
 
 

Gone Home 
 

RATIONALE FOR THIS LESSON: Why are you teaching this lesson?  
 

This lesson will be taught in the lead up to a unit on Civil Rights and more specifically the rights of 
LGBTQ people. LGBTQ people are slowly gaining more representation in popular media. There are more 
movies (although not many) than ever before that tackle the struggle of being LGBTQ in The United 
States, or the world at large. This has not yet fully transitioned to video games. Gone Home beautifly 
brings these conversations to the video game community. You play Kaitlin Greenbriar who has returned 
home from a year abroad. She finds a home completely abandoned of her parents and younger sister Sam 
and you begin investigating the house to determine why. That is the game. There is no fighting, no 
puzzles, or scary moments. You just want to find out what happened to your family. As you begin 
investigating, you slowly start putting together a story of your sister slowly coming to terms that she is a 
lesbian and all the conflict she begins to face as a result. “Sam’s story is woven into this exploration 
through objects and narration, allowing the player to normalize and internalize Sam’s conflict as he/she 
conquers the fear of moving alone through the house. Sam’s story, intimidating not only as a crisis for her 
to overcome, but also as something for Kaitlin to come to terms with and for a game to carry as its 
storyline, becomes normal through this process. By blending Sam’s story into the experience of the game, 
it can be carried along by the nostalgias we possess as players.” (Games for Change) The students who 
play this game will share the same struggle as Kaitlin as they make their way through the game. And after 
its conclusion, we can move into a more historical analysis of LGBTQ people in The United States.  
 
This lesson will most likely take 3 days.  
 

 
 

CONTENT AIM (content) 
 

 
I do have a content aim for this lesson, but it is tricky because you do not 
want the students to know what the game is about before they play it. If the 
students know beforehand that the game is about a teenage girl coming to 
terms with her sexuality, then the impact will be lost. So in the beginning of 
the lesson the aim will not include the word “gay.” That word will be 
included at the end of the lesson 

● How does Gone Home illustrate the challenges of being a 
teenager? 

● How does Gone Home illustrate the challenges of being a gay 
teenager? 

 
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 

Students will: 
 

● Examine one girl’s coming out story and map it’s major moments.  
● Consider challenges facing the LGBTQ community in The United States.  
● Play through Gone Home.   
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do before that will help them 
answer the aim.  
*Note: Learning objectives 
should be about student 
performance.) 

 
 
 
 
 
 

LANGUAGE AIM  
(reading, writing, speaking 
and writing) 
 

 
● Listen to the dialogue in Gone Home  
● Read the dialogue in Gone Home 
● Speak to other students in a conversation.  

 
 

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

● Students will complete attached Graphic Organizer.  
 

 
 

TEXTS TO BE USED 
 

● Gone Home 
○ Available on PlayStation 4, Nintendo Switch, Microsoft Windows, 

Linux, Macintosh operating systems, iOS 
MATERIALS NEEDED 
 

 
● One of the above listed platforms and a way to project in front of the class. I 

split my class into 4 groups to play together. I even had one student who 
wanted to work alone play on my phone.  

● Graphic Organizer.  
● Accompanying presentation 

 
LESSON PLAN 

DO NOW: (5 min)  
The HOOK! 
 

 
● When have you felt like your parents, or someone else close to you, did not 

understand who you are as a person? 
● Have a short 2-3 min conversation about the student responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE (10-15 
min) 
 

 
● Use the accompanying presentation to transition to talking about video 

games. Talk about how there are many video games where kids/teenagers 
are the protagonists.  

● In Gone Home, you will learn the story of your younger sister and the 
struggles she faces with herself and with her parents.  

● I am going to use the summary from the organization Games for Change 
here.  

○ After a year-long trip to Europe, Kaitlin Greenbriar returns to an 
empty home. “Don’t go digging around trying to find out where I 
am,” reads a note on the front door, signed by her younger sister 
Sam and punctuated by lightning from the storm outside.  

○ The player, as Kaitlin, must then explore the house, figuring out 
why her family has disappeared.They have left behind a trove of 
objects and artifacts — in darkened rooms and behind locked doors 
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— for the player to explore, and it is through this environment that 
the story reveals itself. 

○ Everything in Gone Home works to perfectly capture that 
experience of walking through an empty house, knowing that 
something is out of place. Emerging from the jigsaw of notes, 
photographs, and cassette tapes is a story of coming of age for 
Kaitlin’s sister, Sam. 

○ Sam’s story is woven into this exploration through objects and 
narration, allowing the player to normalize and internalize Sam’s 
conflict as he/she conquers the fear of moving alone through the 
house. Sam’s story, intimidating not only as a crisis for her to 
overcome, but also as something for Kaitlin to come to terms with 
and for a game to carry as its storyline, becomes normal through 
this process. Sam’s story is blended in with the experiences of the 
game.  

● This story is fiction, but there are countless examples of people facing 
similar problems which we will discuss later.  

● There are side stories in the game about the parents, but those are less 
important than the main story.  

○ You will focus on finding all of your sister Sam’s journal entries.  
● Project some screenshots on the board to show the basic layout of them 

game. 
○ Show the controls, although students will naturally figure these out. 

This will also vary depending on which device students are playing 
on.  

○ Show what kind of items you will be looking for.  
○ Display the map.  

● Pass out the handout that students will complete while they are playing the 
game.  

● Don’t pass out the exit slip until after all students have finished the game. 
You don’t want to spoil the content of Gone Home.  

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 greatly depend on 
how long it takes your 
students)  
(Independent, Pair and/or 
small group task)  
What activities are planned 
that align to the lesson 
objectives?  

 
● Time to play the game. This game normally takes about 2 hours so you will 

probably need 3, or even 4, days for this lesson. I did it in 3.  
● My class played in seperate groups, but if technology is limited, there is no 

reason you can’t play together as a class. It would be nice for everyone to 
get a chance to play, but if necessary some students can treat it like a movie 
they are watching.  

● Make sure you turn subtitles on for everyone since it can sometimes be 
hard to hear in a classroom.  

● Have the students play through the game, guiding them through when 
necessary. You want to make sure that they pick up most objects, or papers, 
in order to trigger the sister’s journal entries.  

○ These contain the main plot.  
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● Have students answer the questions on the accompanying handout while 
they are playing.  

○ Defining characteristics of people in the game. 
○ What are you slowly learning about your sister Sam as the game 

progresses? 
○ Do you think Sam’s decision at the end of the game was correct, or 

justifiable? Why, or Why not? 
○ 5 most important journal entries. 

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

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

going on in the game.  
● Ask the class if they have any clarifying questions every so often.  
● Help guide the students 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?  
 

  
● Have students complete the exit slip. Have them first answer individually 

and then debrief all the questions together as a class.  
○ How does Gone Home illustrate the challenges of being a gay 

teenager? 
○ Gone Home takes place in the United States during the 1990s. Do 

you think life has changed for LGBTQ people in the United States? 
How? 

○ How do you think telling this story through a video game is 
different from that of a book, or movie? Do you think think this is 
an effective way to tell this story? Why, or why not? 

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)  

 
● Attached graphic organizer.  
● Students work in groups.  

 

HOMEWORK (if 
applicable)  
 

 
● No Homework 

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.11-12.2 
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http://www.corestandards.org/ELA-Literacy/CCRA/SL/1/
http://www.corestandards.org/ELA-Literacy/RH/11-12/2/


Determine the central ideas or information of a primary or secondary 
source; provide an accurate summary that makes clear the relationships 
among the key details and ideas. 
 
CCSS.ELA-LITERACY.RH.11-12.9 
Integrate information from diverse sources, both primary and secondary, 
into a coherent understanding of an idea or event, noting discrepancies 
among sources. 
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Name:__________________________________ 
 
Directions: Play through Gone Home and complete the following handouts.  

 
Part 1: As you play through the story, fill out 
the graphic organizer below.  
 
Fill out this chart as you come across new 
characters. Don’t worry about filling out 
every row.  
 
 
 
 

Characters Defining Characteristic 
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What are you slowly learning about your sister Sam as the game progresses? 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
Do you think Sam’s decision at the end of the game was correct, or justifiable? Why, or Why not? 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 

Part 2: After you finish the game, go back and observe all of your journal entries.  
 

Choose the 5 Most Important Journal Entries for Sam 

Name of 
Event/Journal Entry 

What Happened 
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Name:__________________________________ 
 

Exit Slip 
 

1)  Aim: How does Gone Home illustrate the challenges of being a gay teenager? 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
2) Gone Home takes place in the United States during the 1990s. Do you think life has changed for LGBTQ 
people in the United States? How? 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
3) How do you think telling this story through a video game is different from that of a book, or movie? Do you 
think think this is an effective way to tell this story? Why, or why not? 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
 
__________________________________________________________________________________________ 
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