
stitchcraft
a game idea



synopsis:

summary: the player(as Pearl) learns to control 

their knitting powers in order to not 

appear suspicious and lure Meagan into 

their imaginary world. Played through 

button controls and dialogue options to 

progress the story. 

child -like imagination and the thought 

that anything is possible. experience the 

juxtaposition of imagination and the drab 

middle school world. Experience a bit of 

unease, unsure of what will happen next. 

Previous answers affect the mood of pearl 

and cause different answers to be said in 

the future.

experience 

goals:

Pearl harnesses her knitting powers in 

order to be able to capture Meagan. 

Through the influence of Tink, Pearl’s 

knitted friend, Pearl decides to 

confront her bully head on and plans 

to trap her in Pearl’s imaginary world.



story and theme:

Pearl has anxiety and gets bullied at her middle 

school. She tells her mother and being the 

non-confrontational type her mother teaches her to 

knit. Pearl uses her knitting to channel her nervous 

energy. One night her knitting begins to breathe and 

she becomes suspicious. Pearl knits herself a friend 

named Tink. Tink comes to life and shows Pearl a brand 

new world of her own imagination through a yarn 

portal in the craft room. She brings her to school and 

things start to get funky. Tink comes to life when 

Pearl gets bullied by Meagan, the popular girl at 

school. Tink begins to convince Pearl to lure Meagan 

to their imaginary world and trap her there. 

stitchcraft explores the concept of individuality and 

conformity at the young age of twelve and fourteen. It 

also explores the possibility of grace and 

forgiveness.



designing 

statement:

currently an undergrad at Biola University 

majoring in game design. 

Something imaginative and has a good underlying 

message that doesn't hit you in the face. 

I love fiber arts (embroidery, sewing, knitting 

etc.) and I know many people want to learn how to 

do them but never have taken the time to learn. 

Perhaps this game could help motivate people to 

learn them for themselves as well as teach people 

how to forgive people who have hurt them



s t i t c h c r a f t
narrative 

structure:

classic 3 act structure

playable decision making, uncovering the 

story yourself how you want to.

branching with foldback. mood choices 

affect future possibilities for answers - 

more realistic and personable



level chart:
s t i t c h c r a f t



                                            level map: xxxxxxxxxxxxxxxx    
s t i t c h c r a f t



prototype description:



release goals and 

next steps: platform: computer (pc/mac), 

easy access and widespread. 

since it is a 2D game I think 

that 2D looks better on a 

computer. 

audience: 16-30 year old, arts 

and fiber art people, 

imaginative, witches,ghouls, 

and gremlins.

next steps: dialogue 

construction, in depth 

microstructure break downs.



imaginary world

real world

* pearl’s clothing style

color scheme
* for close ups

* looks like 

everything is 

drawn/ made of yarn

art by oona who, hanna stenman, and m.vk


