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LESSON: Pitching The Grand Storyline 

TEKS 130.93: 2.A, 3.A, 3.B, 14.D 

Instructional Objectives Students will … 
● demonstrate correct use of content, technical concepts, 

vocabulary, grammer, punctuation, and terminology to 
create, edit, and organize a document 

● adapt language for audience, purpose, situation & inteent 
● communicate in a professional manner 

Rationale This lesson is a review of landmark video games and video game 
genres. This lesson encourages students to employ technical 
written skills to convey a message in a professional manner.  

Duration of Lesson This lesson should take an estimated 20 minutes a day for 5 days 
depending on research, comprehension, and written skills. 
Students will have a 1 week period to complete the assignment.  

 
 
ASSIGNMENT INSTRUCTIONS: 
 
This is our final week of lessons to end the school year. It has been a pleasure to have 
been your teachers. For this week’s assignment I am going to ask you to write a Grand 
Storyline for an original game. Be original in nature. Develop your own characters and 
set the scene. Sell the ideal of your game to your targeted audiences. Make them want 
to buy it. If you do not know what to write go read the storylines and background 
information of your favorite games. Answer the following questions: What draws you in? 
What makes you interested in it? Why do you want to play it? If you need help google a 
plot generator for inspiration.  
 

Your assignment for this week is to write a 2 - 3 page 
paper pitching (selling) an original game story idea. 
Use the following four steps below to help you pitch 
the best possible story of your game idea.  
Be creative and let your words paint a picture.  
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How to write good stories for game 
 
Step 1: Create The World 
 
The story starts with the world. Geography is important, and gives you a whole range of 
ideas to work with. Some questions to ask yourself: 

● Which continents does this word have? 
● Which cities are there? 
● Who lives here? 
● Are there interesting landmarks? 
● What could spawn conflict in this world? 
● How did the nations come to their current form? 
● Are there contested borders? 
● Do people have enough resources? (food, water, wood, etc. ) 
● What technologies exist? (magic? teleportations?) 
● Are there specific cultures? 
● Is there free trade? Freedom of religion? 
● What kinds of government are there? 
● Are people thriving or struggling in this place? 

 
When you have the world set up, you can use it as a guideline for your characters’ 
backstories. The world will also be your point of reference for any future games you 
might be making in the same “universe”. Think hard about this step, and the rest will be 
much easier.  
 
Step 2: Create The Characters 
 
The characters are the most important asset. A good character is someone the player 
can relate to. This means that he or she is “human” (even when they’re not). What 
makes someone “human”? They have flaws, a history, and somewhere deep down they 
have good intentions, no matter how messed up they are. 
 
Characters are constructed. They have emotions, assumptions about the world, goals, 
likes and dislikes, enemies and friends. But most importantly they have a history. This is 
where you start the construction.  
 
Ask yourself the following questions: 

● In what environment did they grow up? (link this to the world design). 
● What were they like at age 5? At age 15? 30? 50? 
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● Do they have particular skills? (Use this for your game mechanics).  
● Were there life-changing events in their past? 
● What is their personality like? How would they react in specific situations? 
● What do they look like? 

 
Note that we start in the past. The events and environments shape a character, and this 
in turn determines their personality. Then, and only then do we define the looks. 
 
Step 3: Write The Grand Storyline 
 
The grand storyline is the overarching conflict. You probably don’t want to reveal this in 
your game all at once, but with little bits. The Grand Storyline should tie with the World 
design. A great way is to ask these questions” 

● Which nations / rules are in conflict? 
● What is the history of these nations? 
● What is the role of the hero in the grand scheme of things? 
● Is there an event (in the past of future) that shakes up the world? 
● Which unknowns are revealed along the way/ 
● How are different characters plotting and clashing? 

 
A beautiful story to take as an example is Game Of Thrones. The books and series 
alternate between lively “Close-ups” of the main characters. You see them breathing 
and bleeding, and you get to know them. But every now and then, there are events that 
shaped the course of history. These events should be mapped out in your Grand 
Storyline.  
 
Step 4: Write The Game Story 
 
When you have your world, your characters, and your Grand Story, it is time to take a 
tiny little piece of all that fluff. It is like framing a photo so that only a little bit is visible. 
You zoom in and leave things out. Only tell the things that are important. A good 
checklist for writing the dialogue and in-game story: 

● Is this moving the story forward? 
● Is this revealing something of a character? 
● Can a third-grader understand it? 

It’s a simple checklist, but every line needs to follow these rules. And that can be tough 
to accomplish. 
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