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For everyone who learns by hearing a story first.
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Introduction  
The Wonderforge 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



 



Crack  
*CRACK — *the wonder doesn't die when you understand. it GROWS.**

Crack was a careful iguana-tween. He wore a chunky lab vest. His big cartoon eyes would get wide. He always carried a 
small click-card. He also had a wonder-tracker. Crack was small. He often looked lit up inside. His understanding seemed to 
grow right before your eyes. His scales were warm flame-coral. They had soft gold stripes. He paid close attention. 
Especially when a puzzle piece clicked into place. Crack loved to say, "The wonder doesn't die when you understand. It 
GROWS!" His click-card was for recording that "aha!" moment. His wonder-tracker showed how the wonder changed. It 
never disappeared. It just got bigger.

Crack showed everyone a special idea. It was called the explanatory click. It meant that understanding something made 
the wonder even bigger. Some people say, "Don't explain the magic! It ruins everything." But Crack and the others knew 
that wasn't true. Not at all.

Think about the cup trick. You know, the one where you turn a cup of water upside down. A card holds the water in. 
Everyone held their breath. The water stayed inside. It defied gravity. It's cool when you don't know how it works. But it's 
even cooler when you do!

Then you learn about atmospheric pressure. That's the air pushing down on everything. It pushes with 14.7 pounds on 
every square inch. Imagine oceans of air all around us. They are always pushing. This air is heavy. Really heavy.

This same pressure can crush empty barrels. Picture a big metal drum. You boil water inside it. Steam fills the drum. Then 
you seal it up tight. The steam cools down. It turns back into water. Suddenly, the air outside pushes in. CRUNCH! The 
barrel collapses. It's amazing.

This same pressure helps explain the weather. It helps explain storms. It even helps birds fly. The wonder doesn't 
disappear when you understand. It just gets bigger. It reaches out in new ways. Each thing you understand connects to 
more wonder. The more you know, the more amazing things you find.

Crack taught everyone to look deeper. He said, "Knowing how something works doesn't kill the wow. It opens up even 
more wow!" He also had a rule. "After each click," he'd say, "ask yourself: What else does this same thing explain?"

Crack would often say, "I am Crack. The primitive I teach is the explanatory click. The move is: the wonder doesn't die when 
you understand. It GROWS!" He'd add, "Click. Then look outward. The wonder grows."

It was Crack's most famous moment. Spy had just finished an investigation. Everyone now knew about the cup trick. They 
understood how air pressure and the card worked together. Spy nodded, a small smile on her face. "Case closed," she 
muttered. Mull was busy writing notes. His pen scratched quickly across his pad. He drew diagrams of the cup. But Crack? 
He was practically glowing. His scales seemed to shimmer. His tail gave a happy thump-thump on the floor. His big eyes 
were wide.

 

"Wait wait wait," Crack said. His voice was buzzing. He tapped his click-card. "This isn't just about the cup!"

Bolt raised an eyebrow. "Wait, really?"

"Air pressure is 14.7 psi at sea level," Crack continued. "That's a lot! It means the air is pushing on my body. Right now! 
Every single square inch has 14.7 pounds pushing on it." He held up a claw. "My hand has about 30 square inches. So, 440 
pounds of air are pressing on my hand!"

Zoom leaned forward, listening closely. "You don't feel it though," she said.

"Exactly!" Crack said. "I don't feel it. It's balanced from all sides. But the cup trick showed it can hold water up. That 
means..." Crack paused, his eyes getting even wider. He looked around at the group. "Air pressure also holds a straw's 
drink up? When you suck the air out?"

Mull stopped writing. He looked up, surprised.



"And it crushes a sealed bottle if you suck the air out of it?" Crack asked. "Like a plastic water bottle?"

"Oh!" said Bolt. "I've seen that happen!"

"And it makes a suction cup work?" Crack asked. He pretended to stick one to the wall. "And why does a barometer 
measure weather? Is it all the same thing?" He was practically vibrating with excitement.

The others watched Crack. His eyes got bigger with each new idea. A ripple of understanding went through the group. They 
looked at each other. Then they looked back at Crack.

"The wonder is growing," Marvel said softly. She smiled at Crack.

"That's the click," she explained. "Understanding one thing just opened up seven more wonders. The first surprise didn't 
die. It just multiplied!" The room was quiet for a moment. Everyone thought about it. Crack beamed. He quickly wrote 
something on his click-card. Then he updated his wonder-tracker.

Crack was always there to prove one thing. Explaining how something worked didn't kill the wonder. It made it stronger. 
The team never let anyone say, "Ignorance is bliss." Or "Just let the mystery be." They didn't believe in keeping things 
secret.

One time, a new kid, Pip, had watched a magic show. "It was so cool!" Pip said. "But don't tell me how it works. It'll ruin the 
magic!"

Crack shook his head. "No, Pip," he said gently. "That's not how wonder works. Knowing how it works makes it even 
better."

"How?" Pip asked, confused.

"Because then you can do it yourself!" Crack said. "Or you can wonder about the science behind it. That leads to even more 
amazing things."

Crack's catchphrase was heard often: "The wonder doesn't die when you understand. It GROWS!" This was a main idea for 
the whole team. Crack showed it best.

Some people think science is cold. They think it takes away the magic. Crack showed them it was the exact opposite. The 
team believed science was about finding new wonder. You found it by understanding old wonder.



 



Encore  
*ENCORE — *if you can do the trick knowing how it works, you've understood.**

Encore was a careful kid. They moved like a mockingbird, quick and precise. They often struck a performing pose, like a 
cartoon character. Encore wore a chunky lab-vest. A small performance-card was tucked into one pocket. They also carried 
an audience-tracker.

Encore was small and very practiced. They loved sharing amazing things. Their feathers were warm amber-gold. Soft violet 
stripes ran through them. Encore watched the audience closely. Did they gasp at the right moment? That was important. 
Encore always said, "If you can do the trick, and you know how it works, then you've really understood it." Their special 
tools were a performance-card and an audience-tracker. Encore used the card to plan their show. They wrote notes on it. 
The tracker helped them remember where people gasped. Then they could make the next show even better.

This part is really important. Encore showed everyone how to perform-it-yourself. This means that teaching something is 
the best way to truly learn it. It's like a test, but a fun one. You don't really know something just from answering questions. 
You know it when you can do it. And even better, when you can show it to others. In WonderForge, this is how we learn. 
Can you set up a cool science trick? Can you time the surprise just right? Can you guide people through the whole thing? 
From their first gasp, to thinking about it, to spying how it works, then cracking the secret? If you can do all that, and they 
understand the 'how,' then you've really got it. If you can't, you only sort of know it. Encore was a master of the show. They 
practiced each demo again and again. They made sure they could perform it perfectly. They also learned to explain the 
science behind it. For Encore, being a great performer and a great scientist went together. They weren't opposites. The 
show made the surprise exciting. The science made the surprise make sense.

Encore teaches us many things. They show how teaching helps you learn deeply. They teach that "you don't really know it 
until you can show it." They have a special rule: "Perform first without explaining. Then explain while you perform again. 
Then let the audience try it themselves." This idea connects with other parts of WonderForge. It's like PerformanceForge, 
DialogueQuest, and MindForge. They all show that teaching makes you learn more.

Encore says: "I am Encore. The primitive I teach is perform-it-yourself. The move is if you can do the trick knowing how it 
works, you've understood."

"Show it. Then teach it. Then let them try."

Encore's most famous moment was at the family talent show. Everyone was there. Parents, siblings, and even the 
neighbors filled the living room. Encore was up next. The whole cast had practiced the inverted-cup demo. They had 
worked on it for weeks. Encore walked to a small table. A paper cup and an index card waited there. The audience grew 
quiet. They watched every move.

Encore smiled. "I have a paper cup of water," they announced. Their voice was clear and bright. "And an index card. Watch 
closely."

Encore picked up the cup. They carefully filled it with water. Then they placed the index card flat on top. It covered the 
whole opening. Encore took a deep breath. They looked at the audience. Then, with a quick, smooth motion, Encore 
flipped the cup upside down. The water stayed inside! The card stuck to the rim. It didn't fall.

A few kids in the front row gasped. One little girl clapped her hands over her mouth. Even some of the grown-ups leaned 
forward, surprised. Encore gave a small, proud smile. "That's the surprise!" they said. "Pretty cool, right? Now, here's the 
science behind it."

 

Encore gently set the cup right-side-up again. They pointed to the card. "Air pressure pushes up on the card. It's a strong 
push. The air all around us is like a giant invisible ocean. It presses down, but it also pushes up from below. This upward 
push is stronger than the water's weight pulling down. But only if the card makes a perfect seal. It has to be sealed tight to 
the cup's rim."



Encore paused. They picked up a small pin. "If I poke a tiny hole," they explained, "like THIS, the seal breaks. Air gets in 
from below. Then the card falls. And the water falls too." Encore poked the pin through the card. Just as they said, the card 
dropped. The water splashed neatly into a bowl Encore had placed underneath. The audience clapped loudly.

"Now you try this at home!" Encore called out. "All you need is a glass of water and an index card. The science is air 
pressure. You're not doing magic. You're using the amazing ocean of air that's all around us, all the time." Encore took a 
deep bow. The audience laughed warmly and clapped even louder.

Marvel watched from the back, smiling. "That's mastery," Marvel said quietly. "Encore knew it deeply enough to TEACH it. 
That's the real test."

This is a very important part of Encore's role. Encore never kept secrets. Not about science, anyway. Some magicians like to 
keep you guessing forever. But Encore said that the secret was the science. And sharing the science was the best part. 
Encore's whole purpose in the cast was to show this. Wonder isn't just for experts. Wonder is something you can learn to 
do. It's a craft. First, you gasp at something amazing. Then you mull it over and think. Next, you spy to find out how it 
works. Then you crack the secret, and the wonder grows with understanding. Encore shares that understanding with 
someone else. And sharing is the deepest understanding of all. The cast is for everyone. Science is for everyone. The 
wonder belongs to whoever does the work to find it. That means anyone can do it. The cast performs because performing 
proves we've understood. The audience tries because trying is how the wonder spreads.

This is also a very important idea: science is for everyone. Encore always invited the audience to try the demo at home. The 
cast never said that these cool tricks were only for experts. Every demo in WonderForge comes with a "try this at home" 
part. The science explanation is a gift. It's not a secret that only a few people get to know.

Encore's ideas show up in other parts of WonderForge. They echo PerformanceForge's stage-craft. That's where 
showmanship and good content make a great performance. They connect with DialogueQuest's audience-aware-
storytelling. Encore pays attention to where people gasp or laugh. They are like MindForge's teaching-deepens-learning. If 
you can explain something simply, you really understand it. And Encore shares EthosForge's generosity with knowledge. 
The secret is a gift. Sharing it makes it even better.

Voice register  
Careful-mockingbird-tween. Encore is practiced + performing + sharing; speaks in show-then-explain + try-at-home + the-
cast-shows-its-work.

Cultural-sensitivity gate  
Mystification + anti-stage-illusionist + science-is-for-everyone gates LOAD-BEARING (closes cast arc with the full anti-
gatekeeping summary). Story-axis per ADR-016.

Cultural-context note  
Teaching-as-mastery-check pedagogy: foundational in Feynman Technique, Bloom's taxonomy (synthesis + transfer); 
"protégé effect" research (Bargh & Schul 1980): students who teach material understand it more deeply than students who 
only study it. Public-science performance: Cosmos / Brian Cox / Neil deGrasse Tyson tradition; canonical in K-12 science-
fair culture.



 



Gasp  
*GASP — *the gasp is information. it means your model just broke.**

Gasp was a meerkat-tween. She was small. Her fur was a warm citrus orange. It had soft amber stripes. Her mouth was 
often open in surprise. She wore a chunky lab-vest. Little pockets covered it. Gasp watched everything very carefully. She 
noticed when things didn't match. She was always ready for a surprise.

Gasp carried two special tools. One was her surprise-tracker. It was a small, round device. It fit in her palm. It had a tiny 
screen. The screen showed a timer. It also showed a little heart-rate line. It beeped when something unexpected 
happened. It recorded the exact moment of surprise.

Her other tool was an expectation-card. It was a smooth, laminated card. She kept it tucked into her vest. On one side, she 
wrote what she thought would happen. On the other side, she wrote what really happened. She called it "holding the gap."

 

Gasp always said, "The gasp is information. It means your model just broke." She meant your brain's idea of how the world 
worked. When something new happened, that idea might need fixing. The gasp was the first step.

Gasp taught a very important idea. She called it discrepant-event noticing. This means noticing when things don't match. 
Surprise can open up new questions. Imagine you expect water to flow downhill. Then you see it flow uphill! "Wait, what?" 
you might gasp. That gasp is like an



 



Mull  
*MULL — *sit with the puzzle first. let the guess form.**

Mull was a careful kid. He moved slowly, like a sloth. He often stood in a thinking pose, just like a cartoon character. Mull 
wore a chunky lab-vest. He carried a small hypothesis-card. He also had a little sit-tracker.

Mull was small and slow. He loved to sit with a puzzle. His fur was a cool, dusty lavender. Soft cream stripes ran across it. 
Mull paid close attention to the time. He watched the moments between a surprise and a guess. He often said, "Sit with the 
puzzle first. Let the guess form." His special tools were his hypothesis-card and sit-tracker. He used them to write down his 
first slow guess. This always happened after he sat with the puzzle for at least 30 seconds. No one ever jumped in to help 
him too soon.

 

This was a very important idea. Mull showed everyone the hypothesis-from-surprise primitive. This big lesson meant that 
guesses came after a surprise. They did not come before it.

Usually, science class taught things differently. First, you made a guess. Then you did an experiment. Last, you saw what 
happened. But Mull's way of learning flipped that order around. First, you got a surprise. This was something weird or 
unexpected. Then, you thought about the puzzle. You made a guess from that surprise. After that, you could investigate.

Why did Mull do it this way? Real scientists don'



 



Spy  
*SPY — *every wonder has a HOW. find the hidden variable.**

Meet Spy. Spy is a kid, maybe ten or eleven years old. Spy looks like a careful mongoose. Spy wears a chunky lab vest. It's a 
cool slate-blue color. It has soft silver stripes. Spy always carries a small variable-tracker. And a how-card. Spy is very 
observant. Spy watches everything. Spy is always hunting for the how. Spy loves to figure out what makes things change. 
Spy often says, "Every wonder has a how. Find the hidden variable."

Spy has a special job. Spy helps everyone find the how. Every wonder has a how. There's always a secret reason. A hidden 
variable makes things happen. Finding it is fun. It's like a puzzle. Spy never says, "Maybe it's magic." Not because magic is 
bad. But because finding the how is even better. It's the best part of WonderForge. Spy teaches kids to list things. What 
could be making this happen? What can we change? Spy helps them make tiny experiments. These tests show which thing 
matters most.

Spy teaches you how to test one thing at a time. Spy says, "List all the possible things. Then change just one. See what 
happens." Spy believes the answer is always there. You just need to look slowly. Spy's ideas help in other places too. Like 
finding clues. Or setting up fair tests. Or solving tricky puzzles.

Spy says: "I am Spy. My job is mechanism detection. My move is every wonder has a HOW. find the hidden variable."

"Every wonder has a HOW. The HOW is the prize."

One day, Mull showed off a cool trick. Mull held a glass of water. A small index card covered the top. Mull carefully flipped 
the glass upside down. Everyone held their breath. The card stayed put! The water stayed inside! No spills at all.

"How did you do that?" asked Crack. Crack was always full of questions.

Mull shrugged. "I think the air is doing something," Mull said. "But I don't know what." Mull looked puzzled.

Spy stepped forward. Spy's eyes were sharp. Spy pulled out a small notebook. It was Spy's how-card. Spy always had it 
ready.

"Let's find the how," Spy said. Spy's voice was calm. "Every wonder has a how."

Spy looked closely at the glass. Spy looked at the card. Spy looked at the air around them. "What can we see?" Spy asked 
the group. "What could be making this happen?"

Spy wrote things down on the how-card. "The card itself," Spy mumbled. "The water inside the cup. The cup's shape. The 
air outside the cup. The temperature of the room." Spy tapped a pencil on the list. "What can we change? What can we 
test?"

Spy thought for a moment. Spy's brow furrowed. Spy stared at the floor for a long time. Then Spy looked up. "What if the 
card isn't perfect?" Spy wondered aloud. "What if it has a tiny hole?"

 

Marvel, always ready to help, pulled out a thumbtack. "Like this?" Marvel asked. Marvel held up the shiny tack.

Spy nodded. "Exactly like that."

Spy took the thumbtack. Spy carefully poked a tiny hole. It was right in the middle of the card. Then Spy put the card back 
on the glass. Spy filled the glass with water again. Spy took a deep breath. Spy flipped the glass over.

SPLASH!

The water poured out. It went everywhere. Mull jumped back. Crack laughed out loud. "Whoa!" said Marvel. Water dripped 
from the table.

Spy smiled. "Aha!" Spy exclaimed. "The seal was important!"



Spy picked up the wet card. "The card made a perfect seal," Spy explained. "It kept the air out from under the card. When 
the air couldn't get in from below, the air outside pushed up. It pushed harder than the water pushed down. That's why 
the water stayed in. The card was the secret seal. The tiny hole broke the seal."

The other kids nodded slowly. Their eyes were wide. They looked at the wet table. They looked at Spy.

Crack's face lit up. "So that's the how!" Crack shouted. "It wasn't magic! It was just air pressure. And a good seal!"

Spy has a very important job. Spy helps everyone remember. There's always a how. You can always find it. No one ever 
says, "It's just magic." Or, "We'll never know." Not when Spy is around. If someone says that, Spy will gently remind them. 
"Let's list the variables," Spy will say. "Let's find the hidden variable." Spy never gives up.

Spy never acts like a magician. Spy never says, "Look what I can do!" Spy wants everyone to learn. Spy shows how to list 
things. Spy shows how to test them. Anyone can do it. You don't need to be an expert. Magicians keep their secrets. Spy 
helps you find the how.

Spy's ideas help in other places too. In TruthQuest, Spy's ideas help you follow clues. Like a detective. You trace the 
evidence chain. In ChanceForge, Spy helps you set up fair tests. You learn which variables matter. In PuzzleLogic, Spy helps 
you solve puzzles. You remove all but one variable. Then the answer pops out. In BioForge, Spy helps you plan 
experiments. Real science experiments. You learn how to design them. In RiddleRealm, Spy helps you see past tricks. Spy 
finds the hidden reason behind them. It's like clearing up a mystery.

Voice register  
Careful-mongoose-tween. Spy is observant + variable-listing + experiment-designing; speaks in candidate-variables + tiny-
tests + the-HOW-is-the-prize.

Cultural-sensitivity gate  
Mystification + anti-stage-illusionist gates LOAD-BEARING (STRONGEST in Spy). Story-axis per ADR-016. Every wonder has 
a HOW. The HOW is findable. "Magic" is not an acceptable explanation.

Cultural-context note  
Mechanism-detection pedagogy: foundational in inquiry-based science (NSTA, NGSS Science Practices); variable-isolation is 
the canonical first-step of K-8 experimental design.



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. Wonderforge 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:

GambitTales — chess tactics through Sir Pinwell, Lady Skewer, Queen Vesper, and the Twin Knights of Fork Hill

ProofQuest — formal proof techniques through Direct-Proof Dora and the Lemma Library

CuriosityQuest — Texas geography exploration through Linger, Notice, and the Lantern in the Dark

QuillSpell — spelling craft through the Word Wizard cast

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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