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Introduction: The Rhythm of Writing (10 mins)

Think about playing Geometry Dash. What makes a level truly exciting or challenging? Is it the speed?
The music? The sudden spikes and obstacles? Just like a game designer carefully plans a level, a writer
carefully crafts a story or description. Today, we'll use the energy and design of Geometry Dash to
inspire our own writing!

Discuss: What specific moments in Geometry Dash stand out to you? How does the game make you
*feel* (tense, excited, frustrated, triumphant)? What role does the music play? How does the look of the
level affect the experience?

Activity 1: Deconstructing the Dash (15 mins)

Let's think like writers analyzing game design. How do Geometry Dash levels tell a mini-story or create a
specific atmosphere?

¢ Pacing: How does the game speed up or slow down? How do quick sequences versus slower,
more precise sections affect the feeling? In writing, we control pacing with sentence length, word
choice, and the amount of detail we include.

¢ Mood & Atmosphere: How do colors, music, and obstacle types create a mood (e.g., intense,
chaotic, futuristic, eerie)? Writers use descriptive language, imagery, and tone to create mood.

¢ Challenge & Conflict: What makes a level difficult? Unexpected obstacles? Precise timing? This
is like the conflict or tension in a story.

Optional: Look up a description of a specific Geometry Dash level online (like 'Electrodynamix’ or
‘Deadlocked') or watch a short playthrough clip. Identify words or phrases used to describe the action,
visuals, and feeling.

Activity 2: Brainstorming Your Level (15 mins)
Now, let's brainstorm ideas for your own Geometry Dash-inspired writing. You could:

¢ Write a story from the perspective of the cube icon navigating a treacherous level. What does it
see, hear, feel?

¢ Describe an imaginary Geometry Dash level you design. Focus on the visuals, the challenges, the
music, and the overall mood.

e Write a narrative about the *player's* experience a€" the feeling of intense concentration, the
frustration of failing, the thrill of finally completing a difficult section.

Choose one idea and jot down some initial thoughts, focusing on sensory details (what does it look like,
sound like, feel like?) and strong action verbs.

Activity 3: Drafting Mode (30-40 mins)

Time to write! Draft your narrative or descriptive piece based on your brainstorming. Aim for about
300-500 words. As you write, consciously think about:

e Show, Don't Tell: Instead of saying 'it was fast,' describe *how* it was fast (‘a blur of neon,’
'spikes whizzed past').

¢ Sensory Details: Engage sight (glowing blocks, sharp edges), sound (pulsing beat, grinding
gears, crash sound), and feeling (tension, impact, rhythm).

e Strong Verbs: Use dynamic verbs (e.g., 'jerked,' 'plummeted,' 'pulsated,’' 'dodged') instead of
passive ones.
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¢ Pacing: Use short, punchy sentences for fast action and longer sentences for calmer moments or
descriptions.

Activity 4: Revision & Polish (15-20 mins)

Read through your draft. Ask yourself:

Does it capture the energy or mood | intended?
Where can | add more specific sensory details?

e Are my verbs strong and active?

Is the pacing effective? Does it vary?

Can | make the descriptions clearer or more vivid?

Make revisions to strengthen your writing. Read it aloud to catch awkward phrasing or check the
rhythm.

Conclusion: Victory Screen (5 mins)

Great work! You've successfully translated the dynamic experience of a game like Geometry Dash into
written form. Think about how other games, hobbies, or experiences could inspire descriptive or
narrative writing. The key is to observe closely, focus on sensory details, and use language purposefully
to create the effect you want, just like a level designer!
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