
Engine: Gone Home/Heavy Rain 
 
What was your inspiration for this mod? (i.e., tell me what game you took this from) 
 
This game is more of an interactive narrative, borrowing elements from Heavy Rain and 

Depression Quest, as well as the interaction style of Gone Home. I like the mechanics of 

varied, but not necessarily binary choices. However, the mechanic of specifically 

reviewing your choices at the end of the chapter and seeing the aftermath of said choices 

at the end of the game is pulled from the combination of life experience (for the former) 

and an application of Christian theology (for the latter). The climax of the game, whether 

you get into the Book of Life or not, pulls from Christian theology in that you will get 

into the Book as long as you generally stay along the lines of the faith. This is related to 

the beginning of the game, where the player character gives their life to Jesus. As long as 

they don’t completely turn their back on Jesus, which is a potential choice path, they will 

get in. Nonetheless, they will have to review the positive and negative consequences of 

their actions. Basically, there are two main endings, based on whether you get in the 

Book of Life or not, and there are variations to the Life ending, based on player 

choices. The Death ending (outside of the Book) ends with a blank screen to represents 

the ultimate spiritual death of the player. Despite this bleak ending, the player will have 

multiple chances and hints to lead them away from the ending, which are given at 

multiple times in the game. 

 
How is the user interaction supporting a learning process? 
 
The player choosing different actions to react to various NPC scenarios will allow them 

to embody the mind and experience of the character. Depending on the situation, some 

choices will be in real-time or turn based. An example of a real-time choice would be 

helping a kid that tripped get back up. These types of choices will be implemented by a 

quick-time event (QTE), and will support quick decision-making. Turn based choices are 

more conversational choices, such as a phone call with a friend. These will likely use the 

same interface as the QTE, with modifications to denote a slower-paced choice a-la 

Heavy Rain. These slower choices support thoughtful thinking, and allow the player to 

predict how their choices would affect the NPC. For both choice-types, the player will be 



given an opportunity to review their actions between chapters and can choose to change 

how they will interact with others the next day. In addition, the game will 

encourage/discourage certain choices (but never lock them out) as the player gets deeper 

in the game. This is to demonstrate that as we continue to react a certain way, we develop 

proclivities to continue to act in that way. This is consistent with biblical teachings, as 

well as the general idea of forming habits. 

 
What theoretical rationale, if any, are you using to support this argument? 
 
Since players will be bringing their different experiences with them as they play, the will 

have their own preconceptions on how to act. If players try to play as an “ideal” 

Christian, they may be surprised how their actions try to reach that ideal may have 

unintended consequences. Likewise, they may be affirmed that living a Christian life may 

not be as difficult in the way they expected it to be, although it may be difficult in others. 

Regardless, the game is based on the idea of self-reflection and metacognition. I would 

like the player to consider their own thoughts, choices, and preconceptions about a 

situation, which with practice, may affect their approaches to similar situations in their 

everyday lives. 

 


