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No Thank You, Evil! Lesson Plan: English and Language Arts 
No Thank You, Evil! is a role-playing game (RPG) recommended for ages 5 and up where the players create and 
go on cooperative adventures in the land of Storia the Land Next Door! Storia is made up of 5 areas, Behind the 
Bookshelf, Out the Window, Into the Closet, Under the Bed, and Home (this is considered the headquarters. 
Unlike other games, this one doesn’t have a board or someone who wins at the end. In this RPG, players create 
their character by using an adjective, a noun, and a verb with the intention of being able to describe their 
character in a single sentence. For example, a player can say “I’m a powerful robot who flies through the sky” 
to describe a character they have created. While many of these are provided by the game, players can come up 
with their own character descriptions as well. If a player is uncomfortable or becomes scared of anything 
happening in the adventure, a player can say “No Thank You Evil!” signaling to the Guide that the adventure is 
becoming a little too much and to alter the tone of the story, or even transport back to home.  

Learning the game: Here is a brief introduction and explanation of the core mechanics of the game. While you 
do not have to have the rule book read cover to cover, it is important before beginning a game to have at least 
one person understand how the game works and how characters are made. Having knowledge of the rules will 
help the game play much smoother. One person will act as the Guide, this person helps narrate the story to help 
the players understand what is going on, plays the roles of non-playable characters (NPCs), and oversees that 
not only that everyone is having fun but also following the rules and logic of the game. Everyone playing, except 
for Guide, will create a character before the first adventure. For any questions about matters not mentioned in 
the rulebook or other information about the game can be found on the RPG’s website. This RPG system uses 6 
sided dice for players to complete challenges. Challenges are aided by one of four ‘pools’ associated with a 
character, Tough, Fast, Smart, and Awesome. Players will also have a pool of “awesome points” where they can 
spend to help a character complete a task or challenge. Difficulty checks can go as high as 8, so the Guide can 
make it necessary for players to work together and use awesome points to complete tasks or encounters. 
Encounters players may face include monsters, the Guide can use the monsters provided or create ones 
themselves!  

Topics Covered:  

• Descriptive language 
• Literary devices 
• Descriptive writing 
• Understanding storytelling elements 

Lesson Objectives:  

• Grades: K-5 
o Students will be able to describe elements of a story by completing a 2 to 3 sentence diary entry 

after each adventure.  
• Grades: 6-8 

o Students will be able to identify literary devices from their adventure by writing at least a one 
paragraph narrative from the play session.  

• Grades: 9-12 

https://www.youtube.com/watch?v=A3hAsgVCiek
http://www.nothankyouevil.com/how-to-play/
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o Students will be able to examine their character’s place in the story by writing a multi-paragraph 
essay and including theme and at least 3 literary devices.    

Academic Language and Vocabulary: 

• Various literary devices, theme, character growth, guide, character sheet, talents, quirks, traits, fast, 
smart, though, awesome, awesome points. 
 

Questions/Activities: 

• At the end of each game session, have each player write a diary entry of what they liked about the 
adventure and why. Also ask each player to include why they chose to do something and what that 
means to them and their character.  

• After each session, write a multi-paragraph narrative of the adventure. This can be written from a first 
person or third person perspective.  

• After each campaign multi-session story arc, have each player write a one or more paragraph response 
(depending on grade level) on one or more of the following topics: 

o Their character’s growth 
o Themes 
o Literary devices noticed in the story 
o Interactions with other characters 

• Have the players create a new area inside of Storia to explore. This can be a subsection of one of the 
existing areas or a completely new land created for the game.  

• Some older characters can also act as the Guide if they become comfortable enough with the game. The 
Guide will have written out an entire adventure and have it assed beforehand. The adventure should be 
assessed on how the student included various story telling elements and literary devices.  

Lesson Modifications: 

• The Guide can infuse material from math, science, or social studies into the story as they see appropriate. 
For example, you could have the players come upon a locked door with “2+2=?” with buttons labeled 0-
9 next to it. The group would have to resolve to push the ‘4 button’ in order to continue.  

• The Guide can “awesome points” to players who identify certain vocabulary words or literary devices 
used by the Guide while playing the game.   

• Players could create creatures to encounters that could be based on historical figures or events, current 
events, or use their imagination in another way.  

Content Background Knowledge:  

• Complete list of literary devices 
• Mechanics of Story and Plot 

Common Core Standards:  

• Grades K-5: 
o RF 1-5. 3: Know and apply grade-level phonics and word analysis skills in decoding words. 
o W 1-5. 1: Write opinion pieces on topics or texts, supporting a point of view with reasons.  

https://literarydevices.net/
https://milnepublishing.geneseo.edu/exploring-movie-construction-and-production/chapter/3-what-are-the-mechanics-of-story-and-plot/
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o SL 2-5.4: Report on a topic, tell a story, or recount an experience with appropriate facts and 
relevant, descriptive details, speaking clearly at an understandable pace.  

• Grades 6-8: 
o W 6-8.3: Write narratives to develop real or imagined experiences or events using effective 

technique, relevant descriptive details, and well-structured event sequences.  
 Engage and orient the reader by establishing a context and introducing characters; 

organize an event sequence that unfolds naturally or logically.  
 Use a variety of transition words, phrases, and clauses to convey sequence and signal 

shifts from one-time frame to another.  
 Use precise words and phrases, relevant descriptive details, and sensory language to 

convey experiences and events 
o SL 6-8.1: Engage effectively in a range of collaborative discussions in a group about the adventure. 

Building on others’ ideas and expressing their own clearly.  
 Follow rules of collegial discussions, set specific goals and define individual roles as 

needed.  
 Pose and respond to specific questions with elaboration and detail by making comments 

that contribute to the topic or issue under discussion.  
 Review the key ideas expressed and demonstrate understanding of multiple perspectives 

thorough reflection and paraphrasing.   
• Grades 9-12: 

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

o RL 9-10.3: Analyze how complex characters develop over the course of a story, interact with other 
characters, and advance the plot or develop a theme.  

o RL 11-12.3: Analyze the impact of the author’s choices regarding how to develop and relate 
elements of a story. 
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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 over 20 years.  


