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Game: Influent 
 
About the Game 

 

 

 Influent is a "language learning game" whereby the player roams in a virtual house filled 

with items that you can translate (Figure 1). The player navigates through the house in an open-

world, sandbox-style format in either a first-person or a third-person perspective (users can 

switch). The goal of the game, according to the introduction video, is to collect and master at 

least 300 words from within the house. The items in the house are relatively common items, such 

as a bed, a television, and a refrigerator. The player is not limited to finding items in plain sight - 

the player has the ability to open up certain items in order to view their contents (Figure 2). For 

example, opening up the refrigerator will allow you to find the food inside. Therefore, you not 

only acquire the words for refrigerator, but also the words for the different types of food inside of 

the refrigerator. Moreover, the words acquired from items are not only nouns, but include verbs 

and adjectives based on the item. For example, clicking on a book will give you the noun "book", 

the adjective "interesting", and the verb "read". Whenever a word is acquired, the player stores 

Figure 1 - Influent First Room 
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the word in a memory bank where they can practice reading the word, listening to its 

pronunciation, and associating the word with its source item.  

 

After collecting at least ten words, the player unlocks a time trial feature. This tasks the player to 

find ten items in the house based on the pronunciation and/or written text directions. Moreover, 

the player can be given hints or translations for the words if they are incorrect. The player can 

toggle the options of visual vs. audio directions, as well as hints and translations before the time 

trial starts. To master a work, the player has to correctly select the work during time trials three 

times in a row. When a word is mastered, the game records it and rewards the player with stars, 

which can be used to unlock more complex vocabulary words. Mastered words can be reviewed 

for practice. 

The game is available on Windows, Macintosh computers, and Linux machines and can 

be purchased from the Steam store and or the Humble Store for $9.99. When the game is 

purchased, a complementary language pack is given to the player, which determines the 

dictionary of words the game will use. Additional language packs for other languages can be 

purchased as well. For the purposes of this study, the Japanese language pack was used. 

Figure 2 - Item screen 
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However, other languages are available including Chinese, Spanish, German, and Bulgarian; 

with more in the pipeline (Howland, 2014). 

 

As A Learning Game 

Influent is quite interesting as a learning game, in that leverages established game 

mechanics (sandboxed roaming, 1st person and 3rd person view, achievements) with its learning 

content. The game is effectively a “skill-and-drill” type of game, especially with the use of time 

trials to practice vocabulary. It is not effective in learning Japanese (or other languages), but may 

be useful in vocabulary acquisition and practice. I found that playing the game in a 1st person 

view was most effective, as it helps personalize the experience, allowing the player to adapt the 

identity of the game protagonist as himself or herself. Similar to “Gone Home”, the storyline 

around the protagonist is light and primarily serves as a framing device for the game task. 

However, there isn’t much of a motivation to play this game outside of actually 

practicing language. There are no storyline points or dramatic tension to keep the player playing 

beyond the intrinsic motivation language learning. This game would probably be best-used in-

class, as a vocabulary exercise or a free-time activity. 

 

 

 


