
Week 8 Grade 6 ELA Continued Learning (5/18 – 5/22) 

This Week’s Learning Standards 

For this week’s reading material:  CCSS.ELA-LITERACY.CCRA.R.1 
Read closely to determine what the text says explicitly and to make logical inferences from it; cite specific textual evidence 

when writing or speaking to support conclusions drawn from the text. 
 

For Hero’s Journey outline:  CCSS.ELA-LITERACY.W.6.4 
Produce clear and coherent writing in which the development, organization, and style are appropriate to task, purpose, and 

audience. (Grade-specific expectations for writing types are defined in standards 1-3 above.) 

Monday (5/18) 

• Read: Heroes and Their Journeys (p. 2-3) 

• If you have online access, re-watch the TED 

video on the Hero’s Journey 
       >>> https://youtu.be/Hhk4N9A0oCA 

• Complete Monday’s Reading Response (p. 

7) 

Tuesday (5/19) 

• Who was Scheherazade? Learn the interesting 

story behind this week’s storyteller. (p. 4) 

• Read a retelling of a legendary hero in Aladdin 

and the Wonderful Lamp.    (p. 4-6)   

• Complete Tuesday’s Reading Response (p. 7) 
. 

Wednesday (5/20) 

• Design your hero. (p. 9) 
 

Thursday (5/21) 

• Brainstorm/Outline Hero’s Journey using chart. 

(p. 10) 

 

Friday (5/22) 

• Work on completing and submitting the 

outline of your Hero’s Journey story. 
•  Complete Book Project Check-In (p.7) 

 

 
Mrs. Daoud 

edaoud@northmasonschools.org 

Zoom Office Hours 

M 1-3 W 10-12 or by appt. 

 

Meeting ID: 491 306 3842 

Code: 314245 

 

Stay connected with class updates and 

communication on Remind. If you don’t have your 

student’s class code, email their teacher to have a 

link sent! 

Ms. Plas 
mplas@northmasonschools.org 

Office Hours M-F 10-4 

 

Zoom Meetings  

Monday 1 p.m. 

Mtg ID 870 6811 8923 

Code MsPlas 

 

Wednesday 10 a.m. 

Mtg ID 814 2291 9167 

Code MsPlas 
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Heroes and Their Journeys 

What does Ironman, Hercules, Katiness Everdeen, and Mulan have in common? They are all considered 

heroes. A hero is the main character in a myth or legend who goes on an adventure, goes through a series of 

increasingly difficult trials, and returns from their successful journey rewarded in some way. Maybe they are 

wiser, stronger, or now have possession of something important and powerful.  Heroes are not gods. They can die 

or be severely injured. Rather, they are more like super humans. They can have great strength, demonstrate 

exceptional courage or intelligence, be very faithful, and more.  

Not all heroes are the same. Different cultural heroes reflect the values of their culture. For example, since 

strength and endurance were qualities the ancient Greek’s and Australian Aboriginal people’s valued, their heroes 

exemplified these values. In ancient Chinese and Arabian cultures where wisdom was a very valued quality, their 

heroes had to be clever enough to solve riddles or trick jinns (genies) or evil magicians. In ancient Egyptian 

mythology where religion was a huge part of their culture, the heroes were often priest-magicians (an earlier 

version of what we might consider a wizard).  In other cultures, the strength of female heroes was their ability to 

outwit their enemy with intelligence and charisma.  

Joseph Campbell believed that heroes in stories shared a lot in common.  He studied myths from all over 

the world and published a book called "The Hero with a Thousand Faces," retelling dozens of stories and 

explaining how each represents the monomyth, or Hero's Journey.  So, what is the "hero's journey"? Think of it 

as a cycle. The journey begins and ends in a hero's ordinary world, but the quest passes through an unfamiliar, 

special world.  Along the way, there are some key events.  By the end of the story, the hero is forever changed in 

some way by the journey they have taken.  Think about your favorite book or movie.  Does it follow this pattern?  

Many popular books and movies follow this ancient formula closely.  Look at the examples below. 

The Hero’s Journey  

by Joseph Campbell 

 

Luke Skywalker 

 

Finding Nemo

 

Ordinary World (aka Status 

Quo): That's where we start.  We 

learn what the setting is and are 

introduced to our hero. 

We meet Luke on Tatooine, a 

desert planet in a galaxy far, far 

away. He has two robot 

companions he has built himself. 

Bored and restless, he is eager to 

leave his aunt and uncle and 

explore the galaxy. 

Marlin is excited to have his new 

eggs hatch! When disaster strikes, 

leaving him with only one son, 

Nemo, he becomes protective and 

anxious, constantly worried 

something bad will happen if he 

leaves Nemo alone 

Call to Adventure:.  The hero is 

presented with a problem, 

challenge, or adventure to 

undertake 

He receives the Call from Leia for 

help which is meant for Obi-Wan 

Kenobi.  

 

Nemo wants to prove he is brave 

by swimming out to touch the 

forbidden “Butt.” He gets caught. 

Challenge: Marlin must rescue 

him. 

Refusal of the Call: The hero 

refuses the challenge or journey, 

usually out of fear. 

Luke is puts off leaving Tatooine 

because he feels responsible for 

his family.  

Marlin is afraid to go after Nemo 

because he is afraid of the open 

sea. 

Assistance. The hero meets a 

mentor to gain confidence, advice, 

or training to face the adventure. 

Obi-Wan, a former Jedi Master, 

trains him in the ways of his force 

and gives him Luke’s father’s 

Marlin’s mentor is Dory who uses 

humor to help him overcome his 

fear.  



lightsaber to help him on his 

journey. 

He also is a mentor to Luke who is 

grieving the loss of his murdered 

aunt/uncle. 

Crossing the First Threshold: 

The hero crosses the threshold 

from their normal, safe home, and 

enters the special world and 

adventure. 

With Han Solo and Chewbacca, 

Luke leaves Tatooine to begin his 

adventure. 

Marlin leave his safe zone/home to 

look for Nemo in the wide-open 

sea. 

Trials: The hero faces tests, meets 

allies, confronts enemies, and 

learns the rules of the Special 

World. 

Luke fights in space battles, is 

trained by Yoda, goes through a 

lot of experiences on his mission 

to destroy the Death Star. 

Marlin meets “vegetarian” Sharks. 

Dory remembers she can read.  

The Pelican takes Marlin to Nemo, 

etc. 

Approach: It's time to face the 

biggest ordeal, the hero's worst 

fear. 

Luke and his friends/fellow rebels 

attack the Death Star. 

Marlin thinks Nemo is dead. Dory 

helps Marlin regain his hope and 

get him back on track. 

Crisis: This is the hero's darkest 

hour. Whatever happens here will 

forever change their life in some 

way.  

Luke fights Darth Vader, is 

defeated, finds out Darth Vader is 

his father, and loses his hand.  He 

is rescued by friends and 

miraculously survives. 

Marlin returns to save Dory form 

the jellies. The jellyfish stings 

Marlin and almost dies, but he 

survives and recovers and gets 

help from Crush the Turtle on the 

E.A.C. 

Treasure: The hero gets what they 

were looking for: treasure, special 

recognition, or power. 

The Death Star is destroyed.  Luke 

becomes a Jedi Knight. 

Nemo escapes the fish tank. 

Marlin and Nemo are reunited. 

Resurrection/Return with Elixir 

Hero takes back the wisdom 

learned back to the Ordinary World 

to help others.  

After becoming a Jedi Knight, 

Luke can no longer be a simple 

farmer. He continues exploring the 

galaxy and having more 

experiences before disappearing.  

Marlin realizes his mistake. He 

apologizes to Nemo for not believe 

in him. Marlin learns to let go and 

believe that all will work out in the 

end. Marlin brings Nemo back to 

the ordinary world and applies the 

lessons he has learned. He allows 

Nemo to go to school without fear, 

which allows him to live a happier 

life. 

 

 

 

 

 

 

 

 

 



Ladies and gentlemen, 

meet Scheherazade!  
Pronounced: [SHUH] + 

[HERR] + [UH] + [ZAA] + 

[DUH] 

 
Inventor of the Cliff-Hanger 

 

     Scheherazade is a legendary Persian queen who lived hundreds of years ago and is 

credited as the storyteller in the Book of One Thousand and One Nights. 

According to legend, there once was an Arabian Sultan (King) named Shahryar who 

married a young woman every night. At the end of every night he would send his new 

wife to have her head chopped off. He had already killed 3000 women in this way! 

       Scheherazade was sent to the Sultan one night. Knowing she had to think of 

something to save her life and fast, she devised a plan. She began to tell the Sultan an 

incredible story.  However, right as she was getting to the good part, she stopped. It was 

dawn. The Sultan wanted to hear the end of the story, but Scheherazade said he would 

have to wait until the next night to hear the rest. 

      The next night she finished the story and began another one, which she again stopped 

when it was dawn.  The king had to wait another night to hear the rest of the story. 

Scheherazade kept this up for 1001 nights. She told him 1001 stories. In the end the king 

had fallen in love with Scheherazade and they already had three children, so he did not 

have her executed. 

 
Modern-day regions which were under the Persian Empire's control include Middle Eastern 

nations such as Iran, Iraq, Palestine and Israel and Lebanon, North African countries such as 

Egypt and Libya in addition to territories as far as Eastern Europe including Armenia, 

Azerbaijan and Georgia. 

Pre-Read:  "Aladdin and the Wonderful Lamp” is included in the famous Book of One Thousand and One Nights.  
However, its origins have been traced back to China. Enjoy reading the original version of Aladdin! 

ALADDIN AND THE WONDERFUL LAMP 

Retold by Walter Crane 

FYI: “Jinn” = Genie (a pre-Islamic mythological creature) 

ALADDIN was the son of a poor tailor in an Eastern city. He was a spoiled boy, and loved play better than work; 

so that when Mustapha, his father, died, he was not able to earn his living; and his poor mother had to spin cotton 

all day long to buy food for their support. But she dearly loved her son, knowing that he had a good heart, and 

she believed that as he grew older, he would do better, and become at last a worthy and prosperous man. 

One day, when Aladdin was walking outside the town, an old man came up to him, and looking very hard in his 

face, said he was his father’s brother, and had long been away in a distant country, but that now he wished to help 

his nephew to get on. He then put a ring on the boy’s finger, telling him that no harm could happen to him so long 

as he wore it. Now, this strange man was no uncle of Aladdin, nor was he related at all to him; but he was a 

wicked magician, who wanted to make use of the lad’s services, as we shall see in a moment. 

https://simple.wikipedia.org/wiki/Legend
https://simple.wikipedia.org/wiki/One_Thousand_and_One_Nights
https://www.shortkidstories.com/authors/walter-crane/


 

The old man led Aladdin a good way into the country, until they came to a very lonely spot between two high 

black mountains. Here he lighted a fire, and threw into it some gum, all the time repeating many strange words. 

The ground then opened just before them, and a stone trap-door appeared. After lifting this up, the Magician told 

Aladdin to go below, down some broken steps, and at the foot of these he would find three halls, in the last of 

which was a door leading to a garden full of beautiful trees; this he was to cross, and after climbing some more 

steps, he would come to a terrace, when he would see a small shelf, in which there was a lighted Lamp. He was 

then to take the Lamp, put out the light, empty the oil, and bring it away with him. 

Aladdin found all the Magician had told him to be true; he passed quickly but cautiously through the three halls, 

so as not even to touch the walls with his clothes, as the Magician had directed. He took the Lamp from the shelf, 

threw out the oil, and wrapped it in his arms. As he came back through the garden, his eyes were dazzled with the 

bright-coloured fruits on the trees, shining like glass. Many of these he plucked and put in his pockets, and then 

returned with the Lamp, and called upon his uncle to help him up the broken steps. 

“Give me the Lamp,” said the old man, angrily. 

“Not till I get out safe,” cried the boy. 

The Magician, in an anger, then slammed down the trap-door, and Aladdin was shut up fast enough. While crying 

bitterly, he by chance rubbed the ring, and a figure appeared before him, saying, “I am at your command, the Jinn 

of the Ring; what do you desire?” 

Aladdin told the Jinn of the Ring that he only wanted to be set free, and to be taken back to his mother. In an 

instant he found himself at home, very hungry, and his poor mother was much pleased to see him again. He told 

her all that had happened; she then felt curious to look at the Lamp he had brought, and began rubbing it, to make 

it shine brighter. Both were quite amazed at seeing rise before them a strange figure; this proved to be the Jinn of 

the Lamp, who asked for their commands. On hearing that food was what they most wanted, a servant instantly 

entered with the most delicious food upon a dainty dish of silver, and with silver plates for them to eat from. 

Aladdin and his mother feasted upon the rich fare brought to them, and sold the silver dish and plates, on the 

earnings of which they lived happily for some weeks. 

Aladdin was now able to dress well, and in taking his usual walk, he one day chanced to see the Sultan’s daughter 

coming with her attendants from the baths. He was so much struck with her beauty, that he fell in love with her 

at once, and told his mother that she must go to the Sultan, and ask him to give the Princess to be his wife. 



 

The poor woman said he must be crazy; but her son not only knew what a treasure he had got in the Magic Lamp, 

but he had also found how valuable were the shining fruits he had gathered, which he thought at the time to be 

only coloured glass. At first he sent a bowlful of these jewels—for so they were—to the Sultan, who was amazed 

at their richness, and said to Aladdin’s mother: “Your son shall have his wish, if he can send me, in a week, forty 

bowls like this, carried by twenty white and twenty black attendants, handsomely dressed.” He thought by this to 

keep what he had got, and to hear no more of Aladdin. 

But the Jinn of the Lamp soon brought the bowls of jewels and the attendants, and Aladdin’s mother went with 

them to the Sultan. 

The Sultan was overjoyed at receiving these rich gifts, and at once agreed that the Princess Bulbul should be the 

wife of Aladdin. The happy youth then summoned the Jinn of the Lamp to assist him; and shortly set out for the 

Palace. He was dressed in a handsome suit of clothes, and rode a beautiful horse; by his side marched a number 

of attendants, scattering handfuls of gold among the people.  As soon as they were married, Aladdin ordered the 

Jinn of the Lamp to build, in the course of a night, a most superb Palace, and there the young couple lived quite 

happily for some time. 

One day, when Aladdin was out hunting with the Sultan, the wicked Magician, who had heard of his good luck, 

and wished to get hold of the Magic Lamp, cried out in the streets, “New lamps for old ones!” 

A silly maid in the Palace, hearing this, got permission from the Princess to change Aladdin’s old Lamp, which 

she had seen on a stand where he always left it, for a new one, and so the Magician got hold of it.  As soon as the 

Magician had safely got the Lamp, he caused the Jinn to remove the Palace, and Bulbul within it, to Africa. 

Aladdin’s grief was very great, and so was the rage of the Sultan at the loss of the Princess, and poor Aladdin’s 

life was in some danger, for the Sultan threatened to kill him if he did not find his daughter in three days. 

Aladdin first called upon the Jinn of the Ring to help him, but all he could do was to take him to Africa. The 

Princess was rejoiced to see him again, but was very sorry to find that she had been the cause of all their trouble 

by parting with the wonderful Lamp. Aladdin, however, consoled her, and told her that he had thought of a plan 

for getting it back. He then left her, but soon returned with a powerful sleeping-draught, and advised her to receive 

the Magician with pretended kindness, and pour it into his wine at dinner that day, so as to make him fall sound 

asleep, when they could take the Lamp from him. 

Everything happened as they expected; the Magician drank the wine, and when Aladdin came in, he found that 

he had fallen back asleep on the couch. Aladdin took the Lamp from his arms, and called upon the Jinn to transport 

the Palace, the Princess, and himself, back to their home city. 

The Sultan was as much astonished and pleased at their return, as he had been upset beyond measure at the loss 

of his daughter.  As for Aladdin with his lovely wife Bulbul, they lived long and happy lives afterwards enjoying 

their good fortune. 



 

Final Creative Writing Project: My Hero’s Journey Project Outline + Rubric  

For this project, you will be spending the next three weeks brainstorming, drafting, writing, and editing your own 

hero’s journey. These stories going to be based in the mythological world you have created.  Use your mythological 

world map to help you describe the setting and important places your hero may visit.  Select one of the following 

writing prompts and begin drafting your hero’s journey. 

• An ancient prophecy has foretold doom unless a hero is found to stop a terrible event from destroying 

your mythological world. 

• A dangerous foe or monster has entered your mythological world and is creating chaos.   They must be 

stopped before it is too late! 

• Someone or something incredibly important has been stolen/kidnapped. 

• Your hero doesn’t feel like they are accepted by their society. By accepting a dangerous quest no one else 

has come back from, they set out to prove themselves.  

• Come up with your own heroes' journey. 

 

What your teachers will be looking for: 

• I show that my hero learns a lesson.  

• I write about the setting of my story using details and imagery to help paint a picture for my reader. 

• I write a conclusion to my story that leaves readers feeling satisfied.  (NO CLIFFHANGERS!) 

• Spelling, punctuation, grammar. (Make sure no words have squiggly red lines (spelling errors) or blue 

lines (punctuation/grammar errors) below them. 

•  

Document Requirements: 

• If typing: Size 12 font- Times New Roman- Justified- Double Space 

• If writing by hand- write neatly with pen and skip a line. 

 

Book Project Check-In: 

What book are you reading for your final book project?   

Title:                                                                                       Author:  

What page are you on? 

What project have you selected? 

Are you enjoying reading your book? 

 

 

 

 



Monday’s Reading Response:  What are three things unique to Marlin/Luke’s hero’s journey? What are three things their 

journeys have in common? 

Marlin Both Luke 

  

 

 

 

 

  

 

 

 

 

  

 

 

 

 

By the end of his journey, Marlin 

learns what lesson? 

 

 

 

 By the end of his journey, what lesson 

does Luke learn? 

Bonus: What is another example of a hero you have read or watched? What makes them a hero? What lesson do they 

learn at the end of their hero’s journey? 

 

 

 

Tuesday’s Reading Response:  

The Hero’s Journey Aladdin and the Wonderful Lamp 

Ordinary World: 

What is Aladdin’s normal life like?  Is he likeable? 

 

Call to Adventure:  

What new person appears in Aladdin’s life? What 

request does he make? 

 

Refusal of the Call:  

Does Aladdin refuse to go with the old man? 

 

Assistance: What does the old man give Aladdin for 

protection? 

 

Crossing the First Threshold: Where does Aladdin 

and the old man go? 

 

Trials: What are TWO things Aladdin does to keep 

himself safe? What does Aladdin do to prove his love 

of the Princess? 

1. 

 

 

2. 

 

 

Approach: Aladdin is closer to attaining the life he 

wants. What does this life include? 

 

Crisis: What terrible event happens that forces 

Aladdin back into a life of adventure? What are the 

consequences if he doesn’t succeed? 

 

Treasure: Does Aladdin get what he was looking for? 

What was he wanting? 

 

Resurrection/Return with Elixir: 

How is Aladdin treated or rewarded when he returns 

with the lamp? 

 



Design Your Hero 

Character Name: 

 

 

Sketch out your character here.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Stats:  

Strength  

1_ _ _ _ _ _ _ _ _10 

 

Agility (Are they clumsy or quick 

on their feet?) 

1_ _ _ _ _ _ _ _ _ 10 

 

Stamina (Do they give up easily 

or keep going when things are 

hard?) 

1_ _ _ _ _ _ _ _ _ 10 

 

Intelligence (Do they know lots of 

facts and information from 

reading? Are they “book smart”?) 

1_ _ _ _ _ _ _ _ _ 10 

 

Charisma (How friendly are 

they?) 

1_ _ _ _ _ _ _ _ _ 10 

 

 

Hero Profile 

 

Age: 

 

My character loves... 

 

 

 

My character hates... 

 

 

 

My character’s greatest fear is... 

 

 

 

My character hopes... 

 

Inventory  

(Draw or list items below.) 

What do they bring for food/drink? 

 

 

 

 

 

How do they pay for things? 

 

 

 

 

 

What are 3-5 essential items they 

pack with them? 

 

 

 

 

 

 

 



Outline Your Hero’s Journey 

The Hero’s Journey Your Hero’s Journey 

Ordinary World: What does your world 

look like? Where does your hero live? (USE 

YOUR MAP AS REFERENCE). 

 

Call to Adventure: What problem or 

challenge does your hero face? 

(Ex: A monster threatens their world, and 

someone needs to stop it. A drought has 

killed crops can be stopped if someone 

finds a way to make the gods happy, etc) 

 

Refusal of the Call: Why does your hero 

not go right away? Are they scared? Do 

they feel responsible for their family?  

 

Assistance: Who teaches your hero the 

skills they need to face this challenge? How 

do they do this? 

 

Crossing the First Threshold: When 

your hero leaves to start their adventure, 

how are they feeling? How do they know 

they are no longer “home” anymore? 

 

Trials: What are TWO things that your 

hero could face on the way to the big 

showdown? For example, do they have to 

battle smaller monsters?  Find 

magical/important items hidden in 

dangerous places? Work through their own 

doubts/fears? 

1. 

 

 

2. 

 

 

 

Approach: It's time to face the biggest 

ordeal, the hero's worst fear. What is it? 

 

Crisis: This is the hero's darkest hour. Do 

they lose someone or something important? 

Do they learn a lesson the hard way? What 

do they have to sacrifice to get home safely?  

 

Treasure: Your hero gets what they were 

looking for. Is it a healing potion/elixir? 

Important knowledge? A granted wish? A 

magical object? Is it the return of a stolen 

item or kidnapped person? 

 

Resurrection/Return with Elixir: 

How do people greet your hero when they 

return from their adventure? How does your 

hero feel about being home?  

 

 


	Aladdin and the Wonderful Lamp
	Retold by Walter Crane


