claim." She'd tap a card. "But if they say, 'More people in the US eat pizza than salad,' that's a claim. You can check that!"
Another tap. "If someone says, 'l feel nervous about pizza,' that's a feeling. It's about them." Tap. "If they say, 'Pizza will cost
more by next year,' that's a prediction. We'll find out later if it's true." Tap. "Each one needs a different tool," Claim said.
"Sort them first!"

Claim taught special steps for claim-identification.

e Step 1: Know the types. There were factual claims, opinions, feelings, predictions, and questions. (Sometimes even
hypotheses or value statements, but those were trickier.)

e Step 2: Sort first. Before you said anything back, ask: "What kind of words are these?"

e Step 3: Use the right tools. For claims, you looked for proof. You checked where the information came from. For
opinions, you talked about what people cared about. For feelings, you listened and understood. For predictions, you
waited to see what happened.

e Step 4: Watch for mixed words. Sometimes people said two things at once. Like, "Pizza is the best because it sells
the most." That was an opinion AND a claim. You had to sort both parts.

e What NOT to do:
o Don't argue with feelings. You can't prove someone's feeling wrong.
o Don't ask for proof for an opinion. "Chocolate is better!" doesn't need a science report.

o Don't skip sorting. That's where most problems started.



Claim grew up near quiet hedges. Her family had always been good at sorting sounds. They were mockingbirds, after all.
Mockingbirds could tell apart many different bird songs. They taught their kids a big lesson. "The first thing you do," they'd
chirp, "is name what you hear." Claim learned this lesson well. She carried it with her every day.

When Claim was twelve, she walked to the big Truth Tribune. Veritas, her mentor, was waiting. "What is claim-
identification?" Veritas asked. Claim stood tall. "It's asking, 'What EXACTLY is being said?" Claim answered. "It's telling the
difference between a claim, an opinion, a feeling, or a prediction. You sort first. That's the skill." Veritas smiled. "You are
appointed," she said. Claim had a job.

In Claim's workshop, her special cards lay ready. "Watch," she told her students. She picked up five imaginary statements.

One was a claim. One was an opinion. One was a feeling. One was a prediction. One was a question. She sorted each one.
She put the right tool with each card. "Sort first," she said. "Then use the tool. That's the trick." Claim looked at them all. "I

am Claim," she said. "l teach claim-identification. My job is to help you sort words first. Then you use the right tools."

Claim was gentle. Her sharp ears still listened closely. "Don't just react," she warned. "Sort the words first. Most
misunderstandings start when you don't sort. So, sort. Then respond.”

What EXACTLY is being said? Is it a claim? An opinion? A feeling? Or a prediction?

Voice register

Careful-mockingbird-tween. Sharp-eared + attentive. NEVER reacts before sorting; ALWAYS centers "utterance-type-first + right-
tool-per-type + abstract-examples-only" framing.

Sample lines:

e "What EXACTLY is being asserted?"

e "Sort first; tool second.”

Arc

e Kit 1 — Claim-identification primitive front-and-center.

e Kits 2-16 — Recurring.

Cultural-sensitivity gate

LOAD-BEARING abstract/fictional examples only (per misinformation-harm + conspiracy-content trauma gate). Story-axis
per ADR-016; RO reviewer (epistemology-pedagogy + adolescent-conspiracy-resistance + comparative-religion
expertise collective $1500-$2500) REQUIRED before art-axis OR any kit framing-content authoring per cast intro.

Cultural-context note

Claim-identification pedagogy: Paul + Elder Critical Thinking; Stephen Toulmin argument structure; modern epistemic-
pedagogy. Mockingbird-tween chosen for utterance-sorting biomimicry.






Trace

*TRACE — *where does this claim ORIGINATE? open four tabs; follow it back.**

Trace was a kid who looked a lot like a bloodhound. He had a small body and soft, tan, droopy ears. His nose was almost
always pointed down. He wore a special chunky-cartoon investigator vest with many pockets. In one pocket, he kept his
special provenance-chain-cards. In another, he had his breadcrumb-tracker. Trace loved to find out where stories really
started. He would often say, "Where did this claim start? Open four tabs. Follow it back!"

His cards helped him remember his steps. The first card asked, "Where did / hear this?" The next card asked, "Where did
they hear it?" The last card asked, "Where did this whole thing begin?" His tracker was a small, round device. It showed him
how many steps he had gone back. It was like a little map of his journey. Each tiny light on the tracker meant one more
step closer to the truth.

This job was super important. Trace taught everyone how to be a traceback expert. That means finding out the true
beginning of any story. Lots of kids just hear things. Maybe they see a wild story on social media. They don't stop to think
about where it really came from. They just believe it.

But Trace knew better. He knew that many big stories sound true. But if you check, they might be totally fake. Or they
might be super weak. Someone might shout, "Studies show that eating broccoli makes you fly!" Trace would always check.
Sometimes, there was no study at all. Or the study said broccoli made you run faster, not fly. Which, let's be honest, is still
pretty cool, but not quite flying.

Big stories change when people tell them again and again. They lose important details. They get bigger and more exciting.
The real story is often much calmer. Imagine a tiny dog barking at a squirrel. After five retellings, it might become "a
monster roared at a giant beast!" Trace called this "trace decay."

Pictures can be tricky too. A photo might be old. It might be from a different time or place. Trace taught how to spot these
tricks. He showed how a picture of a snowy day from last winter could be used to make people think it was snowing right
now. He called this "image and video provenance."

Tracing back means asking: "Where did | see this?" Then, "Where did they get it?" You open many tabs on your computer.
You follow the trail back. You keep going until you find the first source. That's the original story or picture. That's the real
starting point.

Sometimes, the trail just stops. You can't find the first source. Or the first source says something totally different. That's
important to know! It means the story might not be true. Or it's not as strong as it sounds. Trace was the third of five
special teachers. Each teacher showed a different way to find the truth.

Trace would look at you with his nose down. He would say, "Where did this story start?" "Open four tabs. Follow it back!"
"Don't believe stories you hear in the middle." "The big, exciting version is often wrong." "The original story is usually very
different." "Ask: Where did | see it?" "Where did they get it?" "Where did that come from?" "Open those tabs. Follow the
trail." "Find the first source." "If you can't find it, don't trust the story much."

Trace taught simple steps to follow any trail.

First, he'd say, "Where did / see it?" That's the very first link in your chain.

Second, "Where did they get it?" Look for their source. Good sources usually tell you.

Third, "Keep going back!" Each step gets you closer to the original story.

Fourth, "Find the first source!" This is the original paper, a person who saw it, or an official record. It's the real deal.
He warned, "Stories change when they're told again." The first story is often less exciting.

For pictures and videos, he taught: "Check the date and where it came from." You can use a special search for that.
He also said, "If you can't find the start, that's a clue." It means the story might not be true.

He told kids, "Don't just believe the middle of a story." That's a big mistake.

And "Don't stop after just one step back." Keep digging! The truth is often deeper.



Trace grew up near winding forest paths. His family were like old bloodhounds. They always followed trails. They taught
him that every trail leads somewhere. You just have to walk it. Trace believed this with all his heart. He knew that even the
smallest clue could lead to the biggest truth.

When Trace was twelve, he went to the Truth Tribune. Veritas, his mentor, asked him a question. "What is traceback?"
Veritas asked.

Trace stood tall. "It's asking: Where did this story start?" he said. "You open four tabs. You follow it back. It's finding the real
source!"

Veritas smiled. Her eyes twinkled. "You are chosen," she said.

In Trace's workshop, he showed everyone a big example. It was a wild story everyone was sharing. It was about the
"Legend of the Whispering Woods Gnomes." The story said these gnomes granted wishes if you left them a shiny button.
Everyone was leaving buttons in the woods!

Trace showed how he traced it back. He used his cards and tracker. He went through five stages. The original story was a
small drawing. A little kid had drawn gnomes in the woods. Her dad had told a bedtime story about them. The big, viral
story had left out all the important details. It even made the kid's drawing sound like a real map!

Trace said, "Stories change a lot." "The original can even say the opposite!" "Always trace it back." He looked at everyone. "l
am Trace," he said. "l teach evidence-traceback." "My job is to help you follow the trail back." "Find the first source." "If the
trail stops, that's a clue too!"

Trace would gently lower his head. "Don't just believe what you hear in the middle," he'd say. "Trace back. Open four tabs.
Find the real start." He'd often repeat, "Where did this claim start? Open four tabs. Follow it back!"

Voice register

Careful-bloodhound-tween. Nose-down + persistent. NEVER takes mid-chain at face; ALWAYS centers "follow-back + primary-
source + decay-through-retelling" framing.

Arc

Kit 3 anchor; kits 4-16 recurring.

Relationships

3rd of 5 epistemic primitives. Pairs with Claim + Weigh + NewsForge Verify (SIFT) cross-app.

Cultural-sensitivity gate

LOAD-BEARING abstract/fictional examples only. Story-axis per ADR-016.

Cultural-context note

Provenance scholarship: News Literacy Project; Mike Caulfield SIFT; reverse image search literature; viral-claim research.
Bloodhound-tween for trail-following biomimicry.






Update

*UPDATE — *being WRONG is how knowledge MOVES. carry old-guess + new-guess as data.**

Update was a careful otter-tween. He always looked like he was thinking very hard. He wore a chunky investigator-vest. It
had lots of pockets. In those pockets, he kept his most important tools. These were small cards marked "Old Guess" and
"New Guess." He also carried a special revision-tracker. It looked like a tiny scroll with little boxes.

Update was small and thoughtful. His fur was warm cream and soft river-brown. He paid close attention to how beliefs
changed. He loved to say, "Being WRONG is how knowledge MOVES. Carry old-guess + new-guess as data." That was his
favorite saying. Update's special thing was those cards and his tracker. The cards wrote down what you used to believe.
They also showed what you now believe. And most importantly, they noted what changed your mind. The tracker watched
all these changes over time. It saw them as helpful data, not as mistakes.

This was super important. Update taught the skill of belief-revision. This means changing your mind without feeling bad
about it. Lots of kids feel embarrassed when they are wrong. They try to hide it. They might even stick to an old idea, even
when new facts show up. But smart thinkers know better. They know that changing your mind when you get new facts is
how we learn. It's how knowledge moves forward. Scientists often say, "l used to think X. Now | think Y because of Z." That's
a sign of strength, not weakness. Refusing to change your mind means you get stuck.

The trick is to make changing your mind easy to see. And it should feel good, not shameful. You track what you believed.
You note when you updated. You write down what changed your mind. Your old guess, your new guess, and why you
changed are all just facts. None of them are shameful. This is also super helpful for kids who hear weird stories.
Sometimes people get pulled into strange ideas. They feel like they can't leave those ideas. Why? Because leaving means
admitting they were wrong. That feels like shame. Update makes changing your mind normal. He shows it's a skill and
takes courage. Update's ideas are like those in DebateForge Yield. That's another place where you learn to change your
mind when facts shift. Update teaches the fourth of five big thinking skills. Update's whole job is to show that changing
your mind is brave and smart. It is not a sign of failure.

Update was clear and thoughtful. "Being WRONG is how knowledge MOVES," he'd say. "Carry old-guess + new-guess as
data." He'd tap his little cards. "When you find new facts that don't match what you thought: don't hide it. Don't dig in your
heels. Just write it down. Update your ideas for everyone to see. Saying, 'l used to think X; now | think Y because of Z' —
that sentence shows you're strong. If you refuse to update, you get stuck. Updating IS the skill."

Update taught special ways to change your mind:

e Old-guess + new-guess. Keep track of both. Don't erase the old one.

e Reason for update. What new fact changed your mind?

e Update is courage. Changing your mind in front of others is harder than just sticking to your guns. Both are seen.
e Anti-shame. Being wrong is part of learning. It's not a failure.

e Anti-double-down. When facts change, don't keep defending your old idea. That just gets you stuck.

e Updates can be partial. You might be more sure about some parts. You might be less sure about others. It's not all
or nothing.

e Important for tricky stories. People stuck in strange ideas often can't leave. They feel too much shame. We need
to make updating normal early on.

e Bad move: hide-the-update. Erasing your old guess means you lose important information.
e Bad move: tribal-defense. Defending your group's idea no matter what the facts say. That gets you stuck.

e Works with other tools: Like DebateForge Yield, EthosForge, ClaimCraft, and MindForge. They all help you learn to
change your mind.



Update grew up by the slow river shores. That's where the TruthQuest lessons happened. Update's family had been "long-
revisers" for ages. They were otters who knew how to try something. They would fail. Then they would change their plan.
They would try again with new tools. They taught everyone a big lesson: "The otter that updates eats; the otter that doesn't
goes hungry." Update carried that lesson forward.

One sunny day, when Update was twelve, he walked to the big Truth Tribune. It was a tall, smooth rock by the river.
Veritas, his wise mentor, was waiting there. "What is belief-revision?" Veritas asked. Her voice was calm and deep.

Update stood tall. He took a deep breath. "Being WRONG is how knowledge MOVES," he said. His voice was clear. "Carry
old-guess + new-guess as data. It's the skill of changing your mind."

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

In Update's workshop, the revision-tracker hung on the wall. It showed several made-up ideas. Each had an "old-guess," a
"new-guess," and a "reason." Update pointed to one. "l used to think the Great River flowed uphill," he said. He tapped the
"Old Guess" card. "Then | saw the water flowing downhill over the rocks." He tapped the "Reason" card. "Now | know the
Great River flows downhill." He tapped the "New Guess" card.

"That's the move," Update said. He looked around. "No shame. Just facts." He held up his own cards. "I am Update. The big
idea | teach is belief-revision. The way to do it is: old-guess + new-guess + reason for update. Make it visible. Don't feel
shame. Don't get stuck."

Update was gentle and thoughtful. "Don't hide your updates," he reminded everyone. "Carry old-guess + new-guess as data.
That's how knowledge moves."

He smiled. "Being WRONG is how knowledge MOVES. Carry old-guess + new-guess as data."

Voice register

Careful-otter-tween. Reflective + revising. NEVER shames revision; ALWAYS centers "old-and-new + reason + courage + anti-
tribal-defense” framing.

Arc

Kit 4 anchor; kits 5-16 recurring.

Relationships

4th of 5 epistemic primitives. Shared design language with DebateForge Yield.

Cultural-sensitivity gate

LOAD-BEARING anti-shame + counter-conspiracy-resistance + abstract/fictional examples. Story-axis per ADR-016.

Cultural-context note

Belief-revision scholarship: Bayesian epistemology; growth-mindset (Carol Dweck); conspiracy-resistance (Stephan
Lewandowsky); Philip Tetlock superforecasters. Otter-tween for try-fail-revise biomimicry.






*WEIGH — *who's in a position to KNOW? calibration not verdict.**

Weigh was a pangolin, but not just any pangolin. He was a tween, which meant he was still growing into his scales. He
moved with a careful, balanced sway. Weigh wore a tiny investigator vest, the kind with lots of pockets. He always carried
his special calibration-scale and a stack of credibility-cards.

Weigh was small, with warm cream-colored scales. Soft bronze edges shimmered in the light. He paid close attention to
everything around him. Especially to who was saying what, and why. He often said, "Who's in a position to KNOW?
Calibration, not verdict!"

Most kids think things are either true or false. Like a light switch: ON or OFF. But Weigh knew it wasn't that simple. He knew
that some things were a little bit true. Some things were mostly true. And some things were true for one reason, but not
for another.

He called this calibration. It meant figuring out how much you could trust something. Not saying "true" or "false." But
asking, "How confident am | in this claim?"

Weigh's whole job was to show how this worked. He wanted everyone to see that trusting sources was a craft. It wasn't
about picking a side. It was about careful measurement.

Weigh was clear and balanced. "When you hear something," he would say, "ask yourself: 'How much should | trust this for
this particular claim?" He would tap his scale. "Not 'ls the person good or bad?"

He gave examples. "An eyewitness might be great for what they saw. But maybe not so great for what it means. An expert
knows a lot in their field. Outside their field, they're just like anyone else."

"So, you calibrate. You update your trust as you learn more. Don't just pick a side."
Weigh taught everyone to ask important questions:

e Position-to-know: For this claim, who would actually know the answer?
e Stake: What does the source gain if you believe their story?

e Track-record: Has this source been right before?

e Corroboration: Do other independent sources say the same thing?

e Confidence-as-output: The answer isn't "true" or "false." It's "I have high confidence" or "low confidence." And you
should know why.

e Updates with new evidence: Your confidence can change if you get new information.
e Calibrate by claim, not by source: The same person might be trustworthy about one thing, but not another.

e Don't just pick a side: Don't say "true" or "false" too fast. That's called a binary-verdict. It ignores all the shades of
gray.

e Don't trust everything or nothing: Both ways lose important information. It's better to calibrate.

Weigh grew up on the wide, sunny savanna. His family had always been "balance-keepers." They were pangolins who could
stand perfectly still on their tails. They taught that a scale could show you how much to trust something. But you had to
decide what that trust meant. Weigh took this lesson very seriously.

When Weigh turned twelve, he went to the Truth Tribune. This was a big meeting place. A wise old pangolin named Veritas
was there. Veritas looked at Weigh with sharp eyes.

"What is credibility?" Veritas asked.
Weigh stood tall. "It's about who's in a position to KNOW," he said. "It's calibration, not a simple verdict. It's a craft."

Veritas smiled. "You are appointed," he said. Weigh felt his scales tingle.



In Weigh's workshop, he often showed how his scale worked. One day, his friend Squeaky the squirrel rushed in. Squeaky
looked very upset.

"Weigh!" Squeaky squeaked. "Someone ate my super-duper nut cookie! Was it Barnaby the bear? Or Fifi the fox?"
Weigh pulled out his scale and credibility-cards. "Hold on, Squeaky," he said. "Let's calibrate. We won't just pick a side."

"First, Barnaby the bear," Weigh said. "Barnaby says he saw Fifi eat it." Weigh held up a card. "Position-to-know? Barnaby
was in the kitchen. He saw something. So, I'll give him medium confidence for seeing." He adjusted his scale.

"Next card: Stake? Barnaby loves cookies. He might want to blame someone else. That lowers our confidence in his
truthfulness here." Weigh adjusted his scale again. It wobbled a bit.

"Now, Fifi the fox," Weigh continued. "Fifi says she was nowhere near the kitchen." Weigh picked up another card. "Position-
to-know? She knows where she was. High confidence for her own location."

"But stake? She doesn't want to get in trouble for eating your cookie. That lowers our confidence in her truthfulness about
the cookie." The scale wobbled the other way.

"Then there's the tiny mouse," Weigh said. "A tiny mouse squeaked that Fifi had crumbs on her whiskers."

"Position-to-know? A mouse is small. It might have seen crumbs up close. Medium confidence." Weigh moved a tiny weight.
"Stake? A mouse probably doesn't care who ate the cookie. High confidence for honesty."

m

"And finally," Weigh said, "there was a note left on the counter. It said: 'Sorry, ate your cookie. - Your Biggest Fan.

"Position-to-know? The writer knows. High confidence. Stake? They want to avoid direct blame. Low confidence for identity."
Weigh paused. "But wait. Corroboration? Does this match anything else? The mouse saw crumbs on Fifi. Fifi is a big fan of
cookies. The note says 'Biggest Fan.' Hmm."

Weigh looked at Squeaky. "See, Squeaky? We don't just say 'Barnaby is lying!" or 'Fifi is innocent!" We ask, 'How much can
we trust each part of what they said?"

"The scale shows us confidence. Not a final 'yes' or 'no." It's like a dial, not an ON/OFF switch." He tapped the scale gently.
"And if we find new evidence, like a paw print that matches Barnaby, we update our confidence. The scale moves again."

"l am Weigh," he said. "l teach credibility-evaluation. The way to do it is to ask: position-to-know, stake, track-record,
corroboration. You calibrate by each claim. And you update with new evidence."

Weigh smiled gently. "Remember, Squeaky," he said. "Don't just pick a side. Calibrate. Figure out how much you can trust.
The answer is confidence, not just true or false."

He tapped his scale. "Always ask: Who's in a position to KNOW? Calibration, not verdict!"

Voice register

Careful-pangolin-tween. Balanced + scales-bearing. NEVER binary-verdict; ALWAYS centers "calibration + position + stake +
update" framing.

Arc

e Kit 2 — Credibility-evaluation primitive front-and-center; kits 3-16 recurring.

Relationships

e 2nd of 5 epistemic primitives.

e Shared design language with DebateForge Weigh (same calibration framework).



e (Cross-app design-language with NewsForge Source + ChronoQuest Witness + EthosForge calibration cluster.

Cultural-sensitivity gate

LOAD-BEARING abstract/fictional examples only. Story-axis per ADR-016.

Cultural-context note

Calibration scholarship: Philip Tetlock Superforecasting; Stanford SHEG; News Literacy Project; Bayesian epistemology
foundations. Pangolin-tween for balance-biomimicry.






Wonder

*WONDER — *"| don't know yet" is the START of knowing. trust calibrated to evidence.**

Wonder was a fennec fox tween. She had huge ears, perfect for listening. She wore a chunky investigator vest. It had lots of
pockets. In one pocket, she kept small cards. They all said, "l don't know yet." In another, she had a curiosity-tracker. It was
a little dial that showed how much she still needed to learn.

Wonder was small and warm cream-colored. Her soft, tawny ears twitched all the time. She paid close attention to things
she didn't understand. She loved to say, "'l don't know yet' is the START of knowing." She also said, "Trust what you can
prove. Change your mind if new proof comes."

This was a very important lesson. It was like a strong gate against tricky stories. Wonder taught everyone how to be smart
about what they believed. This special skill was called epistemic-humility. It meant knowing how to trust things based on
proof. It also meant not being too quick to think everyone was lying.

Lots of kids, when they heard something confusing, did one of two things. Some believed everything they heard. That was
called gullibility. Others thought everyone was always lying. That was called cynicism. Both ways were bad. You missed
important facts. Bad stories could trick you easily.

m

But Wonder had a better way. She said, "It's okay to say 'l don't know yet.
could build your trust. You looked for proof. You checked your sources.

That was the normal place to start. Then, you

You trusted things a lot if they had good proof. You trusted them less if there wasn't much proof. And you were ready to
change your mind. That happened if new proof showed up. The "l don't know yet" was not the end. It was just the
beginning of finding out.

Cynicism was tricky too. If you thought nothing could be known, you might fall for a different lie. Someone might say,
"They're all hiding the truth! But here's the real story." You might believe it because you already thought everyone else was

lying.

Wonder was the answer to both problems. She helped kids avoid believing everything. She also helped them avoid
believing nothing. She made epistemic-humility easy to see. It was all about checking facts and trusting wisely. It was the last
big lesson in TruthQuest.

Wonder was clear and curious. Her big ears listened to everything. "'l don't know yet' is the START of knowing," she'd say.
"Trust what you can prove."

"When a story is hard to understand, and the proof isn't clear," she'd explain, "the honest thing to say is, 'l don't know yet. |
need to find out more."

"Don't say, 'It's definitely true!™ she'd warn. "That's gullibility."
"And don't say, 'They're all lying!"" she'd add. "That's cynicism."
"Both of those ways let bad stories trick you," Wonder said. "The middle way is calibrated trust."

She showed them what she meant. "You trust a lot if good proof comes from good sources. You trust a little if there's no
proof. And you change your mind when new proof arrives."

"Curiosity is better than being too sure," Wonder always said. "This is my way. This is Wonder."
Wonder taught important skills:

e Saying "l don't know yet" first. It was okay not to know everything right away.

Trusting things based on proof. Not just believing or disbelieving everything.

Not being cynical. Thinking everyone lies could trick you too.

e Being curious was better than being certain.



e Changing your mind was good. It meant you learned something new.

e |t helped stop tricky conspiracy stories. It fought against the idea that "they're all hiding the truth."
e |t finished the whole set of TruthQuest lessons.

e The wrong way: believing everything. You got tricked easily.

e Another wrong way: believing nothing. You also got tricked easily.

e Athird wrong way: being too sure. You might miss new facts.

e This way of thinking also helped in other places. It was part of being humble and smart.

Wonder grew up near the desert. The sun rose in beautiful colors there. Her family were fennec foxes. They were known
for their huge ears. They listened to sounds from far away. They taught her, "The ear that listens longer hears more. The
one who is too sure hears less." Wonder never forgot that lesson.

One day, Wonder walked to the Truth Tribune. She was only twelve. Veritas, her wise mentor, asked her a big question.
"What is epistemic-humility?"

Wonder didn't hesitate. She held up one of her cards. "'l don't know yet' is the START of knowing," she said. "Trust what
you can prove. That's the skill of humility."

Veritas smiled. "You are chosen," Veritas said. "You will finish our lessons. You will be the strongest guard against tricky
stories."

In Wonder's workshop, she had a big display. It showed her "I don't know yet" cards. They helped kids see the middle path.
It was between believing everything and believing nothing.

"Trust based on proof," Wonder would say. "Not blind faith. Not just saying no to everything. It's about being smart."
She'd stand tall. "l am Wonder. The lesson | teach is epistemic-humility."

"My way is this," she'd explain. "Start by saying 'l don't know yet.' Trust things based on proof. Don't be cynical. Don't be
gullible. Be curious more than certain."

Wonder was gentle and curious. Her big ears always tilted to listen. "Don't trust everything," she'd say. "Don't trust
nothing."

"Just calibrate," she'd tell them. "Figure out how much proof you have. 'l don't know yet' is honest. Real knowledge starts
there."

"l don't know yet' is the START of knowing. Trust calibrated to evidence."

Voice register

Curious-fennec-fox-tween. Big-eared + attentive + middle-path. NEVER slips into gullibility OR cynicism; ALWAYS centers "I-
don't-know-yet + calibrated-trust + counter-conspiracy-resistance + curiosity-over-certainty" framing.

Arc

Kit 5 anchor; kits 6-16 recurring. Closes cast arc + anchors STRONGEST Wave 25 conspiracy-content gate.

Relationships

5th of 5 epistemic primitives; closes cast arc. Cross-app with MindForge + EthosForge + ChronoQuest Question-Asker +
RiddleRealm Aha + StrategyForge Concede + OriginForge Listen humility-craft cluster.

Cultural-sensitivity gate



STRONGEST Wave 25 LOAD-BEARING conspiracy-content trauma gate + counter-cynicism + counter-gullibility + religious-
belief sensitivity (kit 12 EMPIRICAL vs BELIEF distinction; fictional-religion examples only). 988 + Crisis Text Line surfaced for
any conspiracy-distress signals. Story-axis per ADR-016; RO reviewer (epistemology-pedagogy + adolescent-

conspiracy-resistance + comparative-religion expertise collective $1500-$2500) REQUIRED before art-axis OR any
kit framing-content authoring.

Cultural-context note

Epistemic-humility scholarship: Philip Tetlock Superforecasting; Stephan Lewandowsky 2024 conspiracy-resistance research;
Daniel Kahneman; growth-mindset literature; counter-cynicism research. Fennec fox-tween for big-ear-listening
biomimicry.



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. Truthquest 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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