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TELL YOUR STORY

Using the Storyboard templates in their workbooks, students break up their story into 3-4 

scenes. Each of the panels in the storyboard will represent a room in the game.

Students design a video game based on a their personal 

narratives. This activity extends the personal narrative writ-

ing assignment to include an interactive walkthrough.

Grades 3 - 8

Materials

Teacher Instructions

Student 
Workbooks

Sticky Notes Note Cards Markers
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Activity

The Tell Your Story Achievement Badge!

Remember, you can award students who complete this activity 

with the badge in the Hub.

The hero of the game will be determined by the perspective that is taken.

Identify who or what could be a potential enemy for the hero. Enemies do 
not have to be an actual character in the story. They could also represent 
an idea or an object. Use your storyboard to help identify what could be 
an enemy.

The hero in this game will face many obstacles as they journey through 
their event. Go back to your timeline and identify potential hazards in your 
event. These can be people, preceding events, or physical characteristics 
in the environment.

Collectibles are items in a game that the hero collects along their journey. 
What might the hero collect as a reward or as a necessity.

As the hero encounters hazards and enemies, they are sure to cause some 
damage. What item might the hero in the story come across that would 
help give them a little boost of life or reveal a power-up that could help 
them continue their journey?

Now that the research is done, placing story blocks around the game 
helps the hero know a little more about their environment. It may also 
help them understand what is a friend or foe. 

Using the storyboard graphic organizer, begin to plan out how the story 
unfolds. Use each frame to sketch out what a room in the game might look 
like. Don’t worry about the drawing being your best work. Just a quick 
sketch to get your idea out and to help teammates see your thinking.
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