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Introduction

It all begins with curiosity—that urge to explore, seek new experienc-

es, or understand. And for many years, libraries have held treasures 

that pique our curiosity and create excitement, pleasure, and a love 

of learning. The Love Your Library articles are designed to let young 

students’ curiosity soar. The lessons in this guide draw on the articles 

to help educators nurture students’ skills in research.

Overview of Lessons

The lessons are designed to be conducted in one class period, are 

connected to related national curriculum standards, and include all 

the directions and materials lists necessary to integrate them into the 

curricula of grades 3–5. Lesson topics range from creating a library 

and planning library research to charting the journey of a dollar bill 

and inventing a mythical monster. Key vocabulary words and terms 

are highlighted in each lesson. 

Contents

3. Create Your Own Library

5. Before You Go: Planning 

Library Research

7. Tracing Clues: The Journey of 

a Dollar Bill

10. Is That a Word? Building Vo-

cabulary With a Word Game

12. Starting Research With “How” 

Questions

14. Real-World Solutions: More 

Than One Way to Solve a 

Problem

16. Technology: Creating Pro and 

Con Arguments

19. Collaboration Art: Co-Creat-

ing Mythical Monsters

21. Developing Your Own Graph-

ic Novel Character

   HOW TO USE THIS GUIDE

Use this guide to select a lesson plan (or plans) that introduce students to the key concepts in the Love Your Library arti-

cles. The lesson plans in this guide address the Love Your Library challenge as a whole and themes from specific articles.
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Lesson Length:

	➜ 40–45 minutes

Materials:

	➜ Large paper or poster sheets 

(one for each pair of stu-

dents and one for a teacher 

example)

	➜ Pencils, markers, or crayons 

	➜ Projection system or digital 

whiteboard

Key Vocabulary:

	➜ Gallery: (noun) a room or 

building in which people 

look at works of art.

	➜ Exhibition: (noun) a public 

display of items of interest.

	➜ Collection: (noun) the 

published works and other 

documents collected by 

libraries for public use; also, 

one of the main divisions of 

a library.

	➜ Reading rooms: (noun) a 

quiet room in a library or 

museum where you can read 

and study.

LESSON PLAN

Create Your Own Library

Overview: 

We all want libraries to be places of learning and enjoyment for 

students—places where their curiosity can blossom into a love of 

lifelong learning. Students’ enjoyment of libraries begins with their 

understanding of what a library is and does. In this lesson, students 

will:

	➜ Research the sections of several libraries, including their school 

library

	➜ Identify important features and services of libraries

	➜ Design a new library, creating a plan for ideal features and ser-

vices

Directions:

1. Prior to the lesson, prepare a large poster sheet by dividing the 

sheet into two columns. Label one column “Famous Libraries” 

and the other column “School Library.” Also, prepare to display 

the websites in step #3.

2. To begin the lesson, tell students that they will be virtually “visit-

ing” three famous libraries.

3. Project the three library webpages below to show students 

various features of large libraries. Remind students that although 

libraries house books and other resource materials, they do much 

more.

a. British Library: Things To Do page: https://www.bl.uk/visit 

b. Library of Congress: https://www.loc.gov/visit/

c. Boston Public Library-Copley Square: https://www.bpl.org/

services-central-library/ (use the Service Areas and Spaces 

linked in the left column)

4. Ask students to share what they like about the libraries and what 

features make them special. 

5. In the Famous Libraries column on the poster sheet, list (or assign 

a student to list) the identified features.

https://www.bl.uk/visit
https://www.loc.gov/visit/  
https://www.bpl.org/services-central-library/
https://www.bpl.org/services-central-library/
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6. Take students to the school library and spend some time tour-

ing the various sections, special features, and listed activities or 

events. 

7. Return to the classroom to discuss what they like about the 

library, and, in the School Library column on the poster sheet, 

make a similar list of important features.

8. Take a few minutes to discuss the similarities in the two columns.

9. Have students work in pairs to create a new library. Have them 

make a poster about their new library, including the following: 

a. Books they would feature 

b. Special sections they would have 

c. Activities they might hold

d. Anything that would make their library unique 

10. Display students’ posters for a gallery walk. 

Related National Curriculum Standards:

	➜ Common Core State Standards, English Language Arts:

a. Write informative/explanatory texts to examine a topic and 

convey ideas and information clearly. CCSS.ELA-LITERACY.W.3.2, 

4.2, and 5.2
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Lesson Length:

	➜ 35–40 minutes

Materials:

	➜ Paper 

	➜ Writing implements

Key Vocabulary:

	➜ Research: (noun) the sys-

tematic investigation into 

and study of materials and 

sources in order to establish 

facts and reach new conclu-

sions.

	➜ Process: (noun) a series of 

actions or steps taken in 

order to achieve a particular 

end. 

	➜ Keywords: (noun) a word 

or a group of words used 

to perform a search; main 

words in text. 

	➜ Investigation: (noun) to look 

into carefully and closely so 

as to learn the facts; exam-

ine.

LESSON PLAN

Before You Go: Planning Library Research

Overview:

The idea of library research can be daunting for elementary students. 

Breaking the research process down into simple steps can be help-

ful—whether the research is conducted in the library, online, or a 

combination of both. In this lesson, students will:

	➜ Learn the steps in a simple research process

	➜ Develop research questions on topics that interest them

	➜ Create keywords from research questions 

Directions:

1. Begin the lesson by asking students what the word “research” 

means. Make sure responses include ideas like: an investigation to 

learn about something new or already known, to solve problems, 

or to find facts in an organized way. 

2. After the discussion, introduce a simple research process to stu-

dents, such as the one in the sidebar. Briefly describe each step 

and tell students that today they will work on the first step only.

3. Working in pairs, have students review the Love Your Library arti-

cles. Either they can select a topic to learn more about or you can 

assign topics to each pair.

4. Ask the pairs to brainstorm and write two to three questions relat-

ed to the topic.

NOTE: It can be helpful to model this step, especially for younger 
students. For example, you could say: If you’re interested in learning 
more about the “Making Money” article, you might ask: Where are 
dollar bills made?

5. Next, ask students to develop a list of keywords for each ques-

tion—words they might use in a library or online search to find 

information to answer their questions. Have students create a 

mind map with a question in the center and key words in bubbles 

around the question or use a simple two-column chart for the 

questions and keywords.
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NOTE: It can also be helpful to model this step. For example, you 
could say: For the “Making Money” question, some keywords might 

be dollars, money, currency, mint, coins, and paper money.

6. Tell students that this is just a place to start their search for an-

swers. 

7. After the students finish, invite them to share their mind maps 

or charts and describe their research questions and keywords in 

small groups or with the class.

Related National Curriculum Standards:

	➜ Common Core State Standards:

a. Conduct short research projects that build knowledge about 

a topic. CCSS.ELA-LITERACY.W.3.7

b. Conduct short research projects that build knowledge 

through investigation of different aspects of a topic. CCSS.

ELA-LITERACY.W.4.7

c. Conduct short research projects that use several sources to 

build knowledge through investigation of different aspects of 

a topic. CCSS.ELA-LITERACY.W.5.7

  LESSON TIP

Steps in the Research Process

 ➜ Choose a topic and create 
questions to answer.

 ➜ Search for information.

 ➜ Organize information.

 ➜ Share information.
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Lesson Length:

	➜ 30–40 minutes

Materials:

	➜ Paper

	➜ Writing implements

	➜ Computers

	➜ Access to Google Maps or 

another online mapping 

application

Key Vocabulary:

	➜ Mint: (noun) a place where 

coins, medals, or tokens are 

made. 

	➜ Code: (noun) a system of 

signals or symbols for com-

munication. 

LESSON PLAN

Tracing Clues: The Journey of a Dollar Bill

Overview:

The more connections we make, the deeper our learning and un-

derstanding will be. This lesson is designed for students to use clues 

about historically significant people in math, science, and technology 

to trace the path of a dollar bill. In this lesson, students will: 

	➜ Investigate significant people in history through research, reading, 

and discussion

	➜ Collaborate to identify geographical points on a map

	➜ Calculate the total miles a dollar bill travels

Directions:

1. Before the lesson, write the clues in step #3 in a place where all 

the students can see them.

2. Use the following scenario to hook students: 

Have you ever wondered where a dollar bill or coin travels after it’s 
created in the United States Mint? Today, you’re going to work in a 
group to trace the journey of a dollar bill, using clues about historical 
people in the fields of math, science, and technology. These people 
made significant contributions to our knowledge of the world and 
our everyday lives. 

3. Divide students into four to six groups. Give students the follow-

ing clues and tell them to (1) research and identify the famous 

people and (2) use a map application to find the locations of their 

birthplaces and (3) calculate the mileage of the journey. 

a. Starting Point: The U.S. Mint, in Washington, D.C.

b. Stop #1: This was home to a mathematician whose complex 

calculations helped NASA with their Apollo missions.

c. Stop #2: A famous American cryptanalyst who helped break 

codes during World War II was born here in 1892. 

d. Stop #3: A famous agricultural scientist was born here. 

They’re known for developing rotation crops to protect and 

maintain nutrients in the soil, and for their work with peanuts.

e. Stop #4:  A famous astronaut and physicist, who was the first 

American woman in space, was born here.
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f. Final Destination: Malheur National Forest in Oregon, home to 

the Humongous Fungus

4. After the students are finished, have the groups share their an-

swers and their process for solving the clues and calculating the 

miles. 

Answers: 

	➜ Stop #1: Katherine Johnson, White Sulphur Springs, WV;

	➜ Stop #2: Elizebeth Smith Friedman, Huntington, IN; 

	➜ Stop #3: George Washington Carver, Diamond or Diamond 

Grove, MO; 

	➜ Stop #4: Sally Ride, Encino, CA; Total distance: approximately 

3,700 miles

Related National Curriculum Standards:

	➜ National Geography Standards:

a. Standard 1: Use maps and other geographic representations, 

geospatial technologies, and spatial thinking to understand 

and communicate information

	➜ Common Core State Standards, English Language Arts: 

a. Review the key ideas expressed, explain their own ideas and 

understanding in light of the discussion, and draw conclu-

sions in light of information and knowledge gained from the 

discussions. CCSS.ELA-LITERACY.SL.3.1D, 4.1D, and 5.1D

b. Report on a topic or text, tell a story, present an opinion, or 

recount an experience in an organized, sequential manner 

and with appropriate facts and relevant, descriptive details to 

support main ideas or themes, speaking clearly at an under-

standable pace. CCSS.ELA-LITERACY.SL.3.4, 4.4, and 5.4

	➜ Common Core State Standards, Mathematics: 

a. Generate measurement data by measuring lengths of sever-

al objects to the nearest whole unit, or by making repeated 

measurements of the same object. Show the measurements 

by making a line plot, where the horizontal scale is marked off 

in whole-number units. 2.MD.D.9
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	➜ Next Generation Science Standards:

a. Define a simple design problem reflecting a need or a want 

that includes specified criteria for success and constraints on 

materials, time, or cost. 3-5-ETS1-1
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Lesson Length:

	➜ 40–45 minutes

Materials:

	➜ Index cards or paper

	➜ Dictionaries or computers 

and online dictionary access

	➜ Writing implements

	➜ Projection system

Key Vocabulary:

	➜ Pronunciation: (noun) the 

way in which a word is pro-

nounced.

LESSON PLAN

Is That a Word? Building Vocabulary With a Word 
Game

Overview:

The “Wonderful Word Games” article spelled out the many benefits 

from playing word games. For students, building vocabulary and 

community are key benefits. This lesson develops students’ vocabu-

lary skills with a fun word activity. In this lesson, students will:

	➜ Determine the meaning of unknown words

	➜ Practice dictionary skills

	➜ Understand nuances in word meanings

Directions:

1. Before the lesson, prepare two lists of words (one with and one 

without definitions) from the list in step #5.

2. Begin by asking students what word games they play—or that 

they watch people play. Examples include crossword puzzles, 

word searches, Scrabble-type games, other board games, or 

computer word games.

3. Remind students that, like the “Wonderful Word Games” article 

said, word games can make people smarter and are fun to play 

with others. 

4. Tell students that they’re going to play a word game to test their 

vocabulary skills.

5. Project the list of words without definitions. Ask students to write 

down which words they think are real and their possible defini-

tions.

a. Taradiddle: a fib or nonsense

b. Oxter: armpit

c. Billocked (not real)

d. Wabbit: to be really tired, exhausted

e. Huggle (not real)

f. Grob (not real)

g. Collywobbles: a bellyache
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h. Triskaidekaphobia: extreme superstition regarding the number 

13 [tris-kahy-dek-uh-foh-bee-uh]

i. Agelast: a person who never laughs [ag-e- last]

6. Project the list with definitions, helping students with pronuncia-

tion. Ask students if they guessed the words correctly.

7. Then, have students work in pairs to create their own list of four 

words—two real words with real definitions (from the dictionary) 

and two made-up words with made-up but plausible definitions. 

8. Instruct students to write each word and its definition on an index 

card or sheet of paper.

9. Have the pairs gather in groups and challenge each other to pick 

the made-up words. 

10. Conclude with a discussion of the process and results. Post the 

winners’ made-up words to become the words of the day for the 

rest of the week.

NOTE: If time allows, project the poem “Jabberwocky” by Lewis Car-
roll, and read it as a class. Talk about what the unusual words might 
mean.

Related National Curriculum Standards:

	➜ Common Core State Standards, English Language Arts:

a. Determine or clarify the meaning of unknown and multi-

ple-meaning words and phrases based on grade level reading 

and content, choosing flexibly from a range of strategies. 

CCSS.ELA-LITERACY.L.3.4, 4.4, and 5.4 

b. Demonstrate understanding of figurative language, word 

relationships, and nuances in word meanings. CCSS.ELA-LITERA-

CY.L.3.5, 4.5, and 5.5 
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Lesson Length:

	➜ 30–40 minutes 

Materials:

	➜ Paper or writing notebooks

	➜ Writing implements

	➜ Computers and internet 

access for research

Key Vocabulary:

	➜ Inquiry: (noun) a request for 

information; a systematic 

investigation.

LESSON PLAN

Starting Research With “How” Questions

Overview:

A core component of scientific inquiry is asking a question. Crafting 

a question and then researching the answers pushes students to 

achieve a high level of thinking. This lesson is designed for students 

to explore a variety of science topics, including roller coaster physics 

and dinosaurs. In this lesson, students will: 

	➜ Explore science topics through research and reading 

	➜ Develop a question or series of questions that will lead to an 

investigation (e.g., the “how”)

	➜ Synthesize their thinking and learning by answering their “how” 

questions

Directions:

1. Use the following scenario to hook students: 

Have you ever wondered how dinosaurs lived in so many different 
ecosystems? How did they get food? How did they become fossils?

You’re going to choose a science or math topic and create two to 
three questions that start with “how.” This could be how something 
was formed or created, how something works or doesn’t work, or 
even how to keep something alive. After you create your “how” ques-
tions, you’ll have time to research the answers using internet search-
es. After, we’ll share your questions and answers in small groups and 
as a whole class. 

NOTE: Consider having younger students create just one question; 

older students will likely be able to develop two to three questions. 

2. Instruct students to pick a science or math topic. Direct them to 

review the Love Your Library articles for ideas.

3. Have students brainstorm and develop their question(s) for 8 

minutes. Then, instruct them to do research using internet tools 

and search engines like online encyclopedias to answer their 

questions.

4. After the students finish, divide them into pairs or small groups to 

share their work. 
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5. Then, have two to three students share one question and re-

sponse with the whole class. Consider offering another time to 

share the next day or within the week if more students want to 

participate. 

6. Collect the students’ work and consider publishing it. Pin their 

work on a bulletin board or take pictures of it

Related National Curriculum Standards:

	➜ Common Core State Standards, English Language Arts: 

a. Write informative/explanatory texts to examine a topic 

and convey ideas and information clearly. CCSS.ELA-LITERA-

CY.W.3.2,.4.2, 5.2

b. Conduct short research projects that use several sources to 

build knowledge through investigation of different aspects of 

a topic. CCSS.ELA-LITERACY.W.3.7, 4.7, and 5.7

c. Ask and answer questions to demonstrate understanding of a 

text, referring explicitly to the text as the basis for the answers. 

CCSS.ELA-LITERACY.RI.3.1
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Lesson Length:

	➜ 30–40 minutes 

Materials:

	➜ Paper, writing notebooks, or 

a digital tool to present their 

solution

	➜ Writing implements

Key Vocabulary:

	➜ Problem: (noun) a question 

raised for inquiry, consider-

ation, or solution. 

	➜ Solution: (noun) an action or 

process of solving a prob-

lem. 

LESSON PLAN

Real-World Solutions: More Than One Way to Solve a 
Problem

Overview:

We face large and small problems on a regular basis, like limiting 

plastic pollution or providing a safe place for a community to play. 

This lesson is designed for groups of students to explore problems 

from multiple angles and offer solutions about ways to reduce the 

amount of garbage in the Great Garbage Patch or to design a play-

ground. In this lesson, students will: 

	➜ Investigate real-world problems through research, reading, and 

discussion

	➜ Collaborate to identify and present a solution to a problem

Directions:

1. Before the lesson, write the scenario(s) in step #3 in a place where 

students can see them.

2. Use the following prompt to hook students: 

What is your process for solving a problem? Do you try several solu-
tions until you find one? Do you spend hours reading and research-
ing how the problem happened before thinking of a solution? You’re 
going to work in groups to identify and present a solution to a prob-
lem. I’ll give each group a problem scenario to address. You’ll have 25 
minutes to discuss the problem and design a solution. You can write, 

draw, and/or use digital tools to show your solution. 

3. Divide students into four to six groups. Give each group a differ-

ent scenario or have all groups work on the same scenario. Have 

the groups discuss their problem(s) and map out their solutions.

Scenario A:

Your school notices that the amount of plastics in the recycling bins 
is increasing. While it’s great that more people are recycling, the 
school would like everyone to cut back on how much plastic is used. 
How can you help reduce plastic use? 

Scenario B:
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Your neighborhood needs a new playground. The existing play-
ground is underused because the equipment is outdated and, in 
some cases, unsafe. There are no places for general seating for 
parents or other caregivers. You want to include sturdy structures for 
kids to play safely and for families and the community to gather. How 
might you design a playground that is safe, sturdy, and fun?

4. Then, have each group share their solution with the class. Allo-

cate time for questions and responses.

Related National Curriculum Standards:

	➜ Common Core State Standards, English Language Arts: 

a. Review the key ideas expressed, draw conclusions, and ex-

plain their own ideas and understanding in light of the discus-

sion. CCSS.ELA-LITERACY.SL.3.1D, 4.1D, and 5.1D

b. Report on a topic or text, tell a story, present an opinion, or 

recount an experience in an organized, sequential manner 

and with appropriate facts and relevant, descriptive details to 

support main ideas or themes, speaking clearly at an under-

standable pace. CCSS.ELA-LITERACY.SL.3.4, 4.4, and 5.4

	➜ Next Generation Science Standards: 

a. Obtain and combine information about ways individual com-

munities use science ideas to protect the Earth’s resources 

and environment. 5-ESS3-1

b. Define a simple design problem reflecting a need or a want 

that includes specified criteria for success and constraints on 

materials, time, or cost. 3-5-ETS1-1
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Lesson Length:

	➜ 40–45 minutes 

Materials:

	➜ Paper or writing notebooks

	➜ Writing implements

Key Vocabulary:

	➜ Argument: (noun) a reason 

given for or against a matter 

under discussion. 

	➜ Pros and cons: (plural noun) 

good points and bad points. 

LESSON PLAN

Technology: Creating Pro and Con Arguments

Overview:

Technology is designed to make our lives and our world better. Yet it 

can also have unintended consequences or downsides. This lesson is 

designed for students to consider both the pros and cons of technol-

ogy. In this lesson, students will: 

	➜ Explore the various aspects and qualities of a piece of technology 

	➜ Identify the positive and negative qualities of the technology

	➜ Evaluate the technology by creating an argument for or against it

Directions:

1. Use the following scenario to introduce the lesson: 

We read about how technology can make life better in the “Rad 
Robots” article. What other types of technology make your life easier? 

Can technology sometimes make your life difficult? 

Today, you are going to think about different kinds of technology, 
and zero in on one kind. You will list the positives (pros) and nega-
tives (cons) for that piece of technology. For example, think of a cell 
phone. Some pros might be that you can use it to communicate 
quickly and to contact someone in an emergency. Some cons might 
be that it is expensive to buy and that it doesn’t get a signal in some 
areas. For this activity, you’ll select one of the technologies we use in 

school.

2. Assign or have students select one of the technologies listed be-

low (or other similar items) and create a list of pros and cons.

a. Smartboard

b. Laptop computers

c. Digital camera

d. Public address system

e. 3D printer

3. After students have their list, model how they can create their ar-

gument. You can use the argument outline and sentence starters/

stems below. 

Argument Outline

a. State your position (for or against)
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b. Provide a reason (why this technology is helpful /not helpful 

to our school).

• Explain the evidence

c. (Repeat with additional reasons) 

• Restate your position (for or against)

• Restate your reasons

d. Conclude

Sentence Starters/Stems

a. Some people may think ______, but [insert technology] actu-

ally _______. 

b. Although there may be negative aspects of [insert technolo-

gy], it helps us by ______. 

c. [insert technology] is (is not) beneficial to our school because 

______. 

4. After students develop their arguments, have them present to a 

partner or small group. 

NOTE: Younger students might need to do this activity in pairs or 
groups. Consider giving them more examples of technology pros and 

cons or forming an argument together as a class.

Related National Curriculum Standards:

	➜ Common Core State Standards, English Language Arts: 

a. Review the key ideas expressed, draw conclusions, and ex-

plain their own ideas and understanding in light of the discus-

sion. CCSS.ELA-LITERACY.SL.3.1D, 4.1D, and 5.1D

b. Report on a topic or text, tell a story, present an opinion, or 

recount an experience in an organized, sequential manner 

and with appropriate facts and relevant, descriptive details to 

support main ideas or themes, speaking clearly at an under-

standable pace. CCSS.ELA-LITERACY.SL.3.4, 4.4, and 5.4

c. Write opinion pieces on topics or texts, supporting a point of 

view with reasons and information. CCSS.ELA-LITERACY.W.4.1 and 

5.1

	➜ Next Generation Science Standards: 
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a. Generate and compare multiple possible solutions to a prob-

lem based on how well each is likely to meet the criteria and 

constraints of the problem. 3-5-ETSS1-2
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Lesson Length:

	➜ 35–40 minutes 

Materials:

	➜ Paper

	➜ Writing and coloring imple-

ments like pencils, crayons, 

and markers

	➜ Projection system

Key Vocabulary:

	➜ Mythical: (adjective) occur-

ring in, or characteristic of, 

myths or folk tales; legend-

ary, imaginary.

	➜ Venomous: (adjective) poi-

sonous, secreting poisonous 

substances.

	➜ Paleontologists: (noun) a 

scientist who studies fossils.

	➜ Characteristics: (noun) a 

feature or quality belonging 

typically to a person, place, 

or thing and serving to iden-

tify it.

LESSON PLAN

Collaboration Art: Co-Creating Mythical Monsters

Overview:

One of the most significant ways individuals express curiosity is 

through artistic works. Historical mythical monsters sprang from 

deep curiosity about the world. This lesson builds on the “Mythical 

Monsters” article and engages students in creating their own mythical 

monster—with a twist. In this lesson, students will:

	➜ Describe characteristics of mythical monsters

	➜ Generate and conceptualize artistic ideas and work

	➜ Work collaboratively to organize and complete artistic work

Directions:

1. Before the lesson, search online for images of the mythical mon-

sters in the “Mythical Monsters” article or other mythical monsters 

and prepare the images for projection.

2. Begin the lesson with a brief discussion about the mythical mon-

sters highlighted in the article.

3. Project the mythical monster images to give students a visual idea 

of how the monsters have been depicted. 

4. Ask students to describe the physical characteristics of these 

monsters.

5. Then, tell the students to work independently to develop a list 

of the characteristics of a new mythical monster they will create. 

Prompt students to think about the physical characteristics the 

monster would have and how the monster’s personality might be 

evident in its appearance. Have students write their list at the top 

of a plain sheet of paper.

6. Next, ask the students to start drawing their monster on the same 

sheet of paper. Have students add one or two of their characteris-

tics, but not all of them.

7. After the students finish, tell them to pass their drawing to the 

student on their left (or use some other systematic passing meth-

od).
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8. Instruct the students to add to their classmates’ drawings based 

on the characteristics listed. 

9. Once the students are done, have them pass the drawing to 

another student and repeat four to five times, depending on the 

time available. After the last pass, make sure students get their 

original drawing back.

10. Conclude the lesson by having students present their final mon-

ster drawing (now a group designed monster) to the class. Ask the 

students to talk about how the listed characteristics helped them 

create their drawings.

11. Post the drawings for a gallery walk.

Related National Curriculum Standards:

	➜ National Core Arts Standards: Creating:

a. Anchor Standard #1. Generate and conceptualize artistic ideas 

and work.

b. Anchor Standard #2. Organize and develop artistic ideas and 

work.

c. Anchor Standard #3. Refine and complete artistic work.
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Lesson Length:

	➜ 35–40 minutes 

Materials:

	➜ Paper

	➜ Writing and coloring imple-

ments, like pencils, crayons, 

and markers

Key Vocabulary:

	➜ Fiction: (noun) something 

told or written that is not 

fact; a made-up story; works 

of literature that are not true 

stories.

	➜ Nonfiction: (noun) writing 

that gives information or 

describes real events.

	➜ Character traits: (noun) the 

parts of a person’s behavior 

and attitude that make up 

their personality.

LESSON PLAN

Developing Your Own Graphic Novel Character

Overview:

Graphic novels are a popular way for young students to develop a 

love of reading. Like other forms of literature, graphic novels contain 

the elements of good fiction and nonfiction. In this lesson, students 

will:

	➜ Understand the basic elements of a graphic novel

	➜ Develop a simple story idea

	➜ Create a character for a graphic novel based on that story idea

Directions:

1. Begin the lesson by talking about the main ideas in the “Getting 

to Know Graphic Novels” article. Ask students if they’ve ever read 

a graphic novel. If so, ask them to describe what they’ve read. 

Some young students may have read graphic novels such as “Dia-

ry of a Wimpy Kid,” “Babysitter’s Club,” “Cat Kid,” or “Dog Man.” 

2. Remind students of the elements of a graphic novel. The novels 

include:

a. A story that is fiction or nonfiction

b. A story that has a beginning, middle, and end

c. A sequence of artwork that tells the story

d. One or more characters that drive the action

e. A problem to solve or a challenge to overcome

NOTE: You may want to remind students of the difference between 

fiction and nonfiction, as this will be important for their assignment.

3. Tell students that they are going to create a character for a graph-

ic novel. Have them first think about a story they would like to 

tell—it can be an imaginary story (fiction), a story of a real person 

(nonfiction), or a story about their own personal experience (non-

fiction).

4. Have students write their story ideas (one to two sentences) on a 

sheet of paper. 
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5. Then, ask them to think about a character for their story and to 

describe that character below their story idea. Have them include 

things like:

a. Physical characteristics

b. Character traits (like friendly, smart, shy, talkative)

c. Interests

d. Way of speaking (like speaks slowly, mumbles, shouts)

6. Next, ask students to do a simple sketch of the character. 

7. Once the students are finished, divide them into small groups to 

share their ideas and characters. Collect their papers to post in 

the classroom when they’re done.

Related National Curriculum Standards:

	➜ CCSS: English Language Arts Standards: 

a. Apply the reading standards to (a range) of text types, with 

texts selected from a broad range of cultures and periods. 

Standard 10: Range, Quality, & Complexity, Range of Text Types for K-5


	Create Your Own Library
	Before You Go: Planning Library Research
	Tracing Clues: The Journey of a Dollar Bill
	Is That a Word? Building Vocabulary With a Word Game
	Starting Research With “How” Questions
	Real-World Solutions: More Than One Way to Solve a Problem
	Technology: Creating Pro and Con Arguments
	Collaboration Art: Co-Creating Mythical Monsters
	Developing Your Own Graphic Novel Character

