
Title: God Among Us 
 
Mod Minecraft to teach _________ 
 
Mod Minecraft to teach about part of Christian theology, particularly the human 
condition in that we cannot keep our own laws and will eventually end up destroying our 
own world without intervention. 
 
Further, in the Christian faith, God sends His Son, Jesus, to die on the cross to pay for the 
evil ways of humanity over the years. After three days, Jesus rose from the grave, not 
only fulfilling the law that those who turn from God face death (not out of anger from 
God, but the reality of the separation from God and the spiritual death due to that 
separation), but also defeating death once and for all, since death was not a part of God’s 
original plan for mankind (but was introduced due to man’s disobedience in the Garden 
of Eden). God is a loving God, and wishes to save His children (mankind) from their fate. 
 
Previously, in the time of Noah, mankind got so far from God’s ways that He wiped all of 
them out (except Noah and his family) in order to restart the world. Once again, it’s not 
because He wanted to punish mankind, but because He loved mankind and it got 
extremely corrupted over the years due to the Fall in the Garden of Eden. This is the story 
of Noah’s Ark. God vows not to flood the earth again for this reason, because He would 
have to keep doing it over and over again due to the current nature of humanity. 
 
To summarize the point, this game will illustrate the idea mankind, when left to their own 
devices, will eventually destroy themselves and their environment without outside 
intervention. 
 
**This idea is for illustration and design purposes. If pursued, the core message will be 
reviewed by advisors for accuracy to the source scriptures. 
 
Keep at least part of the core gameplay mechanic. 
 
The main mechanic of building and developing the world will remain the same. There 
will essentially be a blend of creative mode and survival mode. The player character has 
full creative powers to build the world as they see fit. They have unlimited assets to build 
with and do not have to mine for additional materials. Once the world is “completed”, the 
player can flip a switch to begin populating the world. The world will be populated with 
bots with the same basic capabilities as the player (building, destroying, etc.), although 
they will have to mine for their own materials. 
 
Describe your mod in detail and how it changes gameplay. 
 
The player will be able to interact with the bots, although the bots cannot interact with the 
player. There will be, instead, enemies (creepers, etc.) that will periodically attack the 
bots and attack the player. The player cannot be “killed”, although depleting their health 
will disable the player from moving for a few moments, possibly causing him to respawn 



in a different area. Moreover the bots cannot interact with the enemies, while the enemies 
can attack the bots. However, they enemies cannot kill the bots, but instead only deplete 
their health and resources to a certain point (effectively debilitating them). 
 
The goal of the player is to keep the “aggression” level below a certain amount for a 
period of time. The bots will be programmed to gather resources, build structures, and 
survive. However, they are also programmed to selfishly attain those goals, i.e. achieving 
those goals with little regard to their surroundings. Some bots will attack others to 
achieve their goals, and attacked bots will have a chance to develop “aggression” 
between each other and more actively attack one another. Eventually, there will be a 
whirlwind of animosity between bots, as well as a necessity to intervene between enemy 
units and as well aggressive bots. There will be a way to easily detect particularly 
aggressive bots, as well as ways to affect large parts of the game field at once (“heavenly 
intervention”). 
 
With these rules in place, the game becomes a combination of resource management and 
creation. Since the player is still limited to the basic movements of the standard Minecraft 
player character, he will be limited how fast he can move around the world. There will be 
limits to the play area, number of bots, and number of enemies, to prevent the player 
from getting overwhelmed. 
 
Why did you decide to make this change? 
 
I find God-sim games to be interesting, although I find that they give too much direct 
power to the player to control the environment at the expense of game world. Moreover, I 
wanted the player to be motivated to actively preserve the NPC population from a more 
personal perspective, rather than be an overseer like many other God-sims out there 
(“The Sims” comes to mind). Moreover, the NPCs are self-destructive, although 
reactively so, and in part because of forces of a third party. So I hope that this will give a 
better idea of the general struggle between that humanity faces and allows the player to 
think more deeply about the Christian Bible and ask more questions about it. 
 
What changes in player perception or behavior do you think will result? Why? 
 
Compared to the primary actions of Minecraft of exploration, building and 
experimentation, this mod will be focused on resource management, particularly, NPC 
and stat management. To a degree, this game will be more akin to an real-time strategy 
game mixed with an action game, whereby the player is reacting the game state and 
forming plans and strategies to address the issues at hand. The player’s focus will likely 
shift between the micro-issues at hand (enemies attacking NPCs) as well the macro-issues 
of the game (keeping NPC aggression low). 
 
What is the curricular goal? Is it something that can be evaluated, if so, how? 
 
The curricular goal is to illustrate the necessity of God’s intervention in addressing the 
human condition and saving humanity from itself. Because this is a theological concept, 



it cannot be measure as directly as something purely empirical like mathematics or 
science. However, understanding can be evaluated by discussion afterwards, 
like evaluating understanding a philosophical concept. The concepts that are illustrated 
by the game are not to replace proper studying of scripture, but to instead open up 
discussion and activate deeper readings of the source material.  
 
How do you think your mod will change the dynamics of the game? In what way? 
 
The dynamics of the game will shift to affording more challenge than exploration. 
Because of the pressure of the NPCs increasing aggression, as well as the enemies' active 
attacking, the player will have to be on their toes actively manage the situation. 
Alternatively, they can also wait for a short period of time and unleash an area-wide 
intervention. There will have to be a way to manage the latter skill so that players cannot 
use that as a primary way to manage the environment. Ideally, players will have to 
actively move around the play area and make real-time decisions to manage the NPCs. 
 
 
Sample Screen 
 
This is a rough layout to demonstrate how enemies and NPCs interact with each other. 
The overall interface is the same, with the addition of a metric that tracks the world’s 
aggression level, as well as a targeted NPC’s aggression level. 
 
 

 


