
ThriveCast Template	Instructions	
These	instructions	will	walk	you	through	the	ThriveCast	Template	(the	blank	form	you	will	complete	with	your	own	
content	and	images)	in	creating	your	Opportunity.	We	have	included	a	completed	sample	template	here	(page	2).	Please	
refer	to	the	blank	ThriveCast	Template	to	walk	through	each	of	these	sections:	

Author:	That’s	you.	
T-Cast	Header	Image:	Select	an	 image	that	capture	the	essence	of	your	Quest.	To	 find	royalty	free	 images	
you	 may	 search	 Pexels	 or	 Pixabay.	 In	 Google	 Images,	 you	 can	 refine	 a	 search	 by	 clicking	
Tools>Usage	Rights>Labeled	for	Reuse.	
T-Cast	Title:	Succinct	and	to	the	point,	usually	just	a	few	words.	
Short	Text:	A	call	to	action	providing	brief	context	about	the	value	of	the	Quest.	Usually	under	20	words.	

Focus:	This	sets	up	both	the	focus	and	criteria	for	showing	successful	completion	of	the	Quest.	Each	of	these	3	
sentences	should	be	succinct,	keeping	them	under	30	words.	

• Header:	Frames	the	Quest.	Why	is	this	important	and	what	real-world	value	will	they	gain?
• 1st	 Bullet:	What	will	 they	 achieve?	 Consider	 a	 general	 prompt	 that	 could	 support	 your	 learners	 in

pursuing	the	targeted	skills	or	knowledge	towards	a	particular	goal.
• 2nd	Bullet:	How	will	the	user	achieve	impact?	Consider	a	prompt	that	will	help	the	user	apply	this	in

their	own	lives	for	real-world	impact.

Thrive Stories:	New	platforms	must	be	seeded	with	stories	created	by	the	designers,	before	players	enter,	to	
serve	as	model	outcomes	and	provide	diverse	ideas.	Here	are	things	to	keep	in	mind:	

• Create	2	stories.	In	creating	each	persona,	try	to	embody	the	voice	of	a	real	person	that	might	use	this
platform,	authentic	in	age,	word	choice,	and	issues	relevant	to	them.	The	more	detailed,	the	more
believable	and	relatable.

• Represent	a	diversity	of	people	and	perspectives	to	motivate	creativity	and	new	applications.
• Be	sure	to	address	the	Quest	Focus,	and	illustrate	what	they	did	in	relation	to	those	criteria.
• Each	Story	includes	a	Cover	Image,	and	sometimes	evidence	or	artifact	that	represents	growth.	Feel	free

to	create	an	actual	artifact,	use	one	you	already	have,	or	find	an	image	of	something	relevant.	If	real
names	are	visible,	please	blur	or	replace	with	pseudonyms.

• Images	need	not	be	beautiful	photographs.	Actual	artifacts,	data,	or	common	pictures	are	most	authentic.

Growth Activities:	 Activities	are	designed	to	support	the	player	in	learning	and	growing	the	necessary	
skills	to	be	successful	in	their	Thrive Story	and	meet	the	Focus	criteria.	Activities	include	the	following	
elements. You can also describe or create a task on the H5P.Org site. 

• Description- Overview of the learning task, provides a brief overview 
of what they’ll be doing. Usually a few sentences—a short call to action.

• Resources-	(pdfs,	videos,	data,	graphs,	games,	interactives,	etc.)
Should	be	carefully	selected,	crafted,	or	curated,	as	they	carry	the	main
weight	of	the	Activity,	with	the	necessary	content	and	skills	for	success.
The	goal	is	for	the	user	to	interrogate	the	resources,	and	engage	in	analysis,
skill	building,	reflection,	and	application	of	content.	These	can	be	digital,
real-world,	or	blended	experiences,	and	can	link	to	other	media.	Diversity	of
modalities	is	encouraged	across	the	resources.	Typically,	2-4	resources	are
used,	but	more	complex	topics	may	require	more.

• Task-	Supports	the	learner	in	integrating	and	translating	the	ideas	into
meaningful	applications	in	their	own	life.	Create	a	targeted	task	to	complete	with	the	resources.	These 
instructions	do	not	contain	context	or	framing	(which	is	in	the	Description).	Typically,	1-2	sentences.

• Completion	Text:	This	appears	on	the	Challenge	once	the	player	has	completed	and	submitted	their 
response.	The	text	should	connect	to	what	they	did	in	the	challenge.	Should	be	a	specific	affirmation,	not 
‘Good	job!’	We	don’t	know	if	they	did	well	or	not.	Should	be	about	one	sentence.	

https://www.pexels.com
https://pixabay.com/en/photos/


ThriveCasts provide the core interaction in the ThriveCast Platform, designed to activate one’s potential for growth, impact and relationship

Focus: Specify what the user will achieve, what counts as success, and why the work is important

Stories provide grounded, yet aspirational examples, of what users can achieve through Quest

Growth Activities are the skill building and learning activities designed to grow the abilities of the necessary for the user to create her impact story
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	Author Name: Anna Arici
	Pursuit Thumbnail: 
	Pursuit Title: Child & Adolescent Development
	Short Text: The changes that happen in childhood and adolescence can set the stage for future happiness, health and success.
	First Focus Bullet: While a real understanding of human development requires long-term study, its important to review key concepts and translate those into practice with the youth in your life.
	Second Focus Bullet: Think of a topic relevant to the current development of kids or teens in your life. Explore how you could better meet their emotional, physical, social and cognitive needs. 
	Third Focus Bullet: Identify a specific element of development that you want to target for your these youth. Share why its important, and how you'll address it in your interactions.
	Story 1 Title: Teen brains: Under renovation!
	Story 1 Content: So it turns out that teen brains are under rennovation, but not in a bad way. Its all part of the plan. Teens are like entertainment centers where not all the wire are hooked up yet. They are getting pruned and rewired as they go through the changes of maturation, and the last area to finish is the prefrontal cortex, where the most important planning and decision making takes place. This explains a lot of what frustrates me in my classroom! The lack of planning, irrational decisions, not considering the consequences of their actions, paired up with a heavy dose of hormones that make them emotional, and no wonder they are ticking time bombs ready to implode their GPAs. The good news is that is also a time of plasticity in their brain, where they can learn new skills and languages, take up new passions, and can be inspired to work for good causes. Knowing this helps me reframe my frustration and realize the ones driving me crazy aren't bad kids, but still poorly wired. I can react by helping them connect those wires in good ways, building good habits, inspire their emotions, and structure my class to support their poor planning or decision making. I'm going to bring in more emotional resources that help them connect more deeply with the historical figures we study, and see them as real people who overcame struggles. I am also going to reconsider my late work policy, and instead of giving no credit, I think I will do a declining scale of what its worth for each day late. I know that many of them have good intentions but forget or make poor decisions. I want there to be consequences, but not necessarily go from an A to an F with one poorly-wired decision. 
	Story 1 Cover Image: 
	Story 1 Character: Brendan
	Story 2 Title: Playtime is seriously important!
	Story 2 Content: I've noticed a change in preschools from when I was a teenager working at the local YMCA to now that I am finishing my degree in early childhood. More parents are looking for us to give their young ones a curriculum that includes more traditional academics at an earlier age. This is with good intentions, to help their kids 'get ahead' or to take learning 'more seriously.' However, the more research I've done here, the more convinced I've become that play is serious learning. The exploration and learning that take place during play are just as serious as the any textbook these kids will use in later years. Play lets kids develop their imagination, coordination, physical, cognitive, and emotional skills. Play interactions also help the brain develop further and lay the groundwork for all future problem-solving and learning. Kids can't 'get ahead' without these foundations, and I fear the growing pressure that this generation is facing to take on more mature roles too soon. At the same time, I realize that play varies in its quality. I've been researching some of the developmentally appropriate ways to create play curricula for my kids in my student teaching. With some reflection on their strengths and needs, I can come up with play activities that are adult-guided but child-driven, with their own decision-making and at their own pace.
	Story 2 Cover Image: 
	Story 2 Character: Tabatha
	Challenge 1 Title: Review of Key Developmental Concepts
	Challenge 1 Short Text: A brief refresher on development in youth and strategies to support them, so that you can better support the youth in your life.
	Challenge 1 Completion Text: Understanding the diverse kinds of changes going on in children and teens helps demystify some of their behavior and brings you closer.
	Challenge 1 Description: Description - Developmental psychology studies the physical, cognitive, social, and emotional changes that occur across the lifespan. Its important for adults to understand the changes that happen in different stages of development, and ways to support youth during these rapidly changing times. We've gathered together highlights of key issues and theorists, which can help you better understand those changes and lead to richer interactions with kids in your life. 
	Challenge 1 Activity: Review the resources provided and find a concept or theorist that is particularly relevant to youth in your life, where they are in development right now.  Describe the key points of that theory, along with specifics about your age group and important considerations for how you can best support.
	Challenge 1 Resource 1: Video: Crash Course in Piaget and Cognitive Development - https://youtu.be/8nz2dtv--ok
	Challenge 1 Resource 2: Maslow's Hierarchy of Needs in the Classroom
	Challenge 2 Title: From Kids to Tweens, so many changes.
	Challenge 2 Short Text: The school years bring new challenges and successes, new emotions and relationships.
	Challenge 2 Completion Text: Knowing what you know, you can better support Tweens in being successful even with all the changes they are experiencing.
	Challenge 2 Description: They are no longer little, but aren't quite grown. The elementary school years are filled with changes and challenges. How can you best help the youth in your life to develop to their best potential? What makes their stage of development unique and what are their needs?
	Challenge 2 Activity: Select a developmental stage or age that is important to you, and explore the resources to learn more about the social, cognitive, physical and emotional changes that take place during that particular stage. Share the importance of those developmental changes and the positive outcomes if a child is supported well through this stage. Describe something specific that you will do to better support the children around you. 
	Challenge 2 Resource 1: 6-8 year olds - https://s3-us-west-1.amazonaws.com/journey-2-0/designer-uploads/270/caaac3d54d6fb930c48bb7ed6e81ba396232c7cb478-6-8yo.pdf
	Challenge 2 Resource 2: Tweens - https://s3-us-west-1.amazonaws.com/journey-2-0/designer-uploads/270/88cfbacae3e3fa37f817e9600d9b26325b1d638e5ba80-youngteens.pdf


