
Do Now: What are video 
games? What is the purpose 
of video games?

Student Responses:

Day 1



Aim: What are the expectations of Part 3 of 
the New York Regents Examination in 
English Language Arts?

Day 1



Syllabus
Day 1

https://docs.google.com/document/d/11R84jX1HDbyJwBqwcUs0BeNuQhlk9IIC8OX1WSjn2xc/edit?usp=sharing


Trailers

Gone Home

What Remains of Edith Finch

Day 1

https://www.youtube.com/watch?v=x5KJzLsyfBI
https://www.youtube.com/watch?v=PvkYOT-X2cY


Read 
and 
Annotate

Day 1



Aim: What are the expectations of Part 3 of 
the New York Regents Examination in 
English Language Arts?

Student Responses:

Day 1



Do Now: Make a prediction. 
What do you think will be the 
plot of Gone Home?

Student Responses:

Day 2



Aim: What is the mood of Gone Home based 
on the opening scene?

Day 2



Vocabulary

Controller: Is an input 
device used with video 
games to provide input 
to a video game to 
control an object or 
character in the game.

Menu: A list of 
commands or options, 
especially one displayed 
on screen.

Item: A thing, or a 
piece of news or 
information.

Day 2



Vocabulary

Journal: A daily 
record of news and 
events of a personal 
nature; a diary.

Map: A simplified view of 
the game's world, often 
called a ‘world map,’ that 
allows the player to move 
through the game.

Day 2



Vocabulary

Mood: Is the atmosphere of a piece of writing; it’s the emotions a 
selection arouses in a reader.

Day 2



Reading
Day 2



New Game Menu - Modifiers - Turn Lights OnDay 2



Aim: What is the mood of Gone Home based 
on the opening scene?

Student Responses: 

Day 2



Do Now: What is the 
definition of mood?

Student Responses:

Day 3



Aim: What is the setting of Gone Home? 
How does the living room set the stage for 
the rest of the game?

Day 3



Aim: What is the setting of Gone Home? 
How does the Foyer set the stage for the rest 
of the game?

Day 3



Vocabulary

Setting: The place or 
type of surroundings 
where something is 
positioned or where 
an event takes place.

Foyer: An entrance 
hall in a house or 
apartment.

Day 3



Vocabulary

Narrative: A spoken 
or written account of 
connected events; a 
story.

Clue: A fact or idea 
that serves as a guide 
or aid in a task or 
problem.

Day 3



Vocabulary

Journal: A daily 
record of news and 
events of a personal 
nature; a diary.

Character/characteri
stics: A person in a 
novel, play, movie, or 
video game.

Day 3



Journal Entry 1: August 20th, 1994 "At the New 
House": The mover's invoice in the file folder on the 
table in the left side of the foyer, near the door to 
the bathroom. (Open the folder first.)

Day 3



Journal Entry 2: September 6th, 1994 "First Day of 
School": The slip of paper in Sam's school bag, 
located in the first door on the left of the first-floor 
hallway that leads to the basement.

Day 3



Aim: What is the setting of Gone Home? 
How does the Foyer set the stage for the rest 
of the game?

Student Responses: 

Day 3



Do Now: What are your 
impressions of Gone Home so 
far?
Student Responses:

Day 4



Aim: How do the actions of a character tell 
you about their personality?

Day 4



Vocabulary

Characterization: The 
creation or 
construction of a 
fictional character. A 
description of the 
distinctive nature or 
features of someone 
or something.

Plot: The main 
events of a play, 
novel, movie, or 
similar work, 
devised and 
presented by the 
writer.

Side Story: A 
short story that 
takes place 
during the telling 
of a longer, more 
important story.

Day 4



Journal Entry 3: September 13th, 1994 "Big 
Gold Star": The "Making Friends" book in the 
TV room, to the left of the TV.

Day 4



Journal Entry 4: September 15th, 1994 
"Default Friends": The slip of paper in the 
pocket of the jacket that's hanging in the 
music room's closet.

Day 4



Journal Entry 5: October 3rd, 1994 "Best Laid 
Plans": The note in the third drawer of the 
dresser in the hallway, right before the door 
to the basement.

Day 4



Journal Entry 6: October 4th, 1994 "Hanging Out 
With Girls":The cassette case in the bottom doors 
of the bookcase in the hallway, between Sam's 
room and the main stairs. 

Day 4



Aim: How do the actions of a character tell 
you about their personality? Think of the 
characters in Gone Home.

Student Responses: 

Day 4



Do Now: Which plotline do 
you find the most interesting 
so far? Why?
Student Responses:

Day 5



Aim: How does the chosen point-of-view for 
Gone Home help strengthen the overall 
narrative?

Day 5



Vocabulary

Point-of-View: The mode of 
narration that an author 
employs to let the readers 
“hear” and “see” what takes 
place in a story.

First person point of 
view involves the use of 
either of the two 
pronouns “I” or “we.”

Third person point of 
view uses pronouns like 
“he,” “she,” “it,” “they,” or 
a name.

Day 5



Journal Entry 7: October 22nd, 1994 "Dealing 
With Roots": The bottle of red hair dye on the 
floor next to the bathtub in the hall 
bathroom.

Day 5



Journal Entry 8: October 29th, 1994 "Lie-to-Mom-and-Dad 
Situation": The note in the drawer of the desk halfway down 
the back wall of the "sitting room." (It should be the only 
object on that wall with a drawer. The easel is almost right 
in front of it.)

Day 5



Aim: How does the chosen point-of-view for 
Gone Home help strengthen the overall 
narrative?

Day 5

Student Responses: 



Do Now: Grab a dictionary. 
What is the definition of 
conflict?
Student Responses:

Day 6



Aim: In what ways do 
both Sam and Lonnie 
exhibit internal 
conflict?

Day 6



Vocabulary

Conflict: Conflict in a 
narrative is created 
when the main 
character wants 
something. When 
something else gets in 
the protagonist's way, 
a conflict arises.

Person vs. Self: The only 
true version of internal 
conflict you will find in 
literature. In this mode, 
the conflict takes place 
within the mind of the 
main character, and 
often involves the 
character making a 
decision between right 
and wrong, or other 
mixed emotions.

Person vs. Person: This is 
probably the most 
common form of external 
conflict, and is also 
known as interpersonal 
conflict. Places the 
struggle directly between 
the protagonist and the 
antagonist. In a person vs. 
person conflict, the 
protagonist wants 
something, and the 
antagonist obstructs the 
protagonist from getting 
what they want.

Day 6



Vocabulary

Person vs. Society: 
Occurs when the 
protagonist is placed 
at odds with a 
government or 
cultural tradition. This 
type of conflict applies 
to societal norms as 
well. 

Person vs. Nature: 
Pits the main 
character against the 
forces of nature -- in 
the form of a natural 
disaster or a similarly 
dangerous situation.

Person vs. Machine: 
Technology stands in 
the way of the 
protagonist getting 
what they want. 
Think automation 
and the loss of jobs. 

Day 6



Journal Entry 9: October 29th, 1994 "Adjusting to the Dark": 
The Missfits flyer found in the secret panel in the library. 
(This is generally the first secret panel the player finds, as 
the secret passage containing the map of the secret panels 
exits into the library.)

Day 6



Journal Entry 10: November 1st, 1994 "There Was Nothing 
Wrong": Lonnie's picture hanging next to the basement key 
in Sam's locker (The code is 0501.)

Day 6



Aim: In what ways do both Sam and Lonnie 
exhibit internal conflict?

Student Responses: 

Day 6



Do Now: Grab a dictionary. 
What is the definition of 
sexuality?
Student Responses:

Day 7



Aim: What does it mean to accept 
oneself?Has Sam has fully accepted herself 
at this point in the game?

Student Responses: 

Day 7



Vocabulary

LGBTQ+: Lesbian, 
Gay, Bisexual, 
Transgender, Queer, 
Questioning

Gay: The adjective 
used to describe 
people whose 
enduring physical, 
romantic, and/or 
emotional 
attractions are to 
people of the 
same sex.

Lesbian: A woman 
whose enduring 
physical, romantic, 
and/or emotional 
attraction is to 
other women.

Day 7



Vocabulary cont.

Bisexual: A person 
who has the 
capacity to form 
enduring physical, 
romantic, and/or 
emotional 
attractions to those 
of the same gender 
or to those of 
another gender.

Transgender: An 
umbrella term 
for people 
whose gender 
identity and/or 
gender 
expression 
differs from 
what is typically 
associated with 
the sex they 
were assigned at 
birth.

Queer: An 
adjective used 
by some people, 
particularly 
younger people, 
whose sexual 
orientation is 
not exclusively 
heterosexual.

Day 7

Questioning: 
Sometimes, when 
the Q is seen at 
the end of LGBT, it 
can also mean 
questioning. This 
term describes 
someone who is 
questioning their 
sexual orientation 
or gender 
identity.



Journal Entry 11: December 8th, 1994 "It's Different Now": 
The pink slip of paper on the table across from you as you 
enter the first basement room. It's partially hidden by the 
box. (This room isn't labeled on Katie's map.)

Day 7



Journal Entry 12: January 12th, 1995: "Ship Date": The letter 
lying on the box just past the furnace, across from the trunk 
in the storage room.

Day 7



Journal Entry 13: February 11th, 1995 "I Can Sing": The set list 
stuck to the wall in the servant's quarters, between the 
"bed" and the creeptastic hallway with the safe in it.

Day 7



Aim: What does it mean to accept 
oneself?Has Sam has fully accepted herself 
at this point in the game?

Student Responses: 

Day 7



Do Now: Read and annotate the provided 
excerpt. Gone Home takes place in the 
1990s.Which characters might have been 
affected by “Don’t Ask, Don’t Tell?”

Student Responses:

Day 8



Aim: How does external conflict affect Sam 
and Lonnie’s lives?

Day 8



Vocabulary

Conflict: Conflict in a 
narrative is created 
when the main 
character wants 
something. When 
something else gets in 
the protagonist's way, 
a conflict arises.

Person vs. Self: The only 
true version of internal 
conflict you will find in 
literature. In this mode, 
the conflict takes place 
within the mind of the 
main character, and 
often involves the 
character making a 
decision between right 
and wrong, or other 
mixed emotions.

Person vs. Person: This is 
probably the most 
common form of external 
conflict, and is also 
known as interpersonal 
conflict. Places the 
struggle directly between 
the protagonist and the 
antagonist. In a person vs. 
person conflict, the 
protagonist wants 
something, and the 
antagonist obstructs the 
protagonist from getting 
what they want.

Day 8



Vocabulary

Person vs. Society: 
Occurs when the 
protagonist is placed 
at odds with a 
government or 
cultural tradition. This 
type of conflict applies 
to societal norms as 
well. 

Person vs. Nature: 
Pits the main 
character against the 
forces of nature -- in 
the form of a natural 
disaster or a similarly 
dangerous situation.

Person vs. Machine: 
Technology stands in 
the way of the 
protagonist getting 
what they want. 
Think automation 
and the loss of jobs. 

Day 8



Journal Entry 14: March 11th, 1995 "Stick With the Group": 
The creased postcard on the table right in front of you as 
you enter the junk room, next to the stack of old 
newspapers.

Day 8



Journal Entry 15: April 10th, 1995: "Getting Lonnie": The 
letter from Sam's school on the larger table of the 
secret room.

Day 8



Journal Entry 15: April 5th, 1995 "The Nunnery": The "Inside 
Edition" TV listing scrap on the small end table next to the 
couch in the hallway, across from the exit from the secret 
passage. (Note: you have to close the folder on the table to 
see it.)

Day 8



Journal Entry 17: April 22nd, 1995 "A Very Long 
Phase": The smaller pink slip in the folder on the 
dining room table. A 'zine is nearby.

Day 8



Journal Entry 18: May 19th, 1995 "Daniel": 
Sam's story on the kitchen table.

Day 8



Journal Entry 19: May 1st, 1995 "Just Gone": 
Lonnie's JROTC hat, hanging on the 
handlebars of the bike in the garage.

Day 8



Journal Entry 20: June 3rd, 1995 "Dedication": The crumpled 
flyer in the opened secret panel next to the table at the end 
of the hallway, just past where the hallway splits to go to the 
laundry room.

Day 8



Aim: How does external conflict affect Sam 
and Lonnie’s lives?

Student Responses: 

Day 8



Do Now: What would you do if you 
were in Sam, or Lonnie’s situation?

Student Responses:

Day 9



Aim: Do you think Sam and Lonnie made a 
good decision? Why, or why not?

Day 9



Journal Entry 21: June 5th, 1995 "Life Moves On": 
This is the map on the tiny table at the far end of 
the greenhouse, next to the door outside.

Day 9



Journal Entry 22: June 6th, 1995 "In the Attic": 
Picking up the attic key in the hidden room 
under the stairs triggers this entry. 

Day 9



Journal Entry 23: June 6th, 1995 "I Said Yes": The 
drawing on Sam's sleeping bag in the attic.

Day 9



Journal Entry 23: June 6th, 1995 "I Said Yes": The 
drawing on Sam's sleeping bag in the attic.

Day 9



Journal Entry 24: June 6th, 1995 "Letters to Katie": 
Open the notebook on the desk at the end of 
the attic

Day 9



2) Share your ideas with the rest of the class. Write 
down any ideas from your classmates that you did 
not include in your response to question 1. 

Day 9



Aim: Do you think Sam and Lonnie made a 
good decision? Why, or why not?

Day 9

Student Responses: 



Do Now: Did you like the game Gone 
Home? Why, or why not?

Student Responses:

Day 10



Aim: How would you rate Gone Home?
Day 10



Vocabulary

Rate: Assign a standard or value to 
something according to a particular 
scale.

Day 10



Vocabulary

Review: A critical appraisal of a book, 
play, movie, exhibition, etc., published in 
a newspaper or magazine.

https://www.ign.com/articles/2013/08/15/gone-ho
me-review

Day 10

https://www.ign.com/articles/2013/08/15/gone-home-review
https://www.ign.com/articles/2013/08/15/gone-home-review


Vocabulary

Foreshadow: Is an advance sign or 
warning of what is to come in the future. 

Day 10



Aim: How would you rate Gone Home?
Day 10

Student Responses: 



Do Now: How would you rate Gone 
Home? Choose a number out of 10. 

Student Responses:

Days 11/12



Aim: Write a review for Gone Home.

Days 11/12



Days 11/12



Do Now: Make a prediction. What do 
you think will be the plot of Edith 
Finch?

Student Responses:

Day 13



Aim: What is the mood of Edith Finch based 
on the opening scene?

Day 13

The game 
has a long 
name so we 
can refer to 
the game as 
“Edith 
Finch” for 
short. 



Vocabulary

Mood: Mood 
is the 
atmosphere 
of a piece of 
writing; it’s 
the emotions 
a selection 
arouses in a 
reader.

Family Tree: A diagram 
showing the relationships 
between people in several 
generations of a family; a 
genealogical tree.

Branch: A part 
of a tree which 
grows out from 
the trunk or 
from a bough.

Day 13



Aim: What is the mood of Edith Finch based 
on the opening scene?

Day 13

Student Responses: 



Do Now: What similarities have you 
noticed between Edith Finch and 
Gone Home?

Student Responses:

Day 14



Aim: How does Molly’s vignette set the stage 
for the rest of the game?

Day 14



Vocabulary 

Family Tree: A diagram 
showing the relationships 
between people in several 
generations of a family; a 
genealogical tree.

Day 14

We are going to learn a little bit about several of Edith’s family members 
during this segment of the game. 



Vocabulary cont.

Vignette: A brief 
evocative description, 
account, or episode.

Day 14

Every family member has a story. Each story is told through a vignette 
where we are transported back to a certain moment in time. 



Aim: How does Molly’s vignette set the stage 
for the rest of the game?

Day 14

Student Responses: 



Do Now: What are your impressions of 
Edith Finch so far?

Student Responses:

Day 15



Aim: How does Giant Sparrow use the 
bedrooms to characterize the Finch family?

Day 15



Odin
Day 15



Sven
Day 15



Calvin
Day 15



Barbara 
Day 15



Aim: How does Giant Sparrow use the 
bedrooms to characterize the Finch family?

Day 15

Student Responses: 



Do Now: What is a central idea of a 
text? 

Student Responses:

Day 16



Aim: What is the central idea of What 
Remains of Edith Finch?

Day 16



What was the central idea of Gone Home
Day 16

Student Responses: 



Walter
Day 16



Aim: What is the central idea of What 
Remains of Edith Finch?

Day 16

Student Responses: 



Do Now: What are the different types 
of conflict found in literature? 

Student Responses:

Day 17



Aim: What types of conflict pervade the 
Finch family?

Day 17



Vocabulary

Conflict: Conflict in a 
narrative is created 
when the main 
character wants 
something. When 
something else gets in 
the protagonist's way, 
a conflict arises.

Person vs. Self: The only 
true version of internal 
conflict you will find in 
literature. In this mode, 
the conflict takes place 
within the mind of the 
main character, and 
often involves the 
character making a 
decision between right 
and wrong, or other 
mixed emotions.

Person vs. Person: This is 
probably the most 
common form of external 
conflict, and is also 
known as interpersonal 
conflict. Places the 
struggle directly between 
the protagonist and the 
antagonist. In a person vs. 
person conflict, the 
protagonist wants 
something, and the 
antagonist obstructs the 
protagonist from getting 
what they want.

Day 17



Vocabulary cont.

Person vs. Society: 
Occurs when the 
protagonist is placed 
at odds with a 
government or 
cultural tradition. This 
type of conflict applies 
to societal norms as 
well. 

Person vs. Nature: 
Pits the main 
character against the 
forces of nature -- in 
the form of a natural 
disaster or a similarly 
dangerous situation.

Person vs. Machine: 
Technology stands in 
the way of the 
protagonist getting 
what they want. 
Think automation 
and the loss of jobs. 

Day 17



Vocabulary cont.

Person vs. Fate/Supernatural: This type of conflict occurs 
when a character is trapped by an inevitable destiny; 
freedom and free will often seem impossible in these 
stories. 

Day 17



Sam
Day 17



Gregory
Day 17



Gus
Day 17



Aim: What types of conflict pervade the 
Finch family?

Day 17

Student Responses: 



Do Now: Which has been your favorite 
vignette so far? Why?

Student Responses:

Day 18



Aim: What Happened to Milton?
Day 18



Short Story
Day 18

Brief fictional prose narrative that is shorter than a 
novel and that usually deals with only a few 
characters.Brief fictional prose narrative that is 
shorter than a novel and that usually deals with only 
a few characters.



Milton
Day 18



Short Story
Day 18

Brief fictional prose narrative that is shorter than a 
novel and that usually deals with only a few 
characters.Brief fictional prose narrative that is 
shorter than a novel and that usually deals with only 
a few characters.



Aim: What Happened to Milton?
Day 18

Write a short story 
detailing what you 
believe happened to 
Milton after he 
disappeared from the 
Finch household. Use 
your imagination and 
be creative!



Do Now: What is mental health?

Student Responses:

Day 19



Aim: How is Lewis’ story different from the 
others in his family?

Day 19



Vocabulary

Depression: Is a common and serious medical illness that negatively 
affects how you feel, the way you think and how you act. Depression 
causes feelings of sadness and/or a loss of interest in activities once 
enjoyed. It can lead to a variety of emotional and physical problems 
and can decrease a person’s ability to function at work and at home. - 
APS

- Like most other illness, depression is treatable

Day 19

https://www.psychiatry.org/patients-families/depression/what-is-depression


Vocabulary

Addiction: Addiction is a complex condition, a brain disease that is 
manifested by compulsive substance use despite harmful 
consequence. People with addiction (severe substance use 
disorder) have an intense focus on using a certain substance(s), 
such as alcohol or drugs, to the point that it takes over their life. 
They keep using alcohol or a drug even when they know it will cause 
problems. - APS

- Like most other illness, addiction is treatable

Day 19

https://www.psychiatry.org/patients-families/addiction/what-is-addiction


Vocabulary

Suicide: Is the act of killing yourself, most often as a result of 
depression or other mental illness. - APS

- Suicide is preventable

- Usually we try to stay away from spoilers, but it is sometimes 
important to let people know that suicide will be depicted in 
media. The next member of the Finch family will die by suicide. 

Day 19

https://www.apa.org/topics/suicide/


Lewis
Day 19



Aim: How is Lewis’ story different from the 
others in his family?

Day 19

Student Responses: 



Do Now: Make a prediction? How do 
you think the game will end?

Student Responses:

Day 20



Aim: What is the importance of storytelling?
Day 20



Edith
Day 20



Do Now: Did you like the game What 
Remains of Edith Finch? Why, or why 
not?

Student Responses:

Day 21



Aim: How would you rate What Remains of 
Edith Finch?

Day 21



Vocabulary

Rate: Assign a standard or value to 
something according to a particular 
scale.

Day 21



Vocabulary

Review: A critical appraisal of a book, 
play, movie, exhibition, etc., published in 
a newspaper or magazine.

https://www.ign.com/articles/2017/04/26/what-re
mains-of-edith-finch-review

Day 21

https://www.ign.com/articles/2017/04/26/what-remains-of-edith-finch-review
https://www.ign.com/articles/2017/04/26/what-remains-of-edith-finch-review


Do Now: What is the English Regents 
Exam? What are the different parts of 
the exam?

Student Responses:

Day 22



Aim: What are the expectations of Part 3 of 
the New York Regents Examination in 
English Language Arts?

Day 22



Read 
and 
Annotate

Day 22



Aim: What are the expectations of Part 3 of 
the New York Regents Examination in 
English Language Arts?

- Write a paragraph

Day 22



Day 22



Do Now: Take out rubric for Part 3 of 
the New York Regents Examination in 
English Language Arts.

Days 23/24/25



Aim: Read and rate student responses for 
Part 3 of the New York Regents Examination 
in English Language Arts.

Days 23/24/25



Student A - Rationale

Days 23/24/25

https://www.nysedregents.org/hsela/818/reela82018-rgw4.pdf


Student B - Rationale

Days 23/24/25

https://www.nysedregents.org/hsela/818/reela82018-rgw4.pdf


Student C - Rationale

Days 23/24/25

https://www.nysedregents.org/hsela/818/reela82018-rgw4.pdf


Do Now: Take out any worksheets, or 
notes, you have from this unit. 

Student Responses:

Days 26/27



Aim: Write a 
Part 3 essay for 
the New York 
Regents 
Examination in 
English 
Language Arts.

- You have 2 class 
periods

Days 26/27



Do Now: What is the English Regents 
Exam? What are the different parts of 
the exam?

Student Responses:

Day 28



Aim: How 
successful was 
the “Walking 
Simulator” unit?

Day 28



Socratic Circle Rules

1) Only one person talks at a time.
2) You need the talking piece to speak.
3) You can agree, or disagree with your classmates.
4) The class receives a grade together. Everyone needs 

to talk once. 
5) Please be Respectful. 

Day 28



Question #1: 

What was good? - What went well? - 
What did you like? About the “Walking 
Simulator” unit?

Day 28



Question #2: 

What was bad? - What did not go well? - 
What didn’t you like? About the “Walking 
Simulator” unit?

Day 28



Question #3: 

Do you recommend teaching this unit, or 
something similar, again in the future? 
Why, or why not?

Day 28



Aim: How 
successful was 
the “Walking 
Simulator” unit?

Day 28



Aim: Have FunDays 29/30


