
 

 
 

Gone Home/Edith Finch - Day 1  
 

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

Introduction/Syllabus Overview 
 
This lesson will serve as an introduction to the “Walking Simulator” unit. We will go over the syllabus which will 
provide brief summaries of the games and topics explored throughout the rest of the unit. Students will learn about why 
the teacher decided to use video games as the main texts of the unit.  
 
Syllabus is at the bottom of this document. 
 
Slides for the Unit 

 
 

CONTENT AIM (content) 
 

 
● What are the expectations of Part 3 of the New York Regents Examination in 

English Language Arts? 
 

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 

do before that will help them 

answer the aim.  

Students will: 

 

● How can video games help prepare us for Part 3 of the New York Regents 
Examination in English Language Arts?  

● What is a walking simulator video game? 
 

LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen  to classmates in conversation.  
● Speak with other students in conversation.  
● Watch  trailers for Gone Home and What Remains of Edith Finch. 

. 
 

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 Trailer 
● What Remains of Edith Finch Trailer. 

○ Both available on Youtube 
 

MATERIALS NEEDED 
 

● One means of playing trailers for both video games.  
● Graphic Organizer. 
● Accompanying presentation 
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LESSON PLAN 
DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: What are video games? What is the purpose of video games? 
● Have a short 2-3 min conversation about the student responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE  
 

 
● Read the Aim: What are the expectations of Part 3 of the New York Regents 

Examination in English Language Arts? 
● Read over the Syllabus (see bottom of this document) together with the class.  
● Watch trailers for both Gone Home and What Remains of Edith Finch. These are 

two Youtube links. If Youtube does not work in your school, consider 
downloading the videos at home first.  

○ Gone Home trailer 
○ What Remains of Edith Finch trailer 

 

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 walking simulator 

video games. Ask individually, or as a class, or in whichever way your class 
typically responds to you.  

PRACTICE TASK  
(Independent, Pair and/or 
small group task)  
What activities are planned 

that align to the lesson 

objectives?  

 
● Pass out a sample instruction page for Part 3 of the New York English Language 

Arts Regents Exam. (See bottom of this document) 
○ Have students spend 10 minutes reading and annotating the instructions. 

■ Different teachers have different styles of annotation strategies. 
Use whatever works best in your class.  

○ After 10 minutes have passed, project this handout on the board and 
have students explain their annotations to you.  

■ You can write their annotations onto the board, if you are able to 
write on your screen.  

● Move on to Wrap-Up  
CHECK FOR 
UNDERSTANDING #2 
How will you assess or 

gauge if students are 

making progress towards 

the lesson objectives?  

 
● Circulate as students annotate to make sure they know how to annotate. This is a 

skill that needs to be taught.  
● Ask the class if they have any clarifying questions about the handout.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (15 
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?  

  
● Answer the final questions together as a class. Give students 5 minutes to write 

silently and then come back together to have a class discussion.  
● 9) Aim: What are the expectations of Part 3 of the New York Regents 

Examination in English Language Arts? 
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DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 

your students?  How can you 

support and extend learning 

for students?  

 
● The syllabus will be read together as a class.  
● Video trailers of the games will act as a second access point to the materials 

being taught.  
● Students can work in pairs when they are annotating the Part 3 Regents sample.  

 
 

HOMEWORK (if 
applicable)  
 

 
● Complete any unfinished work from class 

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.RL.9-10.2 
Determine a theme or central idea of a text and analyze in detail its development over the 
course of the text, including how it emerges and is shaped and refined by specific details; 
provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.9-10.3 
Analyze how complex characters (e.g., those with multiple or conflicting motivations) 
develop over the course of a text, interact with other characters, and advance the plot or 
develop the theme. 
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The Walking Simulator - Gone Home  - What Remains of Edith Finch 

 

What is a Walking Simulator? 
A walking simulator is an adventure game focused on gradual exploration and discovery through 

observation, with little in the way of action. The gameplay focuses solely on telling a story. Over the 

course of this unit, we will play through two walking simulator video games; Gone Home, and What 

Remains of Edith Finch. Both games have a heavy emphasis on narrative. 
 

 

Gone Home is an interactive story simulator. 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 begins investigating the house to determine why. The 

player starts putting together a story of Kaitlin’s sister slowly coming 

to terms with her true self 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) 

 

Developed by The Fullbright Company 
 

 
 

In What Remains of Edith Finch, you play as Edith, exploring your 

family estate to discover the reason why you're the last remaining 

member alive in your family. You slowly navigate through each 

family members' room uncovering the unnatural causes of their 

deaths. This is a very narrative driven game, where even the 

dialogue interacts with the environment.  

 

Where the game shines is the moment when you learn about each 

death in the family. You are transported to the moment they died, 

but each story is told through a completely unique perspective and utilizes completely different 

storytelling devices. Some stories are told from the perspective of children, one from a camera lens, 

another as a comic book, and several are hallucinations. The subtitles are even physically integrated 

into the gameplay. 
 

Developed by Giant Sparrow 
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  What is our Goal?                                                              2 
You didn’t think we were just going to be playing video games all semester did you? Well, we are, but 

there is a good reason! You are going to be taking the New York Regents Exam in English Language 

Arts this year. Scary, I know. This class is going to help prepare you for that exam. Specifically, we 

are trying to help prepare for Pat 3 of this exam. The three parts of the English Regents are  

1. Multiple Choice 

2. Argumentative Essay 

3. Text Analysis Essay 
You will have plenty of time to practice Parts 1 and 2 in your other classes. We are going to focus on 

text analysis. The texts you will be analyzing are the two video games Gone Home and What 

Remains of Edith Finch.  
 

What Else? 
We won’t only be playing video games. A full semester is a long time and we will finish the games 

way too quickly if don’t supplement them with other resources. We will be reading many other articles, 

texts, both fiction and non-fiction, poems, videos, etc.  

Over the course of the semester we will be discussing the following topics 

● Central idea 

● Writing Strategies  
● Literary Elements 
● Rhetorical Devices 
● Identity 

● Civil Rights 

● LGBTQ+ Issues 

 

 

Let’s Play! 
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Part 3 
 

Text-Analysis Response 
 

Your Task : Closely read the text provided on pages 20 and 21 and write a well-developed, 

text-based response of two to three paragraphs. In your response, identify a central idea in the text 

and analyze how the author’s use of one writing strategy (literary element or literary technique or 

rhetorical device) develops this central idea. Use strong and thorough evidence from the text to 

support your analysis. Do not simply summarize the text. You may use the margins to take notes as 

you read and scrap paper to plan your response. Write your response in the spaces provided on 

pages 7 through 9 of your essay booklet.  

 

Guidelines: 
Be sure to: 
● Identify a central idea in the text  

●  Analyze how the author’s use of one  writing strategy (literary element or literary technique 

or rhetorical device) develops this central idea. Examples include: characterization, conflict, 

denotation/connotation, metaphor, simile, irony, language use, point-of-view, setting, 

structure, symbolism, theme, tone, etc.  

● Use strong and thorough evidence from the text to support your analysis  

● Organize your ideas in a cohesive and coherent manner 

● Maintain a formal style of writing  

● Follow the conventions of standard written English 

 

 

 

Aim: What are the expectations of Part 3 of the New York Regents Examination in English Language Arts? 
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Gone Home/Edith Finch - Day 2  
 

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

Front-loading - How to Play - Play Until Reading the Note on the Front Door 
 
This lesson will serve as frontloading for Gone Home. Frontloading is an extremely effective strategy when teaching 
English Language Learners. Gone Home is a narrative heavy game so we want the students to have some general 
knowledge of the game before playing. Students will read a review of the game and then learn the basic mechanics of 
the game. This will be the first time playing a video game for a number of students.  
 
Handouts attached at the bottom of this document. The article being read for this lesson will be modified to suit the 
needs of English Language Learners. A link will be provided to the original document in this lesson plan.  
 
Slides for the Unit 
 

 
 

CONTENT AIM (content) 
 

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

 
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? 

Students will: 

 

● What is setting? 
● What does it mean to set the stage?  

 
LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen  to classmates in conversation.  
● Listen  to the narrations in Gone Home. 

● Speak with other students in conversation.  
● Read  the subtitles in Gone Home.  

● Read various items and documents found in Gone Home. 
 

 
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 - developed by The Fullbright Company 
● Gone Home Review: Living Room 

○ Modified Version of article attached to this document 
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MATERIALS NEEDED 
 

 
● One means of playing Gone Home 

○ I will be playing on a Nintendo Switch projected in the front of the room 
● Graphic Organizer. 
● Accompanying presentation 

 
 

LESSON PLAN 
DO NOW: (5 min)  
The HOOK! 
 

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

● Have a short 2-3 min conversation about the students' responses.  
 

MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE  
 

 
● Read the Aim: What is the mood of Gone Home based on the opening scene? 
● Go over a couple of vocabulary words before beginning the lesson. 

○ 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. 
○ 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. 
○ Mood : Mood is the atmosphere of a piece of writing; it’s the emotions a 

selection arouses in a reader. 
● Pass out and read the Polygon article Gone Home Review: Living Room together 

as a class.  
○ Have students take turns reading out loud. Each student reads a 

paragraph while other students listen and read along.  
○ Attached at the bottom of this lesson plan is a modified version of the 

article for English Language Learners. The original text can be found at 
the link provided above.  

○ If possible, project the modified article, or original if you are utilizing it, 
in the front of the room. Annotate directly onto the screen if possible.  

 

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 Gone Home. Ask 

individually, or as a class, or in whichever way your class typically responds to 
you.  

PRACTICE TASK  
(Independent, Pair and/or 
small group task)  
What activities are planned 

that align to the lesson 

objectives?  

 
● Time to play! 

○ Well, only a little 
○ IMPORTANT NOTE: When you start a new game there is a “Modifier” 

section where you can change some aspects of the game. I recommend 
choosing the option where all of the lights are turned on. If it was just 
you playing then going through the game normally would be fine, but 
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since we are playing together as a class, we want to make sure everyone 
can see everything.  

● We are only going to explore the front porch where the game starts since there 
won’t actually be a lot of time to play today.  

○ Use this setting to go over the basic controls, menus, and map of the 
game. See Day 2 of slides .  

● Pass around the controller to give each student a minute or so to walk around the 
porch to get a feel for how the game works.  

○ Have students answer question 1 while this is happening.  
● 1) What are some things you notice about the game (i.e. people, places, music, 

colors)?  
● After everyone has gotten a minute with the controller have a student play until 

they find the key to open the front door, assuming the key has not already been 
found.  

● Then have a student zoom in on the note left by the player’s sister on the front 
door. Have a student read this aloud to the class.  

● We can open the front door from here and then stop playing. We will explore the 
Living Room area in the next lesson.  

● Move on to Wrap-Up  
CHECK FOR 
UNDERSTANDING #2 
How will you assess or 

gauge if students are 

making progress towards 

the lesson objectives?  

 
● Circulate as students annotate to make sure they understand what is happening in 

the game so far.  
● Ask the class if they have any clarifying questions about the handout.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (15 
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?  

  
● Answer the final questions together as a class. Give students 5 minutes to write 

silently and then come back together to have a class discussion.  
● 2) What is one question you have about the game you would like answered? 
● 3) Aim: What is the mood of Gone Home based on the opening scene? 

 

DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 

your students?  How can you 

support and extend learning 

for students?  

 
● The students will be working together as a class.  
● The article read before actual gameplay will act as frontloading for the material.  

 
 

HOMEWORK (if 
applicable)  
 

 
● Complete any unfinished work from class 

Common Core Standards CCSS.ELA-LITERACY.RI.11-12.7 
Integrate and evaluate multiple sources of information presented in different media or 
formats (e.g., visually, quantitatively) as well as in words in order to address a question 
or solve a problem. 
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CCSS.ELA-LITERACY.RL.11-12.3 
Analyze the impact of the author's choices regarding how to develop and relate elements 
of a story or drama (e.g., where a story is set, how the action is ordered, how the 
characters are introduced and developed). 
 
CCSS.ELA-LITERACY.RL.9-10.3 
Analyze how complex characters (e.g., those with multiple or conflicting motivations) 
develop over the course of a text, interact with other characters, and advance the plot or 
develop the theme. 
 
CCSS.ELA-LITERACY.RL.11-12.4 
Determine the meaning of words and phrases as they are used in the text, including 
figurative and connotative meanings; analyze the impact of specific word choices on 
meaning and tone, including words with multiple meanings or language that is 
particularly fresh, engaging, or beautiful. 
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Aim: What is the mood of Gone Home based on the opening scene? 
 

 

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

 
 
 
 
 

 
 

Directions : Read the Polygon article Gone Home Review - The Living Room  together with the class. 

Gone Home Review - The Living Room (Modified) 

By Danielle Riendeau on August 15, 2013 at 2:00pm 

 

Gone Home Will Take You Back to the 90s. 

 

Gone Home is a master class on how to tell a personal, affecting 

story in a video game. 

 

Framed as a mystery, and requiring the player to care about its 

characters' personal lives, Gone Home takes some big risks in a 

medium that usually has a difficult time with this kind of story. It 

succeeds, thanks to superb writing and a smart, story-driven 

approach to architecture and level design. 

 

Gone Home stars Katie Greenbriar, a young woman visiting her family's new home in 1995 after a 

year of European traveling. Upon arriving at her home — on a dark and stormy night, of course — 

she finds it deserted. It's your job to piece together clues in the environment and figure out where 

everyone is. 

 

Throughout, Katie's younger sister, Samantha, narrates a series of journal entries, pulling you through 

the main story, while other smaller stories are revealed through exploring the house and searching 

through notes, objects, photos and so on. This is Katie's first time in the house — adding to the sense 

of mystery and unease that permeates Gone Home. 

 

Gameplay is first-person exploration — Katie wanders through the 

various rooms, inspecting objects and letters, collecting useful bits of 

information. There's no combat to distract you, and only a couple of 

simple puzzles to figure out. But that doesn't mean you can go on  
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autopilot and let Gone Home happen to you. Solving the mysteries of the Greenbriar family               5  
requires careful observation. It doesn't hurt to be the kind of person who obsessively searches  

every corner of the game. 

 

That there is no combat — or other mechanics aside from exploration and environmental 

manipulation — proves that you don't need to kill large groups of people to keep things interesting. 

Quite the opposite, in this case. 

 

Gone Home depends on well-drawn characters and the urgency 

lent by an interesting mystery, which motivates the player to keep 

going. But Gone Home made me want to both savor every moment 

and run to the next clue. Every piece of information provided new 

details and invited me further into the Greenbriars' world, from the 

books lying about that show off Dad's past career as a novelist, to 

hints in Samantha's schoolwork of her wicked sense of humor. 

 

 

Gone Home is emotionally honest and beautifully written. The core storyline feels real, like the 

product of an intense, lived experience, and represents the first time I've personally related to video 

game characters. 

 

Gone Home resonated deeply for me, partially because the particulars of the story are scarily familiar. 

I was surprised by the story, and even more surprised by my reaction. I've killed thousands of bad 

guys and aliens and evil henchmen in my 25-plus-year gaming career. And I've enjoyed emotional 

experiences and fallen for a number of memorable characters in that time. But I never expected to 

see myself — or such a strong reflection of myself and my own life — in a video game. 

 

But it wasn't just the details that caught me — it was the tone . The story speaks to universal 

experiences: the secrets that we keep when we're young, fear of alienation and desire for 

acceptance, complicated relationships with family. I felt like I was reliving some of my own long-ago 

memories, with all the mixed feelings associated with them. That emotional heft is a huge credit to the 

writing and performances in Gone  Home . 
 

The house pulls you through the narrative. It's intelligently gated, allowing you to explore rooms in any 

order you like, but requiring you to find necessary clues to unlock new areas. It's all very natural — 

you need to figure out how to open the basement door, for example, or find out how to get into 

Samantha's locker in her room. This structure fits the world and serves to guide you down the 

narrative path with every successful combination, code or key. 
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Gone Home proves that a game focused on story and exploration, starring a decidedly                     6 

non-traditional cast of characters, can be utterly exciting. With excellent writing and environments 

that made me want to explore every nook and cranny, Gone  Home  simply, effectively drew me in. 

After completing the game, I sat in spellbound, smiling silence for nearly an hour, and that's perhaps 

the greatest praise I can lay upon a game. 

 

Original Article Can be Found Here 

 
 

Directions : Play through the opening scene of Gone Home and answer the questions that follow.  
 

Gone Home 

 

1) What are some things you notice about the game (i.e. people, places, music, colors)?  
 

 
 

 
 

 
 

 
 
2) What is one question you have about the game you would like answered? 
 

 
 

 
 

 
 

 
 

3) Aim: What is the mood of Gone Home based on the opening scene on the porch? 
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Gone Home/Edith Finch - Day 3  
 

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

Setting - Play Until Finishing The Foyer 
 
This lesson will serve as frontloading for Gone Home. Frontloading is an extremely effective strategy when teaching 
English Language Learners. Gone Home is a narrative heavy game so we want the students to have some general 
knowledge of the game before playing. Students will explore the opening area, The foyer, of the game. This room 
serves as a tutorial for the rest of the game. Every type of action necessary for completing the game is taught to the 
player in this room. This room also introduces the characters in the game.  
 
Handouts attached at the bottom of this document.  
 
Slides for the Unit 
 

 
 

CONTENT AIM (content) 
 

 
● What is the setting of Gone Home? How does the foyer set the stage for the rest 

of the game? 
 

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? 

Students will: 

 

● What is setting? 
● What does it mean to set the stage?  

 
LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen  to classmates in conversation.  
● Listen  to the narrations in Gone Home. 

● Speak with other students in conversation.  
● Read  the subtitles in Gone Home.  

● Read various items and documents found in Gone Home. 
 

 
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 - developed by The Fullbright Company 
 

MATERIALS NEEDED  
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 ● One means of playing Gone Home 

○ I will be playing on a Nintendo Switch projected in the front of the room 
● Graphic Organizer. 
● Accompanying presentation 

 
 

LESSON PLAN 
DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: What is the definition of mood? 

● Have a short 2-3 min conversation about the students' responses.  
 

MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE  
 

 
● Read the Aim: What is the setting of Gone Home? How does the foyer set the 

stage for the rest of the game? 
● Go over a couple of vocabulary words before beginning the lesson 

○ 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. 
○ Tone: The general character or attitude of a place, piece of writing, 

situation, etc. 
○ 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. 
○ Journal: A daily record of news and events of a personal nature; a 

diary. 
○ Character/characteristics : A person in a novel, play, movie, or video 

game. 
● Time to play! 

 

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 setting. Ask 

individually, or as a class, or in whichever way your class typically responds to 
you.  

PRACTICE TASK  
(Independent, Pair and/or 
small group task)  
What activities are planned 

that align to the lesson 

objectives?  

 
● Choose a student to come up and be the player for the day, or until the student 

decides they would like to switch.  
● We are only going to focus on the first room of the house today; The foyer.  
● This room serves as a tutorial for the rest of the game. Every type of action 

necessary for completing the game is taught to the player in this room. This 
room also introduces the characters in the game.  

● As we explore this room, have students fill out the accompanying graphic 
organizer.  

○ Make sure the students come across the first journal entry. It is difficult 
to miss. See slides for photos of journal locations.  

■ 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.) 

● 1) Five family members are introduced in this section of the game. Who are they 
and what are some of their characteristics? 
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● After sifting through the foyer and answering the questions, we can move onto 

the next part. Don’t go up the stairs. The door is open, but we aren’t going that 
way yet.  

○ Open the door on the left side of the foyer.  
○ From here we can explore the dressure right in front of the player and 

the closet. The closet contains the second journal entry. Listen to that, 
and we will end the gameplay for the day there. See slides for photos of 
journal locations.  

■ 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. 

● 2) Katie comes across two Journal entries in this section of the game. What do 
we learn from them? 

● Move on to Wrap-Up  
CHECK FOR 
UNDERSTANDING #2 
How will you assess or 

gauge if students are 

making progress towards 

the lesson objectives?  

 
● Circulate as students annotate to make sure they understand what is happening in 

the game so far.  
● Ask the class if they have any clarifying questions about the handout.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (15 
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?  

  
● Answer the final questions together as a class. Give students 5 minutes to write 

silently and then come back together to have a class discussion.  
● 9) Aim: What is the setting of Gone Home? How does the foyer set the stage for 

the rest of the game? 
 

DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 

your students?  How can you 

support and extend learning 

for students?  

 
● The students will be working together as a class.  
● Subtitles will be added to the game.  
● Each journal entry can be played multiple times to make sure everyone has the 

opportunity to translate/understand the content.  
 

 
HOMEWORK (if 
applicable)  
 

 
● Complete any unfinished work from class 

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. 
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CCSS.ELA-LITERACY.RL.9-10.2 
Determine a theme or central idea of a text and analyze in detail its development over the 
course of the text, including how it emerges and is shaped and refined by specific details; 
provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.9-10.3 
Analyze how complex characters (e.g., those with multiple or conflicting motivations) 
develop over the course of a text, interact with other characters, and advance the plot or 
develop the theme. 
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Aim: What is the setting of Gone Home? How does the foyer set the stage for the rest of the game? 
 

 

Do Now : What is the definition of mood? 

 
 
 
 
 

 
 

Directions : Play through the Foyer section of Gone Home with your classmates and answer the following 
questions.  
 

1) Five family members are introduced in this section of the game. Who are they and what are some of their 
characteristics? 
 

Family Member Characteristics  
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2) Katie comes across two Journal entries in this section of the game. What do we learn from them?                  8 
 

Journal Entry  What did we Learn?  

At the New House 

 

First Day of 
School 

 

 
4) Aim: What is the setting of Gone Home? How does the foyer set the stage for the rest of the game? 
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Gone Home/Edith Finch - Day 4  
 

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

Characterization - The Main Plot and the Side Story - Play Until Entering Sam’s Room 
 
This lesson begins to get us into the meat of the story. We learned how to play and set the stage for the main plot to 
begin unfolding. Some characters were introduced previously, but now we are going to begin learning about their 
personalities and lives. This is an opportune chance to discuss the characterization of several characters. The students 
will explore all current available rooms on the first floor, on the left side of the Foyer which was explored in the 
previous lesson. Students will also head upstairs and enter Sam’s room. This is where the lesson will end.  
 
Handouts attached at the bottom of this document.  
 
Slides for the Unit 
 

 
 

CONTENT AIM (content) 
 

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

 
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? 

Students will: 

 

● What is characterization? 
● What methods do the writers use to reveal the characters’ personalities? 

 
LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen  to classmates in conversation.  
● Listen  to the narrations in Gone Home. 

● Speak with other students in conversation.  
● Read  the subtitles in Gone Home.  

● Read various items and documents found in Gone Home 
. 

 
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 - developed by The Fullbright Company 
 

MATERIALS NEEDED 
 

 
● One means of playing Gone Home 
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○ I will be playing on a Nintendo Switch projected in the front of the room 

● Graphic Organizer. 
● Accompanying presentation 

 
 

LESSON PLAN 
DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: What are your impressions of Gone Home so far? 
● Have a short 2-3 min conversation about the students' responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE  
 

 
● Read the Aim: How do the actions of a character tell you about their 

personality? 
● Go over a couple of vocabulary words before beginning the lesson 

○ 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. 

● Time to play! 
 

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 characterization. 

Ask individually, or as a class, or in whichever way your class typically 
responds to you.  

PRACTICE TASK  
(Independent, Pair and/or 
small group task)  
What activities are planned 

that align to the lesson 

objectives?  

 
● Choose a student to come up and be the player for the day, or until the student 

decides they would like to switch.  
● In the previous lesson we finished the Foyer and entered the first hallway on the 

left hand side of the Foyer. 
● As we explore, have students fill out the accompanying graphic organizer.  

○ We are going to finish exploring all available rooms on the first floor.  
● On the right hand side of this hallway is the father’s library. Explore through 

these two rooms. 
○ In the back of the second room is a folder with a combination, 0451, to a 

locker in the first room of the library.  
○ This entire section is dedicated to telling a side story.  

● Continue down the hallway and enter the next available room.  
○ This will be the TV room.  
○ Explore this room and you will come across Journal Entry 3. See slides 

for photos of journal locations.  
■ Journal Entry 3: September 13th, 1994 "Big Gold Star": The 

"Making Friends" book in the TV room, to the left of the TV.  
● After finishing the TV room, we can head to the next room, the Music Room. It 

is called this because there is a record player in it.  
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○ You will find Journal Entry 4 in this room. See slides for photos of 

journal locations.  
■ 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. 

● After the music room, continue exploring the rest of the hallway. The door at the 
end is locked, but Journal Entry 5 can be found in the dresser nearby. See slides 
for photos of journal locations.  

○ 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. 

● Move on to Wrap-Up  
CHECK FOR 
UNDERSTANDING #2 
How will you assess or 

gauge if students are 

making progress towards 

the lesson objectives?  

 
● Circulate as students annotate to make sure they understand what is happening in 

the game so far.  
● Ask the class if they have any clarifying questions about the handout.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (15 
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?  

  
● Answer the final questions together as a class. Give students 5 minutes to write 

silently and then come back together to have a class discussion.  
 

DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 

your students?  How can you 

support and extend learning 

for students?  

 
● The students will be working together as a class.  
● Subtitles will be added to the game.  
● Each journal entry can be played multiple times to make sure everyone has the 

opportunity to translate/understand the content.  
 

 
HOMEWORK (if 
applicable)  
 

 
● Complete any unfinished work from class 

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.RL.9-10.2 
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Determine a theme or central idea of a text and analyze in detail its development over the 
course of the text, including how it emerges and is shaped and refined by specific details; 
provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.9-10.3 
Analyze how complex characters (e.g., those with multiple or conflicting motivations) 
develop over the course of a text, interact with other characters, and advance the plot or 
develop the theme. 
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Aim: How do the actions of a character tell you about their personality? 
 

 

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

 
 
 
 
 

 
 

Directions : Play up until Sam’s Bedroom and answer the following questions.  
 

1) Some characters’ personalities are more clearly defined in this section of the game. How would you 
characterize each of the following characters? 
 

Family Member Characteristics  

 
 

Sam 
 
 

 

Terrence (Father) 
 

 

Janice (Mother) 
 

 

Lonnie 
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2) Katie comes across four more Journal entries in this section of the game.                                                       10 
    What do we learn from them? 

Journal Entry  What did we Learn?  

Big Gold Star 

 

Default Friends 

 

Best Laid Plans 

 

Hanging Out With 
Girls 

 

 
3) What methods do the writers use to reveal the characters’ personalities? 
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4) The main plot of the game focuses on Sam’s story. What side stories are also in the game?                           11 
Why do you think the creators chose to incorporate more these stories into Gone Home? 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

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

Home. 
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Gone Home/Edith Finch - Day 5  
 

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

Point of View - Play Until Finding the Map to Hidden Panels 
 
In this lesson, the players begin to gain a better understanding of the challenges faced by the character Sam. There are 
two important journal entries in this lesson where they way Sam speaks is more telling of her feelings than the words 
themselves. Because the game is played from a first person perspective, the player is learning these details along with 
the character Katie, whom the players control. This first person point-of-view was specifically chosen to foster a greater 
emotional connection to the story. This lesson will get students thinking about the decisions made by authors in regards 
to point-of-view. Students will also have a chance to do some writing from the first person point-of-view.  
 
Handouts attached at the bottom of this document.  
 
Slides for the Unit 
 

 
 

CONTENT AIM (content) 
 

 
● How does the chosen point-of-view for Gone Home help strengthen the overall 

narrative? 
 

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? 

Students will: 

 

● What is point-of-view? 
● What are the different types of point-of-view? 

 
LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen  to classmates in conversation.  
● Listen  to the narrations in Gone Home. 

● Speak with other students in conversation.  
● Read  the subtitles in Gone Home.  

● Read various items and documents found in Gone Home 
. 

 
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 - developed by The Fullbright Company 
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MATERIALS NEEDED 
 

 
● One means of playing Gone Home 

○ I will be playing on a Nintendo Switch projected in the front of the room 
● Graphic Organizer. 
● Accompanying presentation 

 
 

LESSON PLAN 
DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: Which plotline do you find the most interesting so far? Why?  
● Have a short 2-3 min conversation about the students' responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE  
 

 
● Read the Aim: How does the chosen point-of-view for Gone Home help 

strengthen the overall narrative? 
● Go over a couple of vocabulary words before beginning the lesson 

○ 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. 

● Ask the following question to the class.  
○ Based on these definitions, from which point-of-view is Gone Home 

told? 
■ First Person 

● “Remember this because when we finish playing, you are going to write 
something from the first person point-of-view.  

● Time to play! 
 

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 point-of-view. 

Ask individually, or as a class, or in whichever way your class typically 
responds to you.  

PRACTICE TASK  
(Independent, Pair and/or 
small group task)  
What activities are planned 

that align to the lesson 

objectives?  

 
● Choose a student to come up and be the player for the day, or until the student 

decides they would like to switch.  
● In the previous lesson we entered Sam’s bedroom.  
● As we explore, have students fill out the accompanying graphic organizer.  

○ We are going to finish exploring all available rooms on the second floor.  
● Finish exploring Sam’s room and head to the bathroom in the hallway.  

○ In the bathroom we come across Journal Entry 7. 
■ 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. 

○ Play this journal entry at least two times. Listen to the inflection of the 
words. This is really the first time that we get a sense of who Sam is and 
how she feels about Lonnie.  
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● 1) Journal Entry 7, "Dealing With Roots." What is the significance of this 

journal entry? What can we infer about Sam’s identity? 
● After the bathroom we can cross the hallway into the parents’ bedroom.  
● From the bedroom we continue down the hallway to the guest bedroom.  
● After reading the note in the door and exploring this room we can go into the 

sitting room.  
○ Journal Entry 8 is found in this room.  

■ 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.) 

● 2) Journal Entry 8, "Lie-to-Mom-and-Dad Situation." Why did Sam lie to her 
parents? At the end of this journal entry Sam says about Lonnie, “I think she 
could tell.” What does Sam think Lonnie can tell?  

● 3) Put yourself in Sam’s shoes. Have you ever lied to your parents about going 
somewhere because you did not think they would understand? If you feel like 
sharing, what was it and why did you lie? 

● Move on to Wrap-Up  
CHECK FOR 
UNDERSTANDING #2 
How will you assess or 

gauge if students are 

making progress towards 

the lesson objectives?  

 
● Circulate as students annotate to make sure they understand what is happening in 

the game so far.  
● Ask the class if they have any clarifying questions about the handout.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (15 
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?  

  
● Answer the final questions together as a class. Give students 5 minutes to write 

silently and then come back together to have a class discussion.  
● 4) Aim: How does the chosen point-of-view for Gone Home help strengthen the 

overall narrative? 

DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 

your students?  How can you 

support and extend learning 

for students?  

 
● The students will be working together as a class.  
● Subtitles will be added to the game.  
● Each journal entry can be played multiple times to make sure everyone has the 

opportunity to translate/understand the content.  
 

 
HOMEWORK (if 
applicable)  
 

 
● Complete any unfinished work from class 

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 
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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.RL.9-10.2 
Determine a theme or central idea of a text and analyze in detail its development over the 
course of the text, including how it emerges and is shaped and refined by specific details; 
provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.9-10.3 
Analyze how complex characters (e.g., those with multiple or conflicting motivations) 
develop over the course of a text, interact with other characters, and advance the plot or 
develop the theme. 
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Aim: How does the chosen point-of-view for Gone Home help strengthen the overall narrative? 
 

 

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

 
 
 
 
 
 

 
 

Directions : Play up until the Sitting Room and answer the following questions.  
 

1) Journal Entry 7, "Dealing With Roots." What is the significance of this journal entry? What can we infer 
about Sam’s identity? 
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2) Journal Entry 8, "Lie-to-Mom-and-Dad Situation." Why did Sam lie to her parents? At the end of               13 
this journal entry Sam says about Lonnie, “I think she could tell.” What does Sam think Lonnie can tell?  
 

 
 

 
 

 
 

 
 
3) Put yourself in Sam’s shoes. Have you ever lied to your parents about going somewhere because you did not 
think they would understand? If you feel like sharing, what was it and why did you lie? 

 
 

 
 

 
 

 
 

 
 
4) Aim: How does the chosen point-of-view for Gone Home help strengthen the overall narrative? 
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Gone Home/Edith Finch - Day 6 
 

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

Internal Conflict - Play Until Opening Sam’s Locker in Her Bedroom 
 
In this lesson, Sam comes to an understading that she is gay and has feelings for her friend Lonnie who is also gay. It is 
not easy for either of them to express how they feel because they are worried about a potential negative reaction. They 
both struggle with internal conflict, or “Person vs. Self,” as seen in literature. Katie, the player, must also grapple with 
these emotions as these details are slowly revealed. The students will also read “The ‘In’ Group” from Facing History 
and Ourselves. It is a short reading about wanting to feel connected and belonged to other people. The students will be 
able to relate the reading to themselves and to the characters in Gone Home.  
 
Handouts attached at the bottom of this document.  
 
Slides for the Unit 
 

 
 

CONTENT AIM (content) 
 

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

 
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? 

Students will: 

 

● What is conflict? 
● What are the different types of conflict? 

 
LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen  to classmates in conversation.  
● Listen  to the narrations in Gone Home. 

● Speak with other students in conversation.  
● Read  the subtitles in Gone Home.  

● Read various items and documents found in Gone Home 
. 

 
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 - developed by The Fullbright Company 
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MATERIALS NEEDED 
 

 
● One means of playing Gone Home 

○ I will be playing on a Nintendo Switch projected in the front of the room 
● Graphic Organizer. 
● Accompanying presentation 

 
 

LESSON PLAN 
DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: Grab a dictionary? What is the definition of conflict?  
● Have a short 2-3 min conversation about the students' responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE  
 

 
● Read the Aim: In what ways do both Sam and Lonnie exhibit internal conflict? 
● Go over a couple of vocabulary words before beginning the lesson. The 

following definitions are from Seattlepi.com.  
○ 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. 

■ This is the focus of today’s lesson. 
○ Person vs. Person : This is probably the most common form of external 

conflict, and is also known as interpersonal conflict. This mode lies at 
the heart of all dramatic arts and 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. 

○ 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.  

● Read “The ‘In’ Group” from Facing History and Ourselves together as a class .  
○ You can read at the link above, but I have included a modified version 

of the text in the handouts below.  
○ 1) What do you think is meant by the following quotation? “Differences 

between us did not cause hatred; hatred caused differences between us.” 
○ 2) What do you think is meant by the following quotation? “Often being 

accepted by others is more satisfying than being accepted by oneself.” 
Have you ever found yourself partaking in an activity at the expense of 
someone else only to regret it later? What happened? How has Sam 
struggled to fit in with her peers? 

● Time to play! 
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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 conflict. Ask 
individually, or as a class, or in whichever way your class typically responds to 
you.  

PRACTICE TASK  
(Independent, Pair and/or 
small group task)  
What activities are planned 

that align to the lesson 

objectives?  

 
● Choose a student to come up and be the player for the day, or until the student 

decides they would like to switch.  
● In the previous lesson we finished after we found a map to hidden panels across 

the house. We will continue from here.  
● As we explore, have students fill out the accompanying graphic organizer.  

○ We are going to find all three hidden panels and open the locker in 
Sam’s bedroom.  

● Follow the map to the three hidden panels. One in the library, one outside in the 
hallway on the first floor, and one outside of Sam’s bedroom.  

○ Check the map to find exact locations.  
● 3) Journal Entry 9: October 29th, 1994 "Adjusting to the Dark" 

○ Listen to and read the transcript of this journal entry.  
○ What does this journal entry almost 100% confirm? What internal 

conflict do you think both Sam and Lonnie are facing? 
● 4) Journal Entry 10: November 1st, 1994 "There Was Nothing Wrong" 

○ Listen to and read the transcript of this journal entry.  
○ What does this journal entry now confirm? Why do you think Lonnie 

was second guessing her decision to say “I really like you” during 
Journal Entry 9? What is she afraid of? 

● Move on to Wrap-Up  
CHECK FOR 
UNDERSTANDING #2 
How will you assess or 

gauge if students are 

making progress towards 

the lesson objectives?  

 
● Circulate as students annotate to make sure they understand what is happening in 

the game so far.  
● Ask the class if they have any clarifying questions about the handout.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (15 
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?  

  
● Answer the final questions together as a class. Give students 5 minutes to write 

silently and then come back together to have a class discussion.  
● 5) Aim: In what ways do both Sam and Lonnie exhibit internal conflict? 

DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 

your students?  How can you 

support and extend learning 

for students?  

 
● The students will be working together as a class.  
● Subtitles will be added to the game.  
● Each journal entry can be played multiple times to make sure everyone has the 

opportunity to translate/understand the content.  
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HOMEWORK (if 
applicable)  
 

 
● Complete any unfinished work from class 

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.RL.9-10.2 
Determine a theme or central idea of a text and analyze in detail its development over the 
course of the text, including how it emerges and is shaped and refined by specific details; 
provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.11-12.3 
Analyze the impact of the author's choices regarding how to develop and relate elements 
of a story or drama (e.g., where a story is set, how the action is ordered, how the 
characters are introduced and developed). 
 
CCSS.ELA-LITERACY.RL.9-10.3 
Analyze how complex characters (e.g., those with multiple or conflicting motivations) 
develop over the course of a text, interact with other characters, and advance the plot or 
develop the theme. 
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Aim: In what ways do both Sam and Lonnie exhibit internal conflict? 
 

 

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

 
 

Directions : Read “The ‘In’ Group ” from Facing History and Ourselves and answer the questions that follow.  
 

The "In" Group (Modified) 
Bullying & Ostracism 

 

Our desire to belong and feel connected to other people can shape the way we think about and act 
toward others and ourselves. Here, Eve Shalen, a high-school student, reflects on how her desire to 
belong once affected the way she treated one of her classmates. 
 

My eighth grade consisted of 28 students, most of whom knew each other from the age of five or six. 
The class was close and we knew each other so well that most of us could distinguish each other’s 
handwriting at a glance. Although we grew up together, we still had class outcasts. From second 
grade on, a small elite group spent a large portion of their time bullying two or three of the others. I 
was one of those two or three, but I don’t know why. Usually when children get picked on, they 
aren’t good at sports, or they read too much, or they wear the wrong clothes, or they are of a 
different race. But in my class, we all read too much and didn’t know how to play sports. We had 
also been brought up to carefully respect each other’s races. This is what was so strange about my 
situation. Usually, people are made outcasts because they are in some way different from the larger 
group. But in my class, large differences did not exist. It was as if the outcasts were invented by the 
group out of a need for them. Differences between us did not cause hatred; hatred caused 
differences between us. 

1) What do you think is meant by the following quotation? “Differences between us did not cause hatred; 
hatred caused differences between us.” 
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The harassment was subtle. It came in the form of quiet giggles when I talked, and rolled                 15 
eyes when I turned around. If I was out in the playground and approached a group of people,  
They often stopped talking. Sometimes someone would not see me coming and I would hear 
students making jokes about me. 
 
I also have a memory of a different kind. There was another girl in our class who was perhaps even 
more rejected than I. She also tried harder than I did for acceptance, providing the group with a lot 
of material for jokes. One day during lunch I was sitting outside watching a basketball game. One of 
the popular girls in the class came up to me to show me something she said I wouldn’t want to miss. 
We walked to a corner of the playground where a group of three or four sat. One of them read aloud 
from a small book, which I was told was the girl’s diary. I sat down and, laughing till my sides hurt, 
heard my voice finally blend with the others. Looking back, I wonder how I could have participated 
in bullying this girl when I knew perfectly well what it felt like to be bullied myself. I would like to 
say that if I were in that situation today I would react differently, but I am honestly not sure. Often 
being accepted by others is more satisfying than being accepted by oneself, even though the 
satisfaction does not last. Too often our actions are determined by the moment. 
 

2) What do you think is meant by the following quotation? “Often being accepted by others is more satisfying 
than being accepted by oneself.” Have you ever found yourself partaking in an activity at the expense of 
someone else only to regret it later? What happened? How has Sam struggled to fit in with her peers? 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
Directions : Play up until you open the locker in Sam’s bedroom and answer the questions that follow.  
 

3) Journal Entry 9: October 29th, 1994 "Adjusting to the Dark" 
At Todd's brother's place after the show, there was only a futon to sleep on, so Lonnie and I shared it. 

The lights went out... I was turned toward her... my eyes started to adjust, and then I could see she was 

looking at me, too. In the dark, she smiled. My heart was beating so fast. I rolled over, I felt so... I don't  
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know, nervous? After a minute she put her arm around me, and was so close, and whispered                16 
in my ear “I really like you." I just nodded my head and I really hope she could tell. I really hope…  

that she meant what I think she did. I've felt like a shook-up can of soda ever since. I hope we have a 

chance to talk before I explode. 
What does this journal entry almost 100% confirm? What internal conflict do you think both Sam and Lonnie 
are facing? 

 
 

 
 

 
 

 
 

4) Journal Entry 10: November 1st, 1994 "There Was Nothing Wrong" 
Lonnie came over today. But everything was... different. She was sitting at my desk chair. And she 

wouldn't look at me. Finally I asked her what was going on. She said she felt like she'd done something 

wrong that night in the city, like I must think... But I said no, there was nothing wrong. I just wanted to 

say... But I couldn't find the words. I felt like I was going to cry, but I wasn't sad. She got up and sat next 

to me on the bed. I looked at her. "Lonnie... do you... think... you could ever..." ... And that's when she 

kissed me. 
What does this journal entry now confirm? Why do you think Lonnie was second guessing her decision to say 
“I really like you” during Journal Entry 9? What is she afraid of? 
 

 
 

 
 

 
 

 
 
5) Aim: In what ways do both Sam and Lonnie exhibit internal conflict? 
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Gone Home/Edith Finch - Day 7 
 

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

LGBTQ and Acceptance - Play Until Entering the Junk Room Full of Newspapers 
 
In this lesson, Sam and Lonnie begin “secret dating.” Katie follows along with Sam, through her journal entries and 
notes, as she explores this new relationship with Lonnie. Yes, this is an LGBTQ relationship, but it is one that nearly 
everyone can relate to; a relationship that is being hidden from their parents. Many students, and people in general, keep 
relationships hidden from their parents and family members. The game shows that while the LGBTQ community does 
face a unique set of problems, some of their conflicts are quote unquote “normal.” Most teenagers deal with similar 
issues and this lesson will begin showing that we aren’t all that different from one another. As stated in the previous 
lesson’s reading,  “differences between us did not cause hatred; hatred caused differences between us.” Students will 
also be reading the article “Finding Confidence” from Facing History and Ourselves. It will discuss bullying and some 
of the issues faced by a LGBTQ youth.  
 
Handouts attached at the bottom of this document.  
 
Slides for the Unit 
 

 
 

CONTENT AIM (content) 
 

 
● Aim: What does it mean to accept oneself? Has Sam has fully accepted herself 

at this point in the game? 
 

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? 

Students will: 

 

● What is bullying? 
● What is self-esteem? 

 
LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen  to classmates in conversation.  
● Listen  to the narrations in Gone Home. 

● Speak with other students in conversation.  
● Read  the subtitles in Gone Home.  

● Read various items and documents found in Gone Home 
. 

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

● Students will complete attached Graphic Organizer.  
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TEXTS TO BE USED ● Gone Home - developed by the Fullbright Company 
MATERIALS NEEDED 
 

 
● One means of playing Gone Home 

○ I will be playing on a Nintendo Switch projected in the front of the room 
● Graphic Organizer. 
● Accompanying presentation 

 
 

LESSON PLAN 
DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: Grab a dictionary. What is the definition of sexuality? 
● Have a short 2-3 min conversation about the students' responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE  
 

 
● Read the Aim: What does it mean to accept oneself? 
● Go over a couple of vocabulary words before beginning the lesson. The 

following definitions are taken from GLAAD. 
○ 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. 
○ 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. 

○ 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. 

● Read “Finding Confidence” from Facing History and Ourselves together as a 
class .  

○ You can read at the link above, but I have included a modified version 
of the text in the handouts below.  

○ 1) Cameron states that it took years to figure out that she was gay. Why 
do you think this is the case for so many people, including Sam in Gone 

Home? What are some effects of being unsure of your sexuality? 
○ 2) How does Cameron redefine bullying? Why do many people often 

end up bullying themselves? 
○ 3) What did Cameron learn about LGBTQ community who lived in New 

York? How did this help her learn to accept herself? 
● Time to play! 

 

CHECK FOR 
UNDERSTANDING #1 

● Check that everyone in class understands the basic concept of LGBTQ+. Ask 
individually, or as a class, or in whichever way your class typically responds to 
you.  
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How will you assess or gauge 
if students are making progress 
towards the lesson objectives?  
PRACTICE TASK  
(Independent, Pair and/or 
small group task)  
What activities are planned 

that align to the lesson 

objectives?  

 
● Choose a student to come up and be the player for the day, or until the student 

decides they would like to switch.  
● In the previous lesson we finished after we opened the locker in Sam’s bedroom. 

We will continue from here.  
● As we explore, have students fill out the accompanying graphic organizer.  

○ We are going to explore the basement until the “junk” room during this 
lesson.  

■ The “junk” room is filled with newspapers.  
● A key was found in Sam’s locker. From here we can enter the locked door in the 

downstairs hallway that we could not enter before.  
○ This is not the door on the right side of the Foyer. This is the door at the 

end of the hallway on the right side of the Foyer.  
○ This leads to the basement.  

● 4) What do we learn from the three journal entries (11-13) in this section? 
○ 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.) 

○ 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. 

○ 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. 

● Keep playing until you reach the “junk room.” 
○ This is the room full of newspapers. We will continue from here in the 

next lesson.  
● Let students know that there is a space provided for extra note taking for details 

they find important, or want to remember.  
● Move on to Wrap-Up  

CHECK FOR 
UNDERSTANDING #2 
How will you assess or 

gauge if students are 

making progress towards 

the lesson objectives?  

 
● Circulate as students annotate to make sure they understand what is happening in 

the game so far.  
● Ask the class if they have any clarifying questions about the handout.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (15 
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?  

  
● Answer the final questions together as a class. Give students 5 minutes to write 

silently and then come back together to have a class discussion.  
● 5) Aim: What does it mean to accept oneself? Has Sam has fully accepted 

herself at this point in the game? 
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DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 

your students?  How can you 

support and extend learning 

for students?  

 
● The students will be working together as a class.  
● Subtitles will be added to the game.  
● Each journal entry can be played multiple times to make sure everyone has the 

opportunity to translate/understand the content.  
 

 
HOMEWORK (if 
applicable)  
 

 
● Complete any unfinished work from class 

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.RL.9-10.2 
Determine a theme or central idea of a text and analyze in detail its development over the 
course of the text, including how it emerges and is shaped and refined by specific details; 
provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.11-12.3 
Analyze the impact of the author's choices regarding how to develop and relate elements 
of a story or drama (e.g., where a story is set, how the action is ordered, how the 
characters are introduced and developed). 
 
CCSS.ELA-LITERACY.RL.9-10.3 
Analyze how complex characters (e.g., those with multiple or conflicting motivations) 
develop over the course of a text, interact with other characters, and advance the plot or 
develop the theme. 
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Aim: What does it mean to accept oneself? Has Sam has fully accepted herself at this point in the game? 
 

 

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

 
 
 
 
 

 
 

Directions : Read “Finding Confidence” from Facing History and Ourselves and answer the questions that 
follow.  

Finding Confidence (Modified) 
Bullying & Ostracism 

 

In the reading The “In” Group , (our text from yesterday) Eve Shalen says, “Often being accepted by 
others is more satisfying than being accepted by oneself, even though the satisfaction does not last.” 
In the following passage, Cameron Tuttle explains how her need for acceptance shaped her experience 
when she was in high school and came to understand that she was gay. 
 

No one bullied me in high school because absolutely no one knew I was gay. Definitely not me. It 
took me years to figure that out. 

I was one of those squeaky clean, annoyingly mainstream, overachiever types. I got good grades, did 
student government, sang in musicals, played team sports, and joined lots of clubs to fatten up my 
college applications. But even though I was popular and friends with lots of different people, I felt 
alone, really alone, like no one knew the real me. 

How could they? I was trying so hard to be perfect. 

1) Cameron states that it took years to figure out that she was gay. Why do you think this is the case for so 
many people, including Sam in Gone Home? What are some effects of being unsure of your sexuality? 
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On the outside, I was a thriving, active, make-my-family-proud, successful teenager. But on            18 
the inside, I was emotionally numb, comatose, flat-lining. My mom had died of breast cancer  
two weeks before the beginning of ninth grade. She was an amazing mom, loving and supportive, 
and she gave me enough freedom to explore who I was so I could succeed or fail with my own 
personal style. After she died, I was devastated. But I was determined to prove to the world and to 
myself that I was okay. 

 
I found myself working really, really hard to be the best because I was scared. Scared of being 
different. Scared of being defective. Scared of feeling my feelings. So for years, I didn’t let myself 
feel. 

I got a lot done in high school but I didn’t have a lot of fun. And even though I wasn’t ever bullied by 
other people, I was relentlessly bullied by my own thoughts and fears about who I was, how I was 
supposed to behave, and what would happen if I didn’t. 

I actually had this pathetic idea that I would somehow let down my community—people I barely 
knew in the conservative, snooty neighborhood where I grew up—if I ended up being a lesbian. How 
ridiculous is that? 

Bullying isn’t just what real people in real time say to you or try to do to you. Bullying is 
everywhere—it’s in the words of fearful, judgmental parents who are trying to control you. (BTW: 
it’s also in the words of well-meaning but misguided parents who are trying “to protect you from 
being hurt.”) Bullying is in the news and in government policy. It’s in the imagery of pop culture. It’s 
in religion. And as a result, it gets into your head. 

2) How does Cameron redefine bullying? Why do many people often end up bullying themselves? 
 
 
 
 
 
 
 

 

How did it get better for me? Slowly. It helped that I went to college across the country, as far away 
as I possibly could go from my hometown without needing a passport. 

 

I eventually brave enough to stand up to my inner bully, the judgmental, fearful, bossy voice in my 
head that kept telling me, You can’t . . . You shouldn’t . . . Don’t you dare! And then I finally found 
the confidence to listen to my body and to my heart and to be honest with myself. 
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And then I moved to New York.                                                                                                                         19 

When I was living there, I met tons of people who were a lot like me—squeaky-clean, annoyingly 
mainstream overachievers who just happened to be gay: former high-school cheerleaders, 
homecoming kings, class officers, student leaders, star athletes. And I realized . . . yeah, I can do 
this. Yeah, I can be this. And now, I love being different—in my squeaky-clean, annoyingly 
mainstream way. 

3) What did Cameron learn about the LGBTQ community who lived in New York? How did this help her 
learn to accept herself? 
 
 
 
 
 
 
 

 
Directions : Play up until you come across the newspaper filled room in the  basement  and answer the questions 
that follow.  

4) What do we learn from the three journal entries (11-13) in this section? Fill out the organizer below.  
 

Journal Entry  What did we Learn?  

It’s Different Now 

 

Ship Date 
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 20 

 

I Can Sing 

 

 
Note Taking: Use this space to take notes about any other details you found in important, or want to remember.  
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
5) Aim: What does it mean to accept oneself? Has Sam has fully accepted herself at this point in the game? 
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Gone Home/Edith Finch - Day 8 
 

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

External Conflict - Play Until Right Before Entering the Greenhouse 
 
In this lesson, Sam and Lonnie begin begin to face external conflicts. Instead of struggling with their own identities and 
sexuality, they are now placed at odds with their society. In literature this is called “Person vs. Society.”  The focus of 
these lessons will be on the journal entries found throughout this section of them game.  
 
Handouts attached at the bottom of this document.  
 
Slides for the Unit 
 

 
 

CONTENT AIM (content) 
 

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

 
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? 

Students will: 
 

● What is conflict? 
● What are the different types of conflict? 

 
LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen  to classmates in conversation.  
● Listen  to the narrations in Gone Home. 
● Speak with other students in conversation.  
● Read  the subtitles in Gone Home.  
● Read various items and documents found in Gone Home 

. 
 

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 - developed by the Fullbright Company 
MATERIALS NEEDED 
 

 
● One means of playing Gone Home 

○ I will be playing on a Nintendo Switch projected in the front of the room 
● Graphic Organizer. 
● Accompanying presentation 
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LESSON PLAN 

DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: Read and annotate the provided excerpt from BBC News . Gone Home 

takes place in the 1990s.Which characters might have been affected by “Don’t 
Ask, Don’t Tell?” 

● Have a short 2-3 min conversation about the students' responses.  
 

MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE  
 

 
● Read the Aim: How does external conflict affect Sam and Lonnie’s lives? 
● Review a couple of vocabulary words before beginning the lesson. The 

following definitions are from Seattlepi.com.  
○ 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. This mode lies at 
the heart of all dramatic arts and 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. 

■ This is a secondary focus of today’s lesson. 
○ 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.  

■ This is the focus of today’s lesson.  
○ 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.  
● Time to play! 

 
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 conflict. Ask 
individually, or as a class, or in whichever way your class typically responds to 
you.  

PRACTICE TASK  
(Independent, Pair and/or 
small group task)  
What activities are planned 
that align to the lesson 
objectives?  

 
● Choose a student to come up and be the player for the day, or until the student 

decides they would like to switch.  
● In the previous lesson we finished after entering the “junk room” in the 

basement. We are going to continue from here.  
● As we explore, have students fill out the accompanying graphic organizer.  

○ We are going to explore the rooms on the right side of the foyer during 
this lesson.  

● 1) Journal Entry 15: April 10th, 1995: "Getting Lonnie" 
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○ What is the significance of Don’t Ask Don’t Tell? 

● 2) Journal Entry 16: April 5th, 1995 "The Nunnery" 
○ Make a prediction. What is the joke about “the nunnery?” 

● 3) Journal Entry 17: April 22nd, 1995 "A Very Long Phase" 
○ How did Sam’s parents react when they learned about Sam being gay? 
○ Why was Sam surprised by this reaction? 

● Move on to Wrap-Up  
CHECK FOR 
UNDERSTANDING #2 
How will you assess or 
gauge if students are 
making progress towards 
the lesson objectives?  

 
● Circulate as students annotate to make sure they understand what is happening in 

the game so far.  
● Ask the class if they have any clarifying questions about the handout.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (15 
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?  

  
● Answer the final question together as a class. Give students 5 minutes to write 

silently and then come back together to have a class discussion.  
● 4) Aim: How does external conflict affect Sam and Lonnie’s lives? 

DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 
your students?  How can you 
support and extend learning 
for students?  

 
● The students will be working together as a class.  
● Subtitles will be added to the game.  
● Each journal entry can be played multiple times to make sure everyone has the 

opportunity to translate/understand the content.  
 

 
HOMEWORK (if 
applicable)  
 

 
● Complete any unfinished work from class 

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.RL.9-10.2 
Determine a theme or central idea of a text and analyze in detail its development over the 
course of the text, including how it emerges and is shaped and refined by specific details; 
provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.11-12.3 
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Analyze the impact of the author's choices regarding how to develop and relate elements 
of a story or drama (e.g., where a story is set, how the action is ordered, how the 
characters are introduced and developed). 
 
CCSS.ELA-LITERACY.RL.9-10.3 
Analyze how complex characters (e.g., those with multiple or conflicting motivations) 
develop over the course of a text, interact with other characters, and advance the plot or 
develop the theme. 
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Aim: How does external conflict affect Sam and Lonnie’s lives? 
 

 

Do Now : Read and annotate the provided excerpt from BBC News .  
 

'Don't ask, don't tell' ban on gays in US military ends (Modified) 
 

September 20, 2011 
 

A policy banning open homosexuality in the US military has been repealed after nearly two decades. The 
dropping of "don't ask, don't tell" means service members can now reveal they are gay without fear of 
investigation or discharge. . . The US Congress voted last year to repeal the law, which was introduced in 1993 
under the Clinton administration. It replaced an outright ban on gay people serving in the military.  
 

Under the policy, gay people were permitted to serve as long as they did not openly acknowledge their sexual 
orientation, while commanders were not allowed to ask. . . US President Barack Obama in a statement: "As of 
today, patriotic Americans in uniform will no longer have to lie about who they are in order to serve the country 
they love." 
 

- Gone Home takes place in the 1990s. Which characters might have been affected by “Don’t Ask, Don’t 
Tell?” 

 
 

 
 
 

 
 

Directions : Play up until the “Green Room” and answer the questions that follow.  
 

1) Journal Entry 15: April 10th, 1995: "Getting Lonnie" 
 

I don’t “get” Lonnie sometimes. 
 

Like, her band and our zine and her hair and everything are all "anti-authority," but I watch her in JROTC and 
she's doing drills in perfect formation, following orders, no question. And there's all this stuff in the news about 
Don't Ask Don't Tell. Like, she's going to join the Army and then have to... LIE? About who she IS? She said, 
"they don't need to know what they don't need to know." Like it was no big deal. This from the girl who trashed 
her locker to like, defend my honor… 
 

I've learned when to stop arguing though. I don't think Lonnie "gets" Lonnie sometimes. 
 

What is the significance of Don’t Ask Don’t Tell? 
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Katie, you know how mom and dad are. Not exactly... super open-minded. About things. It feels like every minute I 
don't spend with Lonnie, I spend worrying about them finding out about us. And what would happen if they did… 

 

You know dad's "joke" about "the nunnery" that he'd tell whenever you brought boys around the old house? I 
wonder where he'd want to send ME… 

 
Make a prediction. What is the joke about “the nunnery?” 
 
 
 
 
 
 
 
3) Journal Entry 17: April 22nd, 1995 "A Very Long Phase" 
 

I had an... interesting talk with mom and dad tonight. One YOU'RE never going to need to have. 
 

I mean... you've known, right? Like... I'VE known. I've known since like, She-Ra. 
 

Mom and dad didn't, I guess. 
 

But they saw the zine, and the stuff on the locker, and they were like, "is there something we should know about 
you and Lonnie?" 

 

And so here's the thing. I was prepared for them to be mad, or disappointed, or start crying or something. But 
they were just in DENIAL. "You're too young to know what you want," "you and Lonnie are just GOOD 
FRIENDS," "you just haven't met the right BOY..." "It's a PHASE." That's what I didn't see coming. That they 
wouldn't even respect me enough... to BELIEVE me. 

 

Well. Joke's on them. Because they are in for one VERY long phase. 
 
How did Sam’s parents react when they learned about Sam being gay? Why was Sam surprised by this 
reaction? 
 
 
 
 
 
 
 
 
4) Aim: How does external conflict affect Sam and Lonnie’s lives? 
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Gone Home/Edith Finch - Day 9 
 

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

Gone Home - Finish the Game 
 
In this lesson the students are going to finish the game. Sam and Lonnie’s story will come to an end. The story ends 
with a very important life changing decision made by both girls. The students will debate whether or not they made the 
right choice and can discuss important decisions that they have made in their own lives.  
 
Handouts attached at the bottom of this document.  
 
Slides for the Unit 
 

 
 

CONTENT AIM (content) 
 

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

 
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? 

Students will: 

 

● What is choice? 
● At what age should you begin making decisions about your future? 

 
LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen  to classmates in conversation.  
● Listen  to the narrations in Gone Home. 

● Speak with other students in conversation.  
● Read  the subtitles in Gone Home.  

● Read various items and documents found in Gone Home 
. 

 
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 - developed by the Fullbright Company 
MATERIALS NEEDED 
 

 
● One means of playing Gone Home 

○ I will be playing on a Nintendo Switch projected in the front of the room 
● Graphic Organizer. 
● Accompanying presentation 
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https://docs.google.com/presentation/d/1D_uocJzhMUppyarVlEOOkZB06fjQ8fkRxsTb1sts85c/edit?usp=sharing
https://docs.google.com/presentation/d/1D_uocJzhMUppyarVlEOOkZB06fjQ8fkRxsTb1sts85c/edit?usp=sharing


 
LESSON PLAN 

DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: What would you do if you were in Sam, or Lonnie’s situation? 
● Have a short 2-3 min conversation about the students' responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE  
 

 
● Read the Aim: Do you think Sam and Lonnie made a good decision? Why, or 

why not? 
● Only 4 journal entries left in the game.  
● The students are going to finish playing and then partake in a class conversation 

about the ending.  
● Time to play! 

 

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 Gone Home so 
far. Ask individually, or as a class, or in whichever way your class typically 
responds to you.  

PRACTICE TASK  
(Independent, Pair and/or 
small group task)  
What activities are planned 

that align to the lesson 

objectives?  

 
● Choose a student to come up and be the player for the day, or until the student 

decides they would like to switch.  
● In the previous lesson we finished right before entering the “green house.” We 

are going to continue from here and finish the game.  
● As we explore, have students fill out the accompanying graphic organizer.  

○ We are going to finish exploring the house.  
● Have students write down their thoughts/noticings as the play through this final 

section of the game. They will share these ideas with the rest of the class.  
○ 1) Write down your thoughts about this final section of the game. You 

will need these later.  
● After finishing the game, move on to a class discussion.  

○ 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.  

○ Teacher can write responses on the board.  
● Move on to Wrap-Up  

CHECK FOR 
UNDERSTANDING #2 
How will you assess or 

gauge if students are 

making progress towards 

the lesson objectives?  

 
● Circulate as students annotate to make sure they understand what is happening in 

the game so far.  
● Ask the class if they have any clarifying questions about the handout.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (15 
min) 
How are students returning 

to the lesson objective? 

How are students 

self-assessing or engaging 

in peer assessment of each 

  
● Answer the final question together as a class. Give students 5 minutes to write 

silently and then come back together to have a class discussion.  
● 3) Aim: Do you think Sam and Lonnie made a good decision? Why, or why not? 
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other’s progress towards 

outcome mastery?  
DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 

your students?  How can you 

support and extend learning 

for students?  

 
● The students will be working together as a class.  
● Subtitles will be added to the game.  
● Each journal entry can be played multiple times to make sure everyone has the 

opportunity to translate/understand the content.  
 

 
HOMEWORK (if 
applicable)  
 

 
● Complete any unfinished work from class 

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.RL.9-10.2 
Determine a theme or central idea of a text and analyze in detail its development over the 
course of the text, including how it emerges and is shaped and refined by specific details; 
provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.11-12.3 
Analyze the impact of the author's choices regarding how to develop and relate elements 
of a story or drama (e.g., where a story is set, how the action is ordered, how the 
characters are introduced and developed). 
 
CCSS.ELA-LITERACY.RL.9-10.3 
Analyze how complex characters (e.g., those with multiple or conflicting motivations) 
develop over the course of a text, interact with other characters, and advance the plot or 
develop the theme. 
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Aim: Do you think Sam and Lonnie made a good decision? Why, or why not? 
 

 

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

 
 

 
 
 

 
 

Directions : Finish playing Gone Home and answer the following questions.  
 

1) Write down your thoughts about this final section of the game. You will need these later.  
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2) Share your ideas with the rest of the class. Write down any ideas from your classmates that you did            24 
not include in your response to question 1.  
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
3) Aim: Do you think Sam and Lonnie made a good decision? Why, or why not? 
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Gone Home/Edith Finch - Day 10 
 

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

Review/Foreshadow 
 

This lesson will act as a review of Gone Home. After this lesson, students will need to complete a summative 
assignment showing their understanding of the game. Students will now have a chance to re-enter the game and explore 
the house/map however they see fit. Having already played the game, they will be able to see how certain story 
elements were foreshadowed. They can also relisten to any of the journal entries to refresh their memory. After 
spending the first half of the class reviewing the game, the students will read and annotate a review of Gone Home. The 
students also read one review at the beginning of the unit. Their summative assessment will be to write their own 
reviews so these will act as a guide.  
 
Slides for the Unit 

 
 

CONTENT AIM (content) 
 

 
● Aim: How would you rate Gone Home? 

 
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? 

Students will: 

 

● What is a review? 
● What is foreshadowing? 

 
LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen  to classmates in conversation.  
● Listen  to the narrations in Gone Home. 

● Speak with other students in conversation.  
● Read  the subtitles in Gone Home.  

● Read various items and documents found in Gone Home 
 

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 - developed by the Fullbright Company 

● IGN Gone Home Review 

MATERIALS NEEDED 
 

 
● One means of playing Gone Home 

○ I will be playing on a Nintendo Switch projected in the front of the room 
● Graphic Organizer. 
● Accompanying presentation 
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LESSON PLAN 

DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: Did you like the game Gone Home? Why, or why not? 
● Have a short 2-3 min conversation about the students' responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE  
 

 
● Read the Aim: How would you rate Gone Home? 
● Go over a couple of vocabulary words before beginning the lesson. 

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

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

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

● Explain that students are going to be writing their own reviews of the game.  
● But first we are going to let students play the game again in order to refresh their 

memory.  
● Time to play! 

 

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 Review. Ask 
individually, or as a class, or in whichever way your class typically responds to 
you.  

PRACTICE TASK Part 1 
(Independent, Pair and/or 
small group task)  
What activities are planned 

that align to the lesson 

objectives?  

 
● Choose a student to come up and be the player for the day, or until the student 

decides they would like to switch.  
● In the previous lesson we finished the game. We will now let students explore 

the house freely in order to refresh their memories of the game before their 
summative assessment.  

● Allow students to replay any journal entries they wish to hear again. 
● Tell students to keep an eye out for any foreshadowing.  
● Fore an example of foreshadowing have students play the voicemails on the 

phone in the foyer.  
● Move on to Wrap-Up  

PRACTICE TASK Part 2 
 

 
● Stop playing after about 20 minutes. 
● Have students read and annotate the review of Gone Home. 
● They will probably need to finish this for homework.  

 

CHECK FOR 
UNDERSTANDING #2 
How will you assess or 

gauge if students are 

making progress towards 

the lesson objectives?  

 
● Circulate as students annotate to make sure they understand what a review is.  
● Ask the class if they have any clarifying questions about the handout.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (15 
min) 

  
● Answer the final question together as a class. Give students 5 minutes to write 

silently and then come back together to have a class discussion.  
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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?  

● Aim: How would you rate Gone Home?  
○ We are going to answer this as the Do Now for the next lesson.  

DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 

your students?  How can you 

support and extend learning 

for students?  

 
● The students will be working together as a class.  
● Subtitles will be added to the game.  
● Each journal entry can be played multiple times to make sure everyone has the 

opportunity to translate/understand the content.  
 

 
HOMEWORK (if 
applicable)  
 

 
● Complete any unfinished work from class 

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.RL.9-10.2 
Determine a theme or central idea of a text and analyze in detail its development over the 
course of the text, including how it emerges and is shaped and refined by specific details; 
provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.11-12.3 
Analyze the impact of the author's choices regarding how to develop and relate elements 
of a story or drama (e.g., where a story is set, how the action is ordered, how the 
characters are introduced and developed). 
 
CCSS.ELA-LITERACY.RL.9-10.3 
Analyze how complex characters (e.g., those with multiple or conflicting motivations) 
develop over the course of a text, interact with other characters, and advance the plot or 
develop the theme. 
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Aim: How would you rate Gone Home? 
 

 

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

 

 
 
 
 

 
 

Directions : Read and annotate the IGN  article Gone Home Review - Grown Up Games . 
Gone Home Review - Grown Up Games (Modified) 

By Marty Silva  on August 15, 2013 

 
 

One of the most rewarding moments of Gone Home, and any work of fiction 
for that matter, is when you take a mess of oddly shaped metaphorical 
puzzle pieces and finally put them together to resemble something familiar. 
This truth sprang forth for me a few hours into my first-person walkabout 
through the Greenbriar household. As I searched through an abandoned 
kitchen examining refrigerator notes, discarded paperback books, and 

surprisingly named bottles of salad dressing, the proverbial light bulb suddenly illuminated. 
 

Yes, I was exploring the Greenbriar home, a digital space where the first game by The Fullbright 
Company is set. But perhaps more importantly, I was exploring something strikingly similar to the 
house I grew up in. Each time I clicked on an item owned by a family member and studied its various 
traits, like empty liquor bottles belonging to a father who may or may not drink too much, or a 
sarcastically written term-paper on the female reproductive system that highlights a young woman's 
sharp wit, I was brought back to my parent's house. 
 

Throughout Gone  Home , a first-person exploratory adventure game, you'll poke around a beautifully 
created house and examine the artifacts that populate each well-designed room, and everywhere you 
look the house has a warm, lived-in feel. The family's study is filled with interesting books, records, 
and liquor cabinets to raid. The kitchen is as wonderfully disorganized as my mom's, and the 
bedroom of a teenager feels like the bedroom of a teenager. It felt as if I had broken into a museum in 
the middle of the night with the goal of touching the very things that I was told not to touch. Gone 
Home's world just feels real. 

 
 
©2019, Hey Listen Games  

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


 
As you delve deeper into the Greenbriar residence, you'll come across telephone messages,           26 
notes, and diary entries that provide the clues needed for you to begin illuminating the dark 
corners of this family. The writing and voice work here are among the best I've ever experienced 
in games. It is painfully real. Unraveling the story of your character’s teenage sister Samantha's 
coming of age, the complicated parts of your parent's marriage, and eventually the reasons why you 
left home in the first place make Gone Home a powerful piece of storytelling. The emotional impact I 
felt stemmed from discovering these bits of backstory and piecing them together myself. 

 

The writing and artifacts are so good that I felt compelled to grab 
everything and give it a closer examination. Turning around a can of 
soup reveals a fully written label. Thumbing through a VHS collection 
highlights a wealth of classics from Gone Home's mid-'90s setting. 
And entering a closet only to find it filled to the brim with board 
games, subtly weathered with use, all contribute toward making the 
Greenbriar household feel like a living, breathing place. 

 

Doing this isn't just some menial task – scouring the house with a fine-toothed comb leads to optional 
story revelations, funny asides, and sometimes both. For example, while rummaging through my 
father's study, I came across a box filled to the brim with dozens of copies of his unsuccessful second 
novel.  
 
The only problem to the inanimate objects that lay about the Greenbriar home is that by the end, 
you're sometimes examining the same thing over and over. Coming across the same box of tissues in 
every other room pulled me out of the world a little.  

Verdict 

Stepping foot inside of the Greenbriar home and discovering the things they left behind is a powerful 
experience. Gone Home is a remarkable achievement, and piecing together its poignant story will 
stick with me forever. 
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Gone Home/Edith Finch - Days 11/12 
 

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

Write a Review 
 

This is the summative assessment for Gone Home. Students have read two reviews of the game and now the students 
will write their own. The teacher will briefly go over what a review looks like and then the students will have two class 
periods to write their review.  
 
Slides for the Unit 

 
 

CONTENT AIM (content) 
 

 
● Aim: Write a review of Gone Home. 

 
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? 

Students will: 

 

● What is a review? 
● What is foreshadowing? 

 
LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen  to classmates in conversation.  
● Listen  to the narrations in Gone Home. 

● Speak with other students in conversation.  
● Read  the subtitles in Gone Home.  

● Read various items and documents found in Gone Home 
 

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 - developed by the Fullbright Company 

● IGN Gone Home Review 

● How to Write a Video Game Review - Wikihow 
MATERIALS NEEDED 
 

 
● One means of playing Gone Home 

○ I will be playing on a Nintendo Switch projected in the front of the room 
● Graphic Organizer. 
● Accompanying presentation 

 
LESSON PLAN 

DO NOW: (5 min)  
The HOOK! 

 
● Do Now: How would you rate Gone Home? Choose a number out of 10. 
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https://docs.google.com/presentation/d/1D_uocJzhMUppyarVlEOOkZB06fjQ8fkRxsTb1sts85c/edit?usp=sharing
https://www.ign.com/articles/2013/08/15/gone-home-review
https://www.ign.com/articles/2013/08/15/gone-home-review
https://m.wikihow.com/Write-a-Video-Game-Review
https://docs.google.com/presentation/d/1D_uocJzhMUppyarVlEOOkZB06fjQ8fkRxsTb1sts85c/edit?usp=sharing


 
 ● Have a short 2-3 min conversation about the students' responses.  
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE  
 

 
● Read the Aim: Write a review of Gone Home. 
● Go over a couple of different parts of a review.  

○ Teacher can use the IGN review from the previous lesson as an example. 
Students should have finished reading this review for homework. 

● Pass out handout that details the different parts of a review.  
○ How to Write a Video Game Review - Wikihow 
○ What does a review contain.  
○ Talk about avoiding spoilers. 
○ Talk about that final rating.  

● Pass out essay paper where students can write their reviews.  
● Time to play! 

 

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 Review. Ask 
individually, or as a class, or in whichever way your class typically responds to 
you.  

PRACTICE TASK  
(Independent, Pair and/or 
small group task)  
What activities are planned 

that align to the lesson 

objectives?  

 
● Students have the rest of the time in this class and the next class to write their 

reviews.  
○ Students may reference any of their handouts from the past 10 days.  

● Move on to Wrap-Up  

CHECK FOR 
UNDERSTANDING #2 
How will you assess or 

gauge if students are 

making progress towards 

the lesson objectives?  

 
● Circulate as students are writing and answer any questions they may have. 
● Ask the class if they have any clarifying questions about the handout.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3  
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?  

  
● Students will answer a reflection question when they finish their reviews.  

○ Reflection : Do you think playing Gone Home was beneficial to this 
class? Do you recommend to play this video game with future classes? 
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?  

 
● The students will be working together as a class.  
● Subtitles will be added to the game.  
● Each journal entry can be played multiple times to make sure everyone has the 

opportunity to translate/understand the content.  
 

 
HOMEWORK (if 
applicable)  

 
● No Homework 
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https://m.wikihow.com/Write-a-Video-Game-Review


 
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.RL.9-10.2 
Determine a theme or central idea of a text and analyze in detail its development over the 
course of the text, including how it emerges and is shaped and refined by specific details; 
provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.11-12.3 
Analyze the impact of the author's choices regarding how to develop and relate elements 
of a story or drama (e.g., where a story is set, how the action is ordered, how the 
characters are introduced and developed). 
 
CCSS.ELA-LITERACY.RL.9-10.3 
Analyze how complex characters (e.g., those with multiple or conflicting motivations) 
develop over the course of a text, interact with other characters, and advance the plot or 
develop the theme. 
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http://www.corestandards.org/ELA-Literacy/CCRA/SL/2/
http://www.corestandards.org/ELA-Literacy/CCRA/SL/1/
http://www.corestandards.org/ELA-Literacy/RL/9-10/2/
http://www.corestandards.org/ELA-Literacy/RL/11-12/3/
http://www.corestandards.org/ELA-Literacy/RL/9-10/3/
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Aim: Write a review of Gone Home. 
 

 

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

 
 

 
 

 
 

Directions : Read the following guide from Wikihow for how to write a video game review.  

How to Write a Video Game Review (modified)  

 

1) Write a short introduction. This should be about 2-3 sentences long, and 
sums up the game but doesn't spoil it too much. Make it descriptive and 
somewhat humorous, so that it catches the reader's attention. 

 

2) Write things you really liked or really hated. If you hated or liked 
something very specific in the game such as a map, a gameplay feature, a 
really annoying glitch etc., add it as well. 

 

3) Include every concept of the game. Review the graphics, music, 
cinematics, story, content, controls, gameplay, and add your own opinions 
on these things. 

 

4) Write about examples and references. These will back up your 
argument and give the reader an idea of what you are talking about, without 
spoiling the game much. 

 

5) Write an ending paragraph. This should sum up your review- write a 
sentence about the game, list the pros and cons, and give a score. 
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https://m.wikihow.com/Write-a-Video-Game-Review
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Directions : Write a review of Gone Home. Use the guidelines above and you can reference any of your 
handouts from the past 10 days.  
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Reflection : Do you think playing Gone Home was beneficial to this class? Do you recommend to play this 
video game with future classes? Why, or Why not? 
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