
Arkham Horror: English/Language Arts Lesson Plan 
Learning the game: Arkham Horror is a cooperative game for 1 to 6 players ages 14 and up. In the game, each 
player will play as a character from H.P. Lovecraft’s cosmic horror stories as they fight to defeat an ancient one 
through various means. The game takes 2 to 3 hours to play and benefits from multiple playthroughs due to 
the level of complexity. Here is an overall explanation of the rules. 

Topics Covered:  

• Creative writing 
• Literary analysis 
• Poetry 

Lesson Objectives:  

• Grades: 9-12:  
o Students will be able to explain important elements of storytelling by answering questions 

and/or writing a narrative based on a playthrough of Arkham Horror. 
 

o Students will employ literary devices and story mechanics by creating components for the 
boardgame Arkham Horror by creating 10 scenario cards and/or relationship cards.  

 
o Students will be able to apply elements of worldbuilding and storytelling by analyzing poems 

and/or short stories from H.P. Lovecraft and connect it with a playthrough of Arkham Horror.  
 

Academic Language and Vocabulary: 

H.P. Lovecraft ancient ones, various literary devices, health, sanity, horror, gate, lore, influence, observation, 
strength will, focus, investigate, evade, remanence, mythos, doom, headline, reckoning, ward. 

Questions/Activities: After a playthrough of Arkham Horror complete one or more of the following activities:  

• Research a H.P. Lovecraft character that is not included in this game and create a character card. 
Include a minimum one paragraph of background lore with the character card.  

• Have the students choose and read 4-5 poems from H.P. Lovecraft, then have them pick one to analyze 
and one to present (these can be the same poem). In your analysis, write at least one-page on what 
symbols were used and what they mean, elements from the game Arkham Horror that you read in the 
poem, and other story telling elements that you noticed.  

• Write a one-page narrative of your gameplay from the perspective of the character you played. Include 
multiple encounters, elements from the gameplay, and at least three literary devices.  

• Examine the world building of H.P. Lovecraft by reading one of the following short stories "The Festival", 
"The Color out of Space", "The Strange High House in the Mist", "The Dreams in the Witch House", and 
"The Thing on the Doorstep". In a one-page response, discuss the locations and characters the author 
introduces and answer the following questions: 

o How do you imagine this world? What makes you imagine it this way? 
o What kind of story could you tell in this universe? In your answer include a one to two sentence 

plot outline, character(s), and location(s). 
o Discuss how the theme of cosmic horror was important to telling the story.  

https://www.youtube.com/watch?v=91IvEc9AfZY
http://www.hplovecraft.com/creation/bestiary.aspx
https://literarydevices.net/
http://www.hplovecraft.com/writings/texts/
http://www.hplovecraft.com/writings/texts/fiction/f.aspx
http://www.hplovecraft.com/writings/texts/fiction/cs.aspx
http://www.hplovecraft.com/writings/texts/fiction/shh.aspx
http://www.hplovecraft.com/writings/texts/fiction/dwh.aspx
http://www.hplovecraft.com/writings/texts/fiction/td.aspx


 
• Write 2 scenario cards for each location in the scenario that you played (10 total), up to 2 total cards can 

be character cards that are also included in the location cards. Each scenario card will contain three 
scenarios for the selected location, like the other location cards in the game. These can be written on 
index cards.  

• Create 10 relationship bonuses for characters. To do first create relationship cards by picking one stat 
that will receive a bonus. Examples of this include each player gets +1 on lore checks, each player gets 
+1 movement speed, etc. Then on the opposite side of the card write 2-3 sentences on how this came 
to be for the two characters, this should not be character focused as which characters receive friendship 
cards will change from game to game. For using the cards in the game, each player will receive one card 
in the beginning of the game, that player and the player to their left will both receive the bonus on the 
friendship card throughout the game. If a character dies, then the player will draw a new relationship 
card for their new character. These can be written on index cards cut vertically.  

• Expand on the personal stories for your characters by writing a personal goal for the game. At the start 
of the game write down a specific (yet somewhat difficult) talk for your character to complete that’s 
tailored to your character’s personality. For example, a character with a high strength score could have 
kill 2 monsters before 4 gates open. Once you have your challenge, write a 2-3 sentence narrative 
explaining how the challenge is specific to your character in the same cosmic horror tone of the game. 
After the game is completed, resolve whether your character completed the task or not, then write 
another 2-3 sentence narrative about the impact the success or failure of the task had on your character. 
This can be written on an index card cut in half. This should be done only if a player is experienced enough 
with the game to decide what a difficult task for their character would be.  
 

Lesson Modifications: 

• Play through each scenario in the game, write a multi-page narrative after each one with the intention 
of each narrative written is a chapter in the story. After completing your 4-chapter narrative go back 
and rewrite and edit it to make a cohesive 4-chapter story. Feel free to alter some elements of 
gameplay (for example your main character dying in chapter 2 or losing a scenario) if it allows for a 
better story to be told.  
 

Content Background Knowledge:  

• Brief biography of H.P. Lovecraft 
• H.P. Lovecraft ancient ones 
• Complete list of literary devices 
• Mechanics of Story and Plot 

 

 

 

 

 

https://www.britannica.com/biography/H-P-Lovecraft
http://www.hplovecraft.com/creation/bestiary.aspx
https://literarydevices.net/
https://literarydevices.net/
https://milnepublishing.geneseo.edu/exploring-movie-construction-and-production/chapter/3-what-are-the-mechanics-of-story-and-plot/


 

Common Core Standards:  

• Grades 9-12: 
o RL 9-12.3: Analyze how complex characters (e.g., those with multiple or conflicting motivations) 

develop over the course of the text or gameplay, interact with other characters, and advance 
the plot or develop theme.   

o W 9-12.3 Write narratives to develop real or imagined experiences or events using effective 
technique, well-chosen detail, and well-structured event sequences. 
 Engage and orient the reader by setting out a problem, situation, or observation, 

establishing one or multiple point(s) of view, and introducing a narrator and/or 
characters; create a smooth progression of experiences or events.  

 Use narrative techniques, such as dialogue, pacing, description, reflection, and multiple 
plot lines, to develop experiences, events, and/or characters. 

 Use a variety of techniques to sequence events so that they build on one another to 
create a coherent whole.  

 Use precise words and phrases, telling details, and sensory language to convey a vivid 
picture of the experiences, events, setting, and/or characters. 

 Provide a conclusion that follows from and reflects on what is experiences, observed, or 
resolved over the course of a narrative.   

o SL 9-12.6 Adapt speech to a variety for contexts and tasks, demonstrating a command of formal 
English when indicated or appropriate.  

 

 

 

i 

 

 
i Christopher Gibbs is currently on track to receive his Master’s in Teaching in May of 2020 from Central 
Connecticut State University. He has been playing tabletop and role-playing games for more than 20 years.  


