
 
 

The Stanley Parable 
 

RATIONALE FOR THIS LESSON: Why are you teaching this lesson?  
 
The Stanley Parable is a game that follows the journey of Stanley, an office clerk whose life is largely unknown. It 
is not known whether he is insane or not, this can be determined via the choices you make along the way. Explore a 
whole new world with just one turn, click or even just standing still. You will be accompanied by a disembodied 
voice who is only known as the Narrator but beware, he is not who he seems like. Stanley was a simple man, he 
was happy to sit in an office all day everyday pushing buttons. But one day, no one gave him orders to push said 
buttons. And so, Stanley went out of his office to investigate and finds that the whole building was utterly devoid of 
life. And so an adventure begins. You will follow a story that has no end, you will create your own story. You will 
have choices, you will have no choice. You will play a game that you cannot win. - The Stanley Parable Wiki 
 
This game is all about choices and the consequences of your choices. It is about thinking you have a choice when in 
reality, everything was already predetermined. It is about listening to instructions, or going against what is expected 
of you. This is a perfect advisory lesson to get your students thinking about the choices they make and why it is 
important to think for themselves before making decisions that can affect the trajectory of their lives.  
 

 
 

CONTENT AIM (content) 
 

 
● How do you decide when to make your own decisions as opposed to doing 

what you are told? 
 

WHAT QUESTIONS will 
SUPPORT THE AIM and 
DEEP, COMPLEX 
THINKING  

 
● What is a video game? 
● What can video games teach us? 

 
LESSON OBJECTIVES 
What should students know 
or be able to do at the end of 
the lesson that they couldn't 
do before that will help them 
answer the aim.  
*Note: Learning objectives 
should be about student 
performance.) 

Students will: 
 

● Identify the different steps of the decision making process. 
● Think before you act.  
● Play through The Stanley Parable. There are many different endings, so this 

game can be played through several times during one class.  
 

LANGUAGE AIM  
(reading, writing, speaking 
and writing) 
 

 
● Listen to other students in a conversation.  
● Listen to all dialogue in The Stanley Parable. 
● Speak to other students in a conversation.  
● Read all the dialogue in The Stanley Parable. 

 
 

STUDENT WORK as EVIDENCE OF LEARNING and TOOL for Future Learning and Project Completion 
 

● Students will complete attached Graphic Organizer.  
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TEXTS TO BE USED 
 

○ The Stanley Parable 
○ Available on Microsoft Windows, OS X, Linux. Coming soon to 

consoles.  
MATERIALS NEEDED 
 

 
● Computers. I used one computer and projected in front of the class.  
● Graphic Organizer. 
● Accompanying presentation 

 
 

LESSON PLAN 
DO NOW: (5 min)  
The HOOK! 
 

 
● Which do you think you do more? 

○ Make decisions for yourself? 
○ Or do what is expected of you? 

● Have a short 2-3 min conversation about the student responses.  
 

MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE (10 min) 
 

 
● I did this lesson with my advisory class. 

○ I chose this because the class is smaller and over the course of two 
advisory lessons, everyone would have an opportunity to play 
through the game once, since the game is not very long. Each 
student would also naturally have a different ending, keeping each 
playthrough unique.  

● Use the accompanying presentation to transition to talking about the 
decision making process.  

○ Pass out handout provided by UMass Dartmouth explaining the 
decision making process.  

● Have a small discussion about how we often think we are making our own 
decisions, when we are in fact just doing what society, or our authority 
figures expect us to do.  

○ This ranges from which schools to attend, what type of jobs we 
pursue, and even our hobbies.  

● Now introduce The Stanley Parable, a game all about making choices.  
○ The Stanley Parable is a game that follows the journey of Stanley, 

an office clerk whose life is largely unknown. It is not known 
whether he is insane or not, this can be determined via the choices 
you make along the way. Explore a whole new world with just one 
turn, click or even just standing still.  

○ You will be accompanied by a disembodied voice who is only 
known as the Narrator but beware, he is not who he seems like. 
Stanley was a simple man, he was happy to sit in an office all day 
everyday pushing buttons. But one day, no one gave him orders to 
push said buttons. And so, Stanley went out of his office to 
investigate and finds that the whole building was utterly devoid of 
life. 

○ And so an adventure begins. You will follow a story that has no 
end, you will create your own story. You will have choices, you 
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will have no choice. You will play a game that you cannot win. - 
The Stanley Parable Wiki 

● Time to play 
 

CHECK FOR 
UNDERSTANDING #1 
How will you assess or 
gauge if students are 
making progress towards 
the lesson objectives?  

 
● Check that everyone in class understands the basic concept of the game. 

Ask individually, or as a class, or in whichever way your class typically 
responds to you.  

PRACTICE TASK (This 
will vary on the amount of 
students in your class. 
Each student should get 1 
playthrough)  
(Independent, Pair and/or 
small group task)  
What activities are planned 
that align to the lesson 
objectives?  

 
● We are playing together as a class.  
● Project the game on a screen in front of the class 
● Pass out the accompanying handout before starting the game, as students 

will be answering questions as they play through the story.  
● Each student will get one playthrough of the game. Some of these may be 5 

minutes, while others may be around 10. This took two, one hour, class 
periods for me to finish.  

● Call the first volunteer to come up and start the game.  
● After each playthrough, have the students fill out each corresponding 

section of their handouts.  
○ What was the first choice made by the first student that played? 

Which door was chosen? Why did the student make this choice? 
○ What was the first ending the class had? Explain what happened. 
○ How does the Narrator act when you refuse to listen to him? 
○ What happens if you obey the narrator for the entire playthrough? 

What do you think the game is trying to teach you about making 
these choices? 

○ What happens if you disobey the narrator for the entire 
playthrough? What do you think the game is trying to teach you 
about making these choices? 

○ Which ending did you get on your playthrough? What were you 
thinking when you made decisions throughout the playthrough? 

○ Why do you think the developers included the “Museum Ending”? 
What choices did the developers make when creating the game? 

● If none of the students get the “Final Credits” then I suggest you end with 
that ending. This is called the Museum Ending. It is accomplished by 
listening to the narrators instructions until you come across red paint that 

says escape. Following this will bring you to a 
series of rooms where the developers actually 
show you all of the different decisions and choices 
they made while creating the game. It is worth 
having the students explore the area to understand 
the thought process of the developers.  
 

● Have fun 
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CHECK FOR 
UNDERSTANDING #2 
How will you assess or 
gauge if students are 
making progress towards 
the lesson objectives?  

 
● Circulate as students play and make sure that they understand what is going 

on in the game.  
● Ask the class if they have any clarifying questions about this specific event.  
● Help guide the student playing, if necessary.  

 
WRAP-UP AND FINAL 
ASSESSMENT #3 (5-10 
min) 
How are students returning 
to the lesson objective? 
How are students 
self-assessing or engaging 
in peer assessment of each 
other’s progress towards 
outcome mastery?  
 

  
 

● Answer the final questions together as a class.  
● Aim: How do you decide when to make your own decisions as opposed to 

doing what you are told? 
 

DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles 
of your students?  How can 
you support and extend 
learning for students? (see 
resources below)  

 
● Student will work together as a class so that they can help each other when 

needed. This can be for content comprehension, or interface 
comprehension.  
 

HOMEWORK (if 
applicable)  
 

 
● There are multiple endings so play more at home and see for yourself.  

Common Core Standards CCSS.ELA-LITERACY.CCRA.SL.2 
Integrate and evaluate information presented in diverse media and formats, 
including visually, quantitatively, and orally. 
 
CCSS.ELA-LITERACY.CCRA.SL.1 
Prepare for and participate effectively in a range of conversations and 
collaborations with diverse partners, building on others' ideas and expressing 
their own clearly and persuasively. 
 
CCSS.ELA-LITERACY.RH.11-12.7 
Integrate and evaluate multiple sources of information presented in diverse 
formats and media (e.g., visually, quantitatively, as well as in words) in 
order to address a question or solve a problem. 
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Name:__________________________________ 
 

Aim: How do you decide when to make your own decisions as opposed to doing what you are told? 
Directions: Play through The Stanley Parable with your classmates and answer the questions that follow.  

 
1) What was the first choice made by the first student that played?  

 
Which door was chosen? Circle one.        Left     or     Right 
 
Why did the student make this choice? Ask. ______________ 
 
_________________________________________________ 
 
_________________________________________________ 
 
 

2) What was the first ending the class had? Explain what happened.___________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
3) How does the Narrator act when you refuse to listen to him?_______________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
4) What happens if you obey the narrator for the entire playthrough? What do you think the game is trying to 
teach you about making these choices? 

___________________________________________________________ 
 
___________________________________________________________ 
 
___________________________________________________________ 
 
___________________________________________________________ 
 
___________________________________________________________ 
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5) What happens if you disobey the narrator for the entire playthrough? What do you think the game is trying to 
teach you about making these choices? 

_________________________________________________________ 
 
_________________________________________________________ 
 
_________________________________________________________ 
 
_________________________________________________________ 
 

6) Which ending did you get on your playthrough? What were you thinking when you made decisions 
throughout the playthrough? 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
7) Why do you think the developers included the “Museum Ending”? What choices did the developers make 
when creating the game? 
________________________________________________________ 
 
________________________________________________________ 
 
________________________________________________________ 
 
________________________________________________________ 
 
 
8) Aim: How do you decide when to make your own decisions as opposed to doing what you are told? 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
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UMass Dartmouth 
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