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A Wander:f ul Dayfor a Quest is a comic fantasy novella that lovingly spoofs
classic fairy-tale adventures while still telling a warm-hearted quest story of its own.
‘When an unfinished prophecy points toward Roddy Squires—a well-meaning
but very unlikely hero—the ordinary rhythms of goat-herding and village life \yﬁ, d

are overturned by dark lords, magical misunderstandings, odd companions, and fé——-/d:) ASL—_&R_\\
a journey that grows far bigger than anyone expects. |

Best for discussion:

‘What makes the story memorable is its playful voice. The narrator interrupts, |
commer.lts, an‘d jf)kes with the reader, \?rhile footnotes and asides turrf familiar | vy unlikely Hexoes
fantasy ideas inside out. At the same time, the novella never loses sight of |

its heart. Beneath the comedy, the book explores courage, loyalty, identity, and |

#* fantasy parody
the idea that heroism often appears in people who do not look heroic at all.

Readers can expect eccentric characters, comic reversals, whimsical * f"endShlP and courage ||
worldbuilding, and a quest that pokes fun at fantasy traditions even as
it celebrates them. This kit is designed to help book clubs talk about

the humor, characters, themes, and big-hearted surprises that make
the story such a fun read.
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Roddy Squires —

An earnest goat herder and the
novella’s unlikely hero. Roddy is
underestimated by almost everyone,
but he keeps moving forward with
sincerity, resilience, and surprising
courage.

Grimblewaith —

A gruff, reluctant ally whose rough
exterior hides loyalty and heart.
His growing partnership with Roddy
becomes one of the book’s most
rewarding relationships.

— e

Jackdaw the W1zard —

The eccentric wizard who helps
launch the adventure. He brings
prophecy, magical flair, and plenty
of comic energy to the story.

Sir Roderick 3RG —

A flashy knight who looks every bit
the classic hero. His confidence,
vanity, and theatrical self-image
make him both funny and
unexpectedly human.

Bellissimo —

Smart, capable, and unwilling to
fit neatly into the role of a
distressed damsel. She challenges
assumptions and adds wit and
strength to the story.

Mordeck —

A practical village voice whose
blunt humor helps ground the more
extravagant quest elements.

ELM / Wormtoe —
A dark-lord figure whose schemes
create real danger, even as the
novella delights in undercutting
villainous grandeur.

Relationship Gu1de
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Roddy and Grimblewaith grow
from uneasy companions into
trusted allies.

Roddy and Jackdaw connect
through prophecy, guidance,
and comic chaos.

performance.

Bellissimo and Sir Roderick
provide a humorous contrast
between competence and

— —
The wider community reminds

readers that heroism is
never a solo act.




On a wonderful day,
when goats are counted
and beans are sown,
a hero unknowing
will rise,
and the realm
Cwill be its own,

Unexpected Heroism —
Roddy’s journey asks
readers to reconsider what

a hero looks like. The book
suggests that bravery is often
quiet, awkward, and deeply
human

Destiny vs. Choice —

A prophecy may start the
adventure, but characters

still have to choose how they
will respond. The story playfully
questions whether fate alone

is enough.

Fantasy Parody with Heart —
The novella lovingly pokes fun at
quests, dark lords, chosen ones,
and grand declarations, yet it
also affirms why readers love
those stories in the first place,

Image vs. Reality —

Titles, appearances, and
reputations matter a great g
deal in this world, but they
are often misleading. True
worth is revealed through
action.

Friendship Across Differences —
One of the book’s richest

threads is the way unlikely

allies learn to trust
each other.

: ‘“1@ 5= | Ask which motif begins as a
‘Recurring Motifs: S/ joke but ends up carrying

e Prophecy and prediction | Reversals of fairy-tale | N

o Goats and magical beans |  expectations

o Heroic titles and handbooks | *® Statues, legends, and what
people remember

genuine meaning by the end
of the story.




Memble Moments

<o for Discussion cc— -

The Prophecy

Is Deciphered —
The opening revelation
sets the whole quest in
motion and immediately
establishes the novella's
comic tone.

Roddy and
Grimblewaith
Become Allies —
One of the story’s most
satisfying developments
is the friendship that
grows between two
deeply unlikely
companions.

The Journey
Through Mount
Ominous —

The mountain adventure
blends danger, absurdity,
and fantasy parody ina
way that feels central to
the book’s identity.

The Final Victory

and the Statue Scene —
The ending rewards
readers with both
celebration and a fresh
reminder that heroism

can arrive by surprising
routes.

Bellissimo and the
Reversal of
Expectations —

The book repeatedly
undercuts the traditional
“distressed damsel” role
in witty and memorable
ways.

The Narrator’s
Interruptions and
Footnotes —

These moments are not
just jokes; they shape the
pace, tone, and reader
experience of the entire

story.

® Which scene made you laugh the most?
® Which moment best shows genuine courage?

e Which scene would you most like to see adapted for stage
or screen? .
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Why is Roddy such an effective
unlikely hero? What makes him
easy to root for?

e

How does the novella use humor
to celebrate fantasy adventures
while also making fun of them?

— _,..f,,

What is the effect of the narrator’s
voice and the footnotes? How
would the story feel different
without them?

Which character surprised you *
the most by the end of the book, -
and why? i
How does Bellissimo challenge 8§
fairy-tale stereotypes? '
— oo 3
In what ways does Sir Roderick
embody the appearance of ;
heroism more than the substance

of it?

What does Grimblewaith add
to the story emotionally as well
as comed ically?

— e
Which scene best balances
laughter with real stakes?

Tip: Invite each reader to choose one
favorite question before the meeting begins.




Discussion Questlons
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The book constantly plays with
prophecy, destiny, and chosen-one
language. What does it ultimately
say about fate versus personal choice?
How do magical beans, goats, and
exaggerated titles evolve from
running jokes into meaningful
parts of the story’s identity?
‘What does the novella suggest
about the difference between
reputation and character?

‘Which supporting character would &
you most want to follow into a
sequel, and why?

How does the ending reward
readers while still leaving room
for future adventures?

Which relationship in the novella
feels most important to you?

If you had to give the story a new
subtitle, what would it be?

o

What do you think the book
is saying about hope, even
through all the comedy and chaos?

Optional closer:
Have each reader share one line, scene, or character they will remember most.




Grdup Activities &
’Reflectlon Prompts
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Create a short prophecy for
an unexpected hero in your
own group.

Add one new rule that Roddy
or Sir Roderick would need
for the next quest.

® Design a Statue — 2
Sketch or describe the statue
you would raise for the true |
hero of the story. q

@ © Cast the Quest Party —
Choose four characters for a ¥
new adventure and explain 4
why they belong together.

Draw or outline the next
quest Roddy might face
after the events of the novella.

® When have you seen courage in someone who was underestimated?
® Which character’s strengths would be most useful in your own life?

@ © What is one place where the story made you laugh and think at the same time?

@ ® If you stepped into this fairy-tale world, what role would you play?

———

BOI‘IUS Idea. End your meeting by inventing
one absurdly dramatic quest title for your group.
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Opening Icebreaker —

Ask each reader which character
they expected to like most before
reading and which character
actually won them over.

Spoiler-Light Start —

Begin with the introduction page
and invite early impressions of the
tone, narrator, and world.

Core Discussion —

Use the question pages to move
from character and humor to
themes, relationships, and

the ending.

Creative Wrap-Up —
Choose one activity or reflection’s
prompt to end on an imaginative
note.
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: ., acilitator Tips:
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4 Encourage readers to talk about both
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the comedy and the heart of the novella. Optlonal Extras: |

4 Make room for favorite lines, footnotes, e 5
Al iaugh-nubloud et 4 Serve themed snacks inspired by magical beans,
tavern fare, or quest provisions.

+ Ifyour group includes mixed ages, invite i P 3 ;
younger readers to r p(,nd thmugh 4 Invite members to arrive with a dramatic heroic
c title of their own making.

drawing or short writing.
4 Keep the conversation flexible; not every + Display the illustrated pages of this kit as table
group will want to discuss every question. decor or conversation starters.
onsider a final vote for “Most
Unexpected Heroic Moment.”




