Welcome to Weird & Wacky
Writiné Promptse

In your hands, you’re holding the world’s
greatest dice-rolling story builder for wild
imaginations, just like yours.

Do you have a brain full of bananas?

A pencil that's itching to scribble strange
stories?

A wild imagination that refuses to sit still?

Well then—WELCOME! You've just opened
the weirdest writing prompt book this side
of Jupiter. This isn't just a book. It's a weird-
o-matic story generator, powered by
nothing but your imagination... and a trusty
six-sided die.

The best part? These prompts can be used
over and over again because each time
you roll the die, you're generating different
story elements.



Here’s how it works:

STEP 1: Grab a die.

You know, a six-sided cube with numbers
1-6. You can use one from a board game,
an app, or make your own if you're feeling
crafty (and a little chaotic).

STEP 2: Roll the die once per element.
Each writing prompt gives you all the
elements you need to build your story.

1.Your main character

2.The setting

3.The problem (aka the juicy part!)

4.The genre, tone, or twist (this is where
things get weird)

5.How the story might end (or at least
something to aim for)

Roll the die for each element, match the
number to each option, and BOOM—you've
got the bones of your very own bizarre tale.
You just have to fill in all the wild and wacky
details to bring it to life.



It looks like this:

Create your outline and roll the die to
find each element. Roll a 3 for Main
Character? It's a penguin in a bowtie!
And so on.

Main Character:

Setting:

Plot Problem:;

Genre/Tone/Twist:

The Ending:

Roll 1 - Main Character
1. A secret agent cat
A kid with a marshmallow launcher
A penguin in a bowtie
A wizard with the hiccups
A time-traveling baker
A giant worm with stage fright

o0k W

Roll 2 - Setting
1. The world’s biggest bubble bath
2. A playground made of spaghetti
3. A flying school bus
4. A haunted vending machine
5. Inside a video game
6. A dragon’s cozy living room



Roll 3 - Plot Problem
1. Bubbles are taking over everything
2. The bus won't stop bouncing
3. Their shadow has escaped
4. Their magic spell backfired
5. The spaghetti is alive
6. Someone’s stolen the cookies

Roll 4 - Genre/Tone Twist
1. Make it a comedy
Make it spooky
Make it fast and wild
Make it full of surprises
Make it mysterious
Make it all rhyme (or try to!)
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Roll 5 — Ending

1. It ends with a dance party

2. They find out it was all a dream—or
was it?

3. The villain becomes their friend

4. They open a bakery together

5. It ends with a fart and a high-five

6. A mysterious door opens to a new
adventure



Once the die has decided your story
structure fate, it's time for the real fun...
create your story title. Use the prompt title
for inspiration or completely make up your
own.

STEP 3: Write your story!

Use a notebook, a laptop, a napkin, the back
of your math homework—whatever you've
got. Let your imagination go full squirrel-on-
a-trampoline and write the weirdest, silliest,
most creative story you can. No pressure to
be perfect. Just have fun! Try and write a
story related to the prompt theme. Will it
make sense? Probably not... that's why
they're weird & wacky. Will it be easy?
Depends on how silly you allow yourself to
be. Will it make you laugh? Definitely!

STEP 4: Tell someone. Or don't.

Share it with your best friend, your grandma,
your goldfish, or keep it top secret in your
Wacky Writer's Notebook (not an official
thing... but you can make one. Totally your
call.

Wait... what kind of stories are we talking
about?
Good question. You might meet:



A time-traveling toaster

A llama who teaches gym class

A backpack that burps black holes

Or a villainous banana peel on the run

Basically, nothing normal. Normal stories
have to sit in the corner. This is a book for the
wonderfully weird.

Final Words of Wackiness:
If your story ends with a talking sandwich?
Perfect.

If your detective is a marshmallow with a
mustache? Brilliant.

If your ending makes no sense but made you
laugh? You nailed it.

This is not homework... this is FUN!

You've got stories inside you that no one else
can tell—so get rolling, get writing, and get
ready to let your weird, wacky, and wild

imagination run loose!

Let’'s write!



What You'll Need

v~ This book

v~ Dice... actually, just one (die)
v" A notebook

v' Apen

v~ A wild imagination

We’ve created a free storyboard sheet that
you can download and print to create your
story outline (as mentioned on page 3). It’s
totally optional. Feel free to grab it at
www.boxbookpublishing.com/storyboard,
or just write your story elements down on a
piece of paper. Whatever works for you and

your wild imagination!
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The Bubbledum
Blimp Dicaster

Roll 1- Main Character

1. A retired circus elephant with a pilot’s
license

2. A bored kid who chews 47 pieces of gum
at once

3. A bubblegum factory robot gone crazy

4. A sneaky raccoon with a sweet tooth

5. A skydiving grandma with a candy
obsession

6. A pet parrot who thinks he's in charge

Roll 2 - Setting

1. Floating above town in a sticky pink blimp

2. Inside the world’s largest chewing gum
bubble

3. The secret bubblegum lab under a
baseball field

4. A candy store that never closes

5. Trapped in a gum-filled bounce house

6. A bubble-blowing competition on a cruise
ship



Roll 3 - Plot Problem

1. Someone’s giant gum bubble won't stop
growing

2. A blimp is leaking pink goo all over town

3. A robot is turning everything into
bubblegum

4. A rival candy company tries to sabotage
the fun

5. Every time someone chews, they float away

6. Bubblegum is suddenly alive—and angry

Roll 4 - Genre [ Tone [ Twist
1. Slapstick comedy with lots of sound effects
2. Adventure with nonstop bubble-popping

action

3. Science fiction with candy tech
4. Mystery involving a missing bubble recipe
5. Diary entries from a gum scientist
6. Parody of a spy mission, but sticky

Roll 5 - The Ending

1. The blimp explodes and covers everyone in
gum

2. It turns out a raccoon was the
mastermind

3. Everyone gets stuck together—literally

4. Gum becomes fuel for space travel

5. The town makes the gum problem a yearly
celebration

6. The whole thing was a dream... or was it?



