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Mission: Game Design Recon
Subject: English Language Arts (disguised as Game Design)

Student: Dain (Age 14)

Goal: This is a fun, no-pressure "reconnaissance mission" to see what your creative and communication
skills look like in action. We're not looking for right or wrong answers, just your awesome ideas. This
helps me figure out what cool projects we can do next.

Materials Needed:

Paper (lined and blank)
Pens or pencils
Colored pencils or markers (optional)
A folder or envelope labeled "CLASSIFIED: Mission Briefing"
The three "mission documents" printed out (see below)
A timer or clock

Lesson Plan: The Mission

Part 1: The Briefing (5-10 minutes)

Teacher's Role: Act as the "Mission Director." Present Dain with the "CLASSIFIED" folder. Your tone
should be playful and engaging, not like a typical teacher.

Instructions:

"Dain, we have a mission for you. A top game design studio needs a fresh idea for a blockbuster1.
new video game, and they've asked us to help. Your job is to be the Lead Designer. Everything
you create today will go into this classified file."
"Inside this folder are three documents. Your first task is to create the hero—the main character of2.
this game. You have 15 minutes for this first phase. Let's look at the first document: the 'Agent
Profile.'"

Part 2: Character Creation - Agent Profile (15 minutes)

Teacher's Role: Provide Dain with Mission Document #1. Observe how he approaches the task.
Does he jump right in? Does he ask clarifying questions? Pay attention to his word choices and the level
of detail he provides. Avoid correcting spelling or grammar at this stage.

Activity (Dain's Task):

Complete the "Agent Profile" for a new video game character. This can be anyone he can imagine—a
space knight, a sneaky cyber-thief, a wizard who runs a coffee shop, anything! He can draw the
character if he wants to.
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Mission Document #1: Agent Profile

Character Name: ____________________

Nickname or Title: (e.g., "The Ghost," "Captain Starfall") ____________________

Physical Description: (What do they look like? What do they wear? What special gear do
they carry? Be specific!)
________________________________________________________________
________________________________________________________________

Special Skills/Powers: (List at least two. What makes them unique? Don't just say
"strong," tell me HOW they are strong. Do they bend metal? Do they talk to animals?)
1. ______________________________________________________________
2. ______________________________________________________________

One Major Flaw or Weakness: (Every great character has one! Are they afraid of spiders?
Are they too proud? Does their tech short-circuit in the rain?)
________________________________________________________________

Part 3: World Building & The Quest (15 minutes)

Teacher's Role: Congratulate him on the cool character design. Transition to the next phase.
"Excellent work, designer. That's a character I'd want to play. Now, where does this hero live, and what
is their first big challenge? Let's open Mission Document #2."

Activity (Dain's Task):

Flesh out the world and the central conflict for the game by outlining the "First Quest."

Mission Document #2: First Quest Outline

Game World Name: (e.g., "The Clockwork City of Aethel," "Neo-Sector 7")
____________________

Brief World Description: (What is this place like? Is it a futuristic city? A fantasy forest? A
post-apocalyptic desert? What makes it feel unique?)
________________________________________________________________
________________________________________________________________

The Main Villain or Obstacle: (Who or what is standing in the hero's way?)
________________________________________________________________

The Goal: (What must your hero do to succeed? What is the objective of this first mission?
Be clear! "Save the world" is too big. Try something like "Rescue the scientist from the
volcano fortress" or "Steal the energy crystal from the rival corporation.")
________________________________________________________________

List 3 Steps to Achieve the Goal:
Step 1: ______________________________________________________________
Step 2: ______________________________________________________________
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Step 3: ______________________________________________________________

Part 4: The Pitch - Persuading the Studio (10 minutes)

Teacher's Role: Explain the final task. "Okay, designer, this is the most important part. The studio
executives don't have a lot of time. You need to convince them to buy your game idea. You're going to
use your notes to write a short, powerful pitch. This is your chance to sell your vision. Then, you'll
present it to me as if I'm the head of the studio."

Activity (Dain's Task):

Using the ideas from the first two documents, write a short paragraph to "pitch" the game. The goal is
to make it sound exciting and unique. Then, read it aloud with energy.

Mission Document #3: The Game Pitch

Your Game's Title: ____________________

The Pitch: (In 3-5 sentences, combine your character, world, and quest into an exciting
summary. Why should someone play YOUR game? What makes it amazing?)

Example: "In 'Chronomancer's Curse,' you play as Kael, a time-bending rogue who must
navigate the treacherous, steam-powered City of Gears. When the evil Baron von Cogsworth
steals the city's power source, you must master your time-slowing abilities to sneak past his
clockwork guards, solve ancient gear-puzzles, and retrieve the artifact before the city grinds
to a halt forever!"

Your Pitch:
________________________________________________________________
________________________________________________________________
________________________________________________________________
________________________________________________________________

Part 5: Mission Debrief (5 minutes)

Teacher's Role: After he presents his pitch, give him positive and specific feedback on his IDEAS. Do
not focus on grammar/spelling yet. The goal is to end on a high note and build confidence.

"Wow, the idea of a hero who [mention a specific skill] is really cool. I especially liked that detail."
"The way you described the world of [mention world name] made me really want to explore it."
"That was a great pitch. It was clear and made the game sound exciting."

Collect the "classified" documents. The mission is complete.

Teacher's Post-Lesson Assessment (For Your Eyes Only)

After the lesson, review Dain's written work. This is where you diagnose his skills without him feeling
tested.
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Idea Generation & Organization: Was he able to come up with ideas easily? Are the ideas1.
logical and connected (e.g., does the hero's skills make sense for the quest)? Look at his 3-step
quest outline for signs of sequential thinking.
Descriptive Language (Vocabulary): Look at the "Agent Profile" and "World Description." Is he2.
using varied and specific adjectives (e.g., "gleaming silver armor" vs. "shiny suit")? Is his
vocabulary basic or more advanced?
Sentence Structure: Are his sentences complete thoughts? Does he vary his sentence length, or3.
are they all short and choppy? The "Pitch" is a great place to check for sentence fluency.
Spelling & Grammar: Make a note of any recurring errors in spelling, punctuation, or grammar.4.
This gives you a clear target for future, more direct lessons.
Persuasive Writing: How effective was his "Pitch"? Did it create excitement and clearly state the5.
game's premise? Did it have a confident tone?
Oral Communication: How did he do when presenting his pitch? Was he confident? Did he speak6.
clearly?

This "mission" provides a rich sample of his current abilities across multiple domains, all gathered in a
way that felt like a creative project, not an English test. Now you have the "intel" you need to plan your
next steps.


