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Do you like playing video games? When you’re playing, how often are you thinking about the story?  

 

Telling stories through video games includes every aspect of game design: characters, settings, 

storylines, game objectives – even the controller settings! 

 

In this activity, you will learn about how game designers and development studios tell stories 

through video games from the Georgia Tech Research Director of Game and Esports Applied 

Research, Dr. Laura Levy.   

  



1. Watch the video below:

2. After watching the video, reflect on your favorite video game using the questions below.

• Games can make us think, feel, believe, and act in new ways because of the stories they tell.

• Think about a game you’ve played that changed how you thought, felt, or acted.

• An example is provided for you.

https://youtu.be/WdgqjVDUmAI?t=1244
https://youtu.be/WdgqjVDUmAI?t=1244


Game and description of 
the story of focus  

Pokemon Ruby – In this 
game, one of the groups of 
“villains” is on a mission to 

use Pokemon to increase the 
amount of available land. 

They think it will benefit the 
world  

How it changed my 
thinking…  

While playing Pokemon 
Ruby, it changed my 

thinking about what a “bad 
person” is. While playing the 

game, I realized that 
sometimes we think people 

are bad simply have a 
difference of opinion or how 

they see the world.  

How it changed my 
feelings…  

The game really didn’t 
change my feelings about 

anything.  

How it changed my 
actions…  

Because my thinking 
changed, sometimes now 

when I hear people at school 
talk about how someone is 
bad or not a good person, I 
stop to think how that other 
person may see the world or 

the experiences they may 
have had that made them 

who they are.  
Game and description of 

the story of focus  
How it changed my 

thinking…  
How it changed my 

feelings…  
How it changed my 

actions…  



Some sample strategies appear below with spaces for you to take notes, but you may add additional ideas about literary 
devices below.   

Component, device, or strategy How it was used in my game’s story 
Archetypes – a commonly understood “type” of setting, 
character, or action. A lonely hero or angry villain are 
examples of an archetype.  

Similes and metaphors– Each of these are different, but 
perform similar functions. They both make the audience 
connect two different ideas in ways they may not have 
done so before.   

Similes – Thing 1 is like Thing 2, Thing 1 is as (adjective) 
as Thing 2  

Metaphors – Things 1 is Thing 2 or Thing 2 is Thing 1 
Imagery – Visualizing an event, action, or scenario using 
rich, detailed language. In games, verbal imagery could 
be accompanied by visual imagery – that is 
representations of the scene being described in the 
story.   

What strategies did the author team use to make me think/feel/act this way as a result of engaging with their story? 


