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Overview
(The overview is a brief detail of the storyline of the game. This should be one to two paragraphs long, just enough to convey the flavor and core of the narrative.)
Characters
(Break out a list of the major characters/factions, and, if necessary, important minor ones. Formatting should be as follows:
· NAME OF CHARACTER – Who character is, what s/he does, description of personality and identifying traits
· NAME OF NEXT CHARACTER – Etc. etc. etc. as needed)

For example:
· Kratos – The player avatar; he is former instrument of Ares, the god of war. He has now turned against Ares with the support of the other Olympian gods, and seeks to overthrow his former master. Kratos is a relentless killing machine, set apart from the rest of humanity by his appearance (chalk-white skin, extensive red tattoos, massive bulk and distinct garb). He is driven by revenge and remorse – while under Ares’ thrall, he killed his wife and child in a berserker rage. He now seeks to atone for his crimes by slaying his former master, and to find a way to forget what he has done. 
Breakdown
(The synopsis is a summary and critique of the game’s story and characters, giving general impressions, and overall analysis thereof.  This is the place to go in-depth on what the story is, how it functions, what elements work, what ones don’t, and so on. This is the meat of the report. Students should try to identify, if possible, narrative structures and turning points, and explicate the interaction between narrative & gameplay. )
Strongest Element
(List the single best thing about the storyline or characterization, and support the argument. This could be a narrative twist, the construction of the narrative, a particular character’s realization, or the script for a cut scene. One paragraph is all it should take.)
Unsuccessful Element
(Not every element of a game is successful. Please identify one element of the game – a character, a plotline, a narrative element, etc. – that you feel did not have the intended effect. Analyze why it didn’t provide the expected result, and what might have been done to improve it. This is not a place to bash or nitpick, but rather an opportunity to examine critically and with an eye toward understanding.)
Highlight
(This is where you pinpoint the absolute best moment in the game narrative, the signature moment or encounter that really stands out for you.  A good example would be the mandatory sacrifice of the Companion Cube in Portal, or the self-sacrifice of Floyd the Robot in Planetfall.)
Critical Reception
(Look at 2-3 reviews of the title in reputable sources and summarize the critical reception to the written elements of the game. Please do not confuse voice acting with writing; this should be a place to look at the critical response to story, character, dialogue, and other related elements. Reviews cited should include the source, the name of the reviewer, and the overall game score.)
Lessons
(What can be learned about game writing, characterization, story, narrative design, or other related elements from this game? What lessons – positive or negative – can be extracted and then applied to future game development? List as many as needed. Each lesson should be supported by examples from within the game.)
· Lesson 1
· Lesson 2
· Lesson 3
· Etc.
Summation
(1 paragraph summing up the reasons this game was deserving of analysis, and any final assessment you have of the writing-related elements that may not be quantifiable.)
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