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Informatics / Writing Studies 303: Fall 2016
Writing Across Media

Section A
______

“…”
—Link, The Legend of  Zelda 

Assignment #3: Twine Video Game
 
Although video games have existed for over forty years, advancements in video game technology and the 
complexity of  said games has led to a medium that is arguably more rich and accessible than ever before. 
Though video games are often read as “texts,” objects to be consumed and analyzed in the vein of  literature, 
what rhetorical horizons come into focus when we actually create video games? What does the act of  
composing in this medium tell us about writing across different media, modes, and technology?

These questions will guide your thinking and making in this third major assignment, in which you’ll be 
working either by yourself  or in groups of  two to create an original video game through Twine, an open-
source web platform. Though this might seem like a daunting task—creating a video game!—Twine is 
incredibly easy to learn and use. Neither expensive hardware nor prior coding experience are required. 
Though the games created in Twine mostly resemble interactive fiction by way of  hyperlinked, non-linear, 
choose-your-own-adventure narratives, users can also create more complex games involving conditional logic 
and traditional video game variables such as scores, hit points, and items. 

I’m leaving the door pretty wide open for this assignment, so your game’s subject matter, genre, and length 
are up to you and your group. As is the case in other projects for this course, however, I’m asking you to 
design a game that makes use of  the affordances of  video games as we’ve discussed in class. Again, you’ll 
need your video game to be developed with a clear audience in mind. 

By completing this assignment, you’ll gain a more nuanced sense of  composition as it relates to user 
experience. By creating a functioning, interactive object that will be played by both myself  and your peers, you 
will better be able to deploy procedural logics and rhetorics of  game design and user choice as they relate to 
video games, technology, and media. 

How to Do It:

Similar to your documentary project (as well as other writing assignments), I’d recommend beginning with a 
question that you want to answer or an unresolved tension that you want to explore. Brainstorm some 
possibilities with your group and then work together to construct your narrative and your video game 
dynamics around this subject matter.

We’ll run through a few Twine tutorials both in and out of  class, so I won’t detail how to work in Twine in 
this assignment sheet. Remember, however, that you’ll want your overarching game to make a clear argument. 
Also, be sure that the choices your game’s users have to make are guided by Bogost’s notions of  procedural 
rhetoric. That is to say, your game should operate on the logic of  rule-based processes and interactions.

Written Rationale:

By this point, you all know the drill with written rationales (again, 800-1,000 words).  Rationales should detail 
your experiences in creating your project. Even though your video game is a group project, you’ll still need to 
submit individual rationales. In this polished, reflective document, you should address the following 
questions: 

https://twinery.org/2/%23stories
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• How would you describe your composition / design process for this project?  

• What made you decide to select the subject matter for your game and why? 

• What sorts of  procedural rhetoric and video game logics did you use to create your final product?  

• What argument does your video game make AND what argument does it make wouldn’t be (as) 
communicable in other media? 

• Who is the intended audience for this video game? 

Per usual, you’ll need to explicitly engage with at least two video game related course readings from the 
semester. How have the these authors’ theories, ideas, and observations influenced, challenged, or 
complicated your video game design process? Cite accordingly using MLA, APA, or Chicago style. That 
means in-text citations  and a works cited page.

Please also reflect on your revision process in this document. How did your group’s composition process 
change throughout the assignment? How did you respond to peer feedback, and how did your classmates’ 
comments influence the structure of  your game?

Per the previous rationales, you won’t need a thesis statement or an overarching argument. Consider this 
submission more like a thinkpiece, but be sure to answer all of  the questions and components listed above.

All written rationales should additionally adhere to the following formatting guidelines: typed; double-spaced; 
one-inch margins; and 12 pt., Times New Roman font. These documents should feature the following 
information in the upper left-hand corner of  the page in descending order: your name, course title, my name, 
and the assignment’s due date. Your last name and a corresponding page number should also appear in the 
upper right-hand corner of  every page. 

Please submit your written work as a Word file with the file name “LastName_VideoGameRationale.docx.” 
For example, my file name would read “Middleton_VideoGameRationale.docx.”

Deadlines:

Twine Video Game Proposal (AKA Blog Post #9.5): Saturday, October 29, 5.00p 

• Similar to your video documentary proposal, I’m asking you to write out a proposal for your Twine 
Video Game so I can make sure you’re on the right track. Instructions will be forthcoming. 

• Post the proposal to your course blog by 5.00p. Remember that only one of  the group members 
needs to post this assignment. 

Peer Workshop: Thursday, November 3

• Be prepared to show a work-in-progress version of  your video game. It’s difficult to say how much 
material you should have at this point considering every project will be different. But obviously, it’s 
more beneficial to showcase more of  your game here than less, just for the sake of  receiving more 
feedback. 

• Have prepared a “slice” of  your written rationale. Again, aim for about half  of  the required word 
count and/or have substantial written material and ideas to discuss. 
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• Also, your homework for this session is to come to class having written marginal notes and an 
endnote for your peer review partner’s written rationale. The idea here is to read your peers’ work 
before class and to have the opportunity to provide more thoughtful, comprehensive feedback than 
can be generated during a cursory, in-class readthrough. More explicit instructions will be provided 
in class / on the course blog.  

Final Twine Video Game Due: Thursday, November 10

• Each group member must e-mail me a link to their Twine game before the start of  class. 
• Be sure to submit your written rationale to Compass 2G before class starts as well. 
• During this day in class, we’ll spend a good chunk of  the class playing each other’s games before 

coming back together as a class to discuss everyone’s final projects. 

Grading:

On the whole, this assignment is worth 20% of  your final course grade. Keep in mind that failing to complete 
this assignment’s written rationale or failing to participate in its related peer review sessions in class, either 
sufficiently or in its entirety, will result in a reduction of  your final grade for this assignment. 

In the case of  gross negligence of  an individual group member, the rest of  said group should get in touch 
with me, and we’ll work out a solution. The grading rubric for this assignment is as follows: 

___/25  Video Game: Rhetorical Proficiency 

• Your video game successfully targets a specific audience. 
• Your group’s video game makes a concise, compelling argument that becomes clear 

by playing through your game.  
• Your video project appropriately and creatively leverages the affordances of  video 

games and Twine to make said argument. 

___/25   Video Game: Content 

• Your video game offers users a dynamic reading and playing experience. 
• Your game is coherent and technically proficient. All of  its pieces hold together and 

are free from error or glitches. 
• The user leaves your video game experience with a clear sense of  what you’re trying 

to communicate. 
• Your video game reflects the theoretical principles discussed in course readings. 

___/50   Written Rationale 

• Your rationale explains and defends your rhetorical decision making process—Why 
did you craft your video game the way you did as opposed to some other way? 

• Your rationale comprehensively answers the questions discussed on the assignment 
sheet above (design process, subject matter, procedural rhetoric, argument, 
affordances of  video games, audience) 

• You explicitly engage with at least two course readings / texts through quotation, 
paraphrase, summary, and analysis. These sources should be cited using either MLA, 
APA, or Chicago style. 

• You explain your revision process: how your plans evolved throughout the process 
and through trial and error and how you addressed peer feedback throughout your 
composing process.


