Video Game Story Writing Hierarchy
	This is the Video Game Story Writing Hierarchy (VGSWH for short), is a simple, organized, and rather easy to understand document and to help one with a main purpose of  creating a video game setting and story.
	In short, it works by first letting whoever is wanting to create a story via doodling up some ideas they've had around. By starting off with some messy, disorganized concepts, and ideas that they've had that don't really work at all by their self, and then with the purpose of (hopefully) branching these ideas into a coherent goal that assists the original direction user aimed to go for.

Step One - Brainstorming
	In order for one to actually plot out ideas, they need ideas in the first place. This can include creations they want to include in their game, and basic building blocks. Such as influences, or what game you really want to make.
Here's a rather small list of possible brainstorming concepts below:
· My favorite video game is- (game name)
· I like this game because it- (impact it has on you, or positive features you liked)
· My favorite setting is - (settings or themes in media you like. EX: fantasy, cyberpunk, science-fiction)
· My favorite animals or creatures include - (if you ever do an animal/creature related topic)
· My favorite and least favorite thing is when one tries to be - (happy, trippy, dark, moody, tear-jerking, edgy)
· The reason I want to make a game is - (as an accomplishment, as a hobby, to show others what I like)
Once you have that done, the space in-between this step and the next one can be used for writing down whatever. Always write down thoughts you've had



Step Two - Joining ideas together
	After the step above is done, we then take the ideas we've had made up, and we try to relate, revise, and add details to how it can be used to make it relate to the game's story. It's simply a questionnaire of basic elements of a story, and why they exist in this story with other concepts.
Story:
· 	How does it start?
· 	Where does it take place in?
· 	How does it end?
· 	Who is the main cast?
· 	What makes this stand out?
· 	What is the mood in this story? Is there multiple moods?
· 	What is the general message it provides?
Villains:
· 	Who is the villain?
· 	What is their motive?
· 	How does the cast learn about this villain?
· 	Why should we not root for this villain?
· 	Does the villain relate with any other negative characters?
· 	Why is defeating the villain a good thing?
· 	Why did the villain start doing bad things?
Hero characters:
· 	What is their goal as a hero?
· 	How will they relate with other characters?
· 	What is their role in the story?
· 	How will their characters develop over time?
· 	Why should we care about what they do?
· 	What flaws do they have?
· 	Why did they decide to join in the story?
· 	Why don't they root with the villain?
· 	Is there any other background info we need to know about them?
· 	What makes this character unique from others?
Location:
· 	What is the setting?
· 	What makes this setting unique?
· 	How does the location get impacted by the story?
· 	How does a villain make a impact in the story?
· 	How does the location give relevance to the story's meaning?
Theme - Gameplay itself:
· 	What type of genre is the game?
· 	Why should this be related with the story?
· 	What is a negative feature this genre has that should be avoided?
· 	What are the positive features this genre has that should be expanded upon?
· 	What is a unique feature that you want to add to this genre?
· 	Why do you think this would work with this genre?
Theme - enemies:
· 	What do the enemies consist of?
· 	How do they relate with the story?
· 	What makes them unique?
· 	Why should we care about defeating them?
· 	Is there any standout features enemies do in this game?
Theme - items and powerups:
· 	What types of items are used in this game?
· 	Why do they relate to the game's theme?
· 	Is there any unique ideas you had for items? How do they relate to gamplay?
· 	How do major items affect the game's story?
Theme - minor characters:
· 	What purpose do minor characters do in this game?
· 	How do they relate with the player?
· 	What features will there be from minor characters? How do they support 	gameplay?
· 	What features that are disliked from this genre that should be removed from 	minor characters?
· 	What features that are liked from this genre that should be expanded on from 	minor characters?
Game combat:
· 	How should the combat in this game be done?
· 	What are some unique aspects that this game's combat has to make it stand 	out?
· 	What are some negative aspects from games of this genre that you want to 	remove?
Other game related content:
· 	Is there any other content that you want to expand upon?
· 	Why is this relevant to the game?


Step Three - making concepts come to life
	After you've down writing and brainstorming, and fixing up ideas, here comes the more fun part. Seeing how they can come to life. Below, I've added a pretty simple formula that can be used to assist concepts.
	(picture of the concepts goes here)
This is - (name of location, item, character, anything)
He/she/it is a (hero, enemy, location, NPC, anything)
Their/it's purpose in this game is to (impede progress, help the hero, provide a setting for characters to live in, etc)
This character/location/item can (attack you, walk around, heal the player, provide humor)
Their relationship with item/character/location/anything is (rivalry, argues a lot, friends, anything)
	This can be expanded upon in any way that is needed for it to relate in the game as something inside the story, rather than a random, out-of-place concept with no depth. Anything from step two that you've updated can be added, too.

Step Four - Final opinion
Nothing really much here, just write down your opinions after you've done concepts and writing.
· 	What do you expect from this game? How do you want it to play?
· 	What do you want players to feel? How do you want the game to impact 	players?
· 	What do you NOT want to come from this game?
· 	What DO you want from this game?
